/ 1.0 \ | INTRODUCTION |

--'`````'-'``````````````'-----------------------------------------------------

The purpose of this chart is to see how each class gains stats on level up.

In Final Fantasy Tactics Advance, your stats get better each level depending

on your class.  Well, this chart will show you how much each stat increases

by!

   _____   ____________

  / 2.0 \ | THE CHARTS |

--'`````'-'````````````'-------------------------------------------------------

The numbers how how much the stat goes up per level up.

Decimal values are not shown in-game.

          +-----+-----+--------+--------+--------+--------+-------+

   HUMANS | HPs | MPs | WepAtt | WepDef | MagPow | MagRes | Speed |

          +-----+-----+--------+--------+--------+--------+-------+

  SOLDIER | 8.5 |  1  |  8.5   |  8.5   |  6.5   |   7    |   1   |

  PALADIN |  7  | 2.5 |   8    |   9    |   7    |  8.5   |   0   |

  FIGHTER | 7.5 |  1  |  9.5   |   8    |   5    |  6.5   |  1.5  |

   ARCHER |  7  |  1  |  7.5   |   7    |  7.5   |  7.5   |  1.5  |

   HUNTER |  6  |  3  |   8    |  6.5   |   6    |   8    |   1   |

    THIEF | 6.5 |  1  |  7.5   |   7    |   8    |   6    |  1.5  |

    NINJA | 5.5 |  2  |   8    |  7.5   |   8    |  7.5   |  1.5  |

 WHT MAGE |  6  |  4  |   6    |   7    |   8    |   8    |   1   |

 BLK MAGE |  5  |  4  |  6.5   |   6    |   8    |   9    |   1   |

 BLU MAGE | 6.5 | 3.5 |   8    |  8.5   |   8    |   9    |   1   |

 ILLUSION |  5  | 7.5 |   6    |   6    |   9    |   8    |   0   |

          +-----+-----+--------+--------+--------+--------+-------+

          +-----+-----+--------+--------+--------+--------+-------+

   BANGAA | HPs | MPs | WepAtt | WepDef | MagPow | MagRes | Speed |

          +-----+-----+--------+--------+--------+--------+-------+

 WHT MONK | 6.5 | 1.5 |  8.5   |  7.5   |  8.5   |  6.5   |  1.5  |

  WARRIOR | 9.5 |  2  |  9.5   |  8.5   |  6.5   |  6.5   |  0.5  |

 DEFENDER | 8.5 | 1.5 |  8.5   |  9.5   |  6.5   |  7.5   |  0.5  |

GLADIATOR | 8.5 | 2.5 |  9.5   |  8.5   |   6    |  6.5   |  1.5  |

   BISHOP |  6  | 4.5 |  7.5   |  6.5   |  8.5   |  7.5   |  0.5  |

  TEMPLAR | 7.5 | 3.5 |  8.5   |  9.5   |  8.5   |  7.5   |  0.5  |

  DRAGOON |  8  | 1.5 |  9.5   |  8.5   |  5.5   |  6.5   |  1.5  |

          +-------------------------------------------------------+

          +-----+-----+--------+--------+--------+--------+-------+

    VIERA | HPs | MPs | WepAtt | WepDef | MagPow | MagRes | Speed |

          +-----+-----+--------+--------+--------+--------+-------+

   ARCHER | 7.5 | 1.5 |   8    |  6.5   |  7.5   |  7.5   |  1.5  |

   SNIPER | 6.5 | 2.5 |  9.5   |  6.5   |  7.5   |  7.5   |  1.5  |

 ASSASSIN |  5  | 5.5 |  8.5   |  6.5   |   9    |   7    |  2.5  |

   FENCER | 7.5 |  1  |  8.5   |  8.5   |  7.5   |  7.5   |  1.5  |

ELEMENTST | 6.5 | 4.5 |   8    |  7.5   |   9    |  7.5   |  1.5  |

 WHT MAGE | 6.5 |  4  |  6.5   |  7.5   |  8.5   |  7.5   |  1.5  |

 RED MAGE | 6.5 | 2.5 |   8    |  7.5   |  8.5   |  7.5   |  1.5  |

 SUMMONER |  6  | 6.5 |  6.5   |  6.5   |  10.5  |  8.5   |   1   |

          +-----+-----+--------+--------+--------+--------+-------+

          +-----+-----+--------+--------+--------+--------+-------+

   NU MOU | HPs | MPs | WepAtt | WepDef | MagPow | MagRes | Speed |

          +-----+-----+--------+--------+--------+--------+-------+

 WHT MAGE | 5.5 |  5  |   6    |  7.5   |  8.5   |  8.5   |   1   |

 BLK MAGE |  5  |  6  |   6    |  6.5   |   9    |  10    |  0.5  |

TIME MAGE |  5  |  3  |   5    |   6    |   10   |  10    |   1   |

  MORPHER | 6.5 |  2  |   7    |   8    |   7    |   8    |   1   |

ALCHEMIST |  6  | 8.5 |  5.5   |  5.5   |   9    |  9.5   |  0.5  |

     SAGE |  7  |  8  |   8    |   7    |   9    |   7    |   0   |

BEASTMSTR |  7  |  2  |  8.5   |  8.5   |  7.5   |  8.5   |   1   |

 ILLUSION |  5  |  7  |   5    |   6    |   9    |   8    |   0   |

          +-----+-----+--------+--------+--------+--------+-------+

          +-----+-----+--------+--------+--------+--------+-------+

   MOOGLE | HPs | MPs | WepAtt | WepDef | MagPow | MagRes | Speed |

          +-----+-----+--------+--------+--------+--------+-------+

  ANIMIST | 7.5 | 2.5 |  7.5   |  8.5   |   7    |   9    |  1.5  |

    THIEF |  6  |  2  |  7.5   |   8    |  6.5   |   7    |   2   |

  JUGGLER | 6.5 |  1  |   8    |  9.5   |   6    |   6    |   1   |

   KNIGHT |  7  |  3  |   9    |  9.5   |   7    |   8    |   1   |

 BLK MAGE | 5.5 | 4.5 |   6    |  7.5   |  8.5   |   10   |  1.5  |

TIME MAGE |  6  | 3.5 |   6    |  8.5   |   9    |   9    |   1   |

   GUNNER | 6.5 |  1  |   7    |   9    |   5    |   8    |   1   |

GADGETEER | 7.5 | 2.5 |   8    |  9.5   |   8    |  10.5  |   1   |

______________________________________________________________________________

Capture

______________________________________________________________________________

The infamous Capture:

'''''''''''''''''''''''''''''''''''''''''''''

Capture is a useful ability, not only does it capture a monster for your

monster bank, and give you souls to use with your morpher, but it also removes

an enemy from the battlefield. Capturing monsters is also a prerequisite for

mission #100 (fiend run). In order to get that mission you MUST capture at

least 5 monsters, and then the operator of the monster bank will post a request

in the pub after you visit him. Now in order to use capture, several things

must happen, most obviously you need the capture ability. In order to use this

ability correctly, it can only be used on injured monsters (i.e. they cannot

have full health). Now don't be discouraged when you do this, the maximum

percentage you'll ever get for catching a monster is 24%. Just as another side

note, sleep, stop, blind and the direction you attack from have no effect on

the percentage to capture a monster. The way this percentage works is based on

the percentage of life remaining on the monster, at half health you'll have

12%. (If you really wanted to get technical, just take a monsters max hp and

divide by 24, this number is the amount of hp you have to take off in order to

get a 1% increase in your capture attempts). There are a few special cases for

capturing monsters:

> Any undead monster (zombies, vampires) cannot be captured.

> Any rockbeast monster (bladebiter, toughskin) cannot be captured.

> Any fairy monster (sprite, titania) cannot be captured.

> Any tonberry monster (tonberry, masterberry) cannot be captured.

> The monster you are catching cannot be the last enemy on the field.

> The monster you are trying to catch cannot be ko'd.

> The monster may be special, and in turn simply uncatchable.

Monster information:

''''''''''''''''''''''''''''''''''''''''''

>>Goblin (Cretins with big ears and fangs. Strong and stupid.)

Blue Magic:  Goblin punch

Enemy clans: None

Missions: 55 (White Flowers), 49 (A Lost Ring), 44 (Snow in Lutia), 37 (Village

Hunt), 32 (Tower Ruins), 1 (Herb Picking)

Areas: None

Enjoys: Maiden Kiss (cures frog)

Spits back out: Antidotes (cures poison)

>>Red Cap (Powerful goblins, More crafty, more dangerous.)

Blue Magic: Magic hammer

Enemy clans: Clan Hounds, Tricky Spirits

Missions: 100 (Fiend Run), 55 (White Flowers), 1 (Herb Picking)

Areas: Help ____

Enjoys: Maiden Kiss (cures frog)

Spits back out: Antidotes (cures poison)

>>Jelly (Jelly-like entity. Absorbs fire damage.)

Blue Magic: Acid

Enemy clans: Roda Dragons, Wild Monsters

Missions: 93 (Flan Breakout!), 59 (Sketchy Thief)

Areas: Help ____

Enjoys: Antidotes (cures poison)

Spits back out: Eye drops (cures darkness)

>>Ice Flan (jelly-like monster. Absorbs ice damage.)

Blue Magic: Acid

Enemy clans: Roaming Naiads

Missions: 109 (Snow Fairy), 93 (Flan Breakout!), 78 (Water Sigil), 65

(Exploration), 46 (Prof in Trouble), 7 (Diamond Rain)

Areas: Help ____

Enjoys: Antidotes (cures poison)

Spits back out: Eye drops (cures darkness)

>>Cream (Yellowish jelly monster. Absorbs lightning damage.)

Blue Magic: Acid

Enemy clans: Tricky Spirits

Missions: 93 (Flan Breakout!), 52 (Friend Trouble), 4 (Desert Peril)

Areas: Help ____

Enjoys: Antidotes (cures poison)

Spits back out: Eye drops (cures darkness)

>>Bomb (Fiery, explosive creature. Deals fire damage.)

Blue Magic: Blow up

Enemy clans: Antlions, Roda Dragons

Missions: 107 (Old Friends), 74 (Cadoan Watch), 63 (Missing Prof.), 47 (Hot

Recipe), 38 (Fire! Fire!), 34 (Magewyrm), 32 (Tower Ruins), 7 (Diamond Rain)

Areas: Help Roda!

Enjoys: Does not have a favorite food (item)

Spits back out: Holy Water (cures zombie)

>>Grenade (Powerful bomb. Covered in ice due to element shift.)

Blue Magic: Blow up

Enemy clans: Lost Monsters, Wild Monsters

Missions: 109 (Snow Fairy), 65 (Exploration)

Areas: Help Roda!

Enjoys: Does not have a favorite food (item)

Spits back out: Holy Water (cures zombie)

>>Icedrake (Giant scaly monster. Breaths clouds of ice.)

Blue Magic: Mighty guard

Enemy clans: Roaming Naiads, Wild Monsters

Missions: 102 (Wyrms Awaken), 87 (Free Bervenia!), 66 (A Dragon's Aid), 63

(Missing Prof.), 34 (Magewyrm), 32 (Tower Ruins), 31 (Ruby Red), 22 (To

Ambervale), 11 (Pale Company), 7 (Diamond Rain)

Areas: Help ____

Enjoys: Cureall (cures all)

Spits back out: Does not have a least favorite food (item)

>>Firewyrm (Giant scaly monster. Breaths blistering fire.)

Blue Magic: Guard-off

Enemy clans: Roda Dragons

Missions: 102 (Wyrms Awaken), 66 (A Dragon's Aid), 54 (For A Song), 47 (Hot

Recipe), 34 (Magewyrm), 32 (Tower Ruins), 31 (Ruby Red), 11 (Pale Company)

Areas: Help Roda!

Enjoys: Cureall (cures all)

Spits back out: Does not have a least favorite food (item)

>>Thundrake (Scaly beast that shoots lightning breath.)

Blue Magic: Dragon force

Enemy clans: None

Missions: 102 (Wyrms Awaken), 66 (A Dragon's Aid), 11 (Pale Company)

Areas: None

Enjoys: Cureall (cures all)

Spits back out: Does not have a least favorite food (item)

>>Lamia (Lamias lure prey with sweet songs... watch out!)

Blue Magic: Twister

Enemy clans: Clan Hounds, Jagd Emissaries, Roaming Naiads

Missions: 76 (Fire Sigil), 58 (Royal Ruins), 49 (A Lost Ring), 7 (Diamond Rain)

Areas: Help ____

Enjoys: Cureall (cures all), Echo Screen (cures silence)

Spits back out: Maiden Kiss (cures frog)

>>Lilith (Powerful lamias that delight in taking life.)

Blue Magic: Night

Enemy clans: Roaming Naiads

Missions: 49 (A Lost Ring), 22 (To Ambervale)

Areas: Help ____

Enjoys: Cureall (cures all), Echo Screen (cures silence)

Spits back out: Maiden Kiss (cures frog)

>>Antlion (Giant bug with needle-like legs and a powerful jaw.)

Blue Magic: Lv3 def-less

Enemy clans: Antlions, Kudik Beasts

Missions: 107 (Old Friends), 55 (White Flowers), 51 (Desert Rose), 37 (Village

Hunt),  34 (Magewyrm), 12 (Jagd Hunt), 4 (Desert Peril)

Areas: Help Giza!

Enjoys: Soft (cures petrify)

Spits back out: Bandage (cures imobilize, don't act, stop)

>>Jawbreaker (Thoughest antlion. Bites on and doesn't let go.)

Blue Magic: Lv3 def-less

Enemy clans: Aisen Ghosts, Antlions

Missions: 65 (Exploration), 51 (Desert Rose), 22 (To Ambervale)

Areas: Help Giza!

Enjoys: Soft (cures petrify)

Spits back out: Bandage (cures imobilize, don't act, stop)

>>Red Panther (Hunts its prey with swift leaps and poison claws.)

Blue Magic: Poison claw

Enemy clans: Kudik Beasts, Tribites

Missions: 54 (For A Song), 52 (Friend Trouble), 51 (Desert Rose), 45 (Frosty

Mage), 44 (Snow in Lutia), 34 (Magewyrm), 4 (Desert Peril)

Areas: Help ____

Enjoys: Holy Water (cures zombie)

Spits back out: Antidotes (cures poison), Echo Screen (cures silence)

>>Coeurl (King of red panthers. Turns prey to stone.)

Blue Magic: Hastebreak

Enemy clans: Clan Hounds, Tribites, Wild Monsters

Missions: 100 (Fiend Run), 65 (Exploration), 52 (Friend Trouble), 37 (Village

Hunt), 22 (To Ambervale), 4 (Desert Peril)

Areas: Help ____

Enjoys: Holy Water (cures zombie)

Spits back out: Antidotes (cures poison), Echo Screen (cures silence)

>>Malboro (Disturbing creature that gives off quite an odor.)

Blue Magic: Bad breath

Enemy clans: Lost Monsters, Wild Monsters

Missions: 105 (Smuggle Bust), 85 (Foreign Fiend), 54 (For A Song), 32 (Tower

Ruins)

Areas: Help ____

Enjoys: Holy Water (cures zombie), Bandage (cures imobilize, don't act, stop)

Spits back out: Cureall (cures all)

>>Big Malboro (Powerful malboro that smells even worse.)

Blue Magic: Bad breath

Enemy clans: Lost Monsters

Missions: 100 (Fiend Run), 85 (Foreign Fiend), 22 (To Ambervale)

Areas: Help ____

Enjoys: Holy Water (cures zombie), Bandage (cures imobilize, don't act, stop)

Spits back out: Cureall (cures all)

>>Floateye (Eyeball with wings and a nasty gaze attack.)

Blue Magic: Stare

Enemy clans: Aisen Ghosts, Lost Monsters

Missions: 50 (Staring Eyes), 45 (Frosty Mage), 5 (Twisted Flow)

Areas: Help ____

Enjoys: Eye drops (cures darkness)

Spits back out: Soft (cures petrify)

>>Ahriman (Powerful floateye. Its evil gaze deals damage.)

Blue Magic: Roulette

Enemy clans: Blood Thirsters, Jagd Emissaries

Missions: 100 (Fiend Run), 87 (Free Bervenia!), 63 (Missing Prof.), 50 (Staring

Eyes), 5 (Twisted Flow)

Areas: Help ____

Enjoys: Eye drops (cures darkness)

Spits back out: Soft (cures petrify)

Faq's:

''''''''''''

1- How come I cannot catch this ______ monster?

a- Well there can be several reasons why you cannot catch the monster, it is

either the last living monster on the field, it is a class of monster that

cannot be captured (undead, rockbeast, fairy, tonberry) it is Ko'd, or it is

simply just uncatchable (it may be a special monster)

2- How come my hunter has such a low capture percentage?

a- Because capturing monsters not only helps you build a good morpher, it alos

removes an enemy from the battle, therefore it is not necessarily an easy thing

to do. Compared to parley and other abilities that cause enemies to leave,

capture is really effective.

3- Do you use Hunters?

a- I personally only use hunters to capture monsters, I'm a perfectionist and

in turn want to catch at least one of every monster, and I have dreams of

creating a morpher with 999 for every stat.

4- Are hunters Only good for capturing?

a- Not necessarily, they seem kind of reminiscent of a ranged fighter, and they

do have an ultima ability.

5- Whats the best way to capture a monster?

a- Try to use units that are roughly the same level as the monster, and a high

level hunter; this way you can widdle its hp as close to 0 as possible. Blue

mages with abilities such as twister, matra magic and hastebreak make excellent

companions to your hunter. Abilites such as twister, demi, etc are also good to

use to get rid of Hp without killing your target. After you have 24%, try and

use abilities that make it unable to act, or blind it. This way you have the

time to try and capture the monster without worrying about taking to much

damage. Also try and keep damaging reaction abilities (strikeback, counter,

etc.) off, as it seems monsters like to attack these people and die, not

allowing you to capture them.

6- Are there any monsters that i can miss?

a- The goblin, and the thundrake only appear in unrepeatable missions, and

after those are done, you cannot catch them anywhere.

______________________________________________________________________________

Blue Magic

______________________________________________________________________________

Name: Goblin Punch

Type: Action

MP:8

Description: Damage inflicted varies, dealing potential high or low damage.

Range: 1

Creature obtained from: Goblin

Location: Only in missions. Be sure to get this ability ASAP if you want it.

If you have a friend, then do the mission "Newbie Hunt".

The Paladin from the late mission "The Dark Blade" knows Goblin Punch.

Name: Magic Hammer

Type: Action

MP: 8

Description: Causes Damage to MP.

Range: 3

Creature obtained from: Red Cap

Location: Tubola Bandits Clan.

"Help Helje" mission.

Name: Acid

Type: Action

MP: 12

Description: Inflicts a random Status ailment.

Range: 3

Creature obtained from: Any Flan

Name: Blow Up

Type: Action

MP: 2

Description: Use all of your remaining HP to explode and cause damage to 

adjacent units.

Range: All adjacent units

Creature obtained from: Bomb or Grenade

Location: "Help Roda" mission

Wild Monsters Clan.

Note: You can't make Bombs or Grenades blow up themselves with Control unless 

they are in critical health. 

Name: Mighty Guard 

Type: Action

MP: 8

Description: Increases Weapon Defence and Magic Resistance for the remainder of

the battle.

Range: 1

Creature obtained from: IceDrake

Location: Wild Monsters Clan.

Name: Guard-Off

Type: Action

MP: 10

Description: Decreases Weapon Defence and Magic Resistance for the remainder of the

battle.

Range: 1

Creature obtained from: FireWyrm

Name: Dragon FOrce

Type: Action

MP: 12

Description: Increases Weapon attack and Magic attack.

Range: 1

Creature obtained from: ThunderDrake

Location: ThunderDrakes can only be found in missions so be sure to get it ASAP,

if you want it.

Name: Night

Type: Action

MP: 24

Description: Puts everyone to sleep except for the castor.

Range: All

Creature obtained from: Lamia

Location: Jagd Emissaries Clan.

Name: Twister

Type: Action

MP: 20

Description: Reduces HP by half. Hits multiplt targets.

Range: 3

Creature obtained from: Lileth

Location: Tubola Bandits Clan.

Name: L3 Def. Less

Type: Action

MP: 12

Description: Decreases target's Defence if their level is a multiple of 3.

Range: 3

Creature obtained from: AntLion or Jawbreaker

Location: Antlion Clan. 

Name: Matra Magic

Type: Action

MP: 24

Description: Switches current HP and MP of target.

Range: 3

Creature obtained from: ToughSkin

Location: Tubola Bandits Clan.

Name: Poison Claw

Type: Action

MP: 8

Description: Deals damage and Poisons target.

Range: 1

Creature obtained from: Red Panther

Location: Kudik Beasts Clan.

Name: HasteBreak

Type: Action

MP: 12

Description: Inflicts Stop if target is Hasted. Inflicts Slow if target isn't

hasted.

Range: 1

Creature obtained from: Coeurl

Location: "Help Nargai" mission.

"Help Helje" mission.

Name: Bad Breath

Type: Action

MP: 20

Description: Inflicts 5 random status ailments.

Range: 1

Creature obtained from: Malboro or Big Malboro

Location: "Help Eluut" mission.

Name: Stare

Type: Action

MP: 12

Description: Causes Confusion if target is facing the castor.

Range: C= Castor  X= Targets 

  X

CXX

  X

Creature obtained from: FloatEye

Location: Aisen Ghosts Clan.

Name: Roulette 

Type Action: 

MP: 20

Description: Randomly Inflicts KO on one unit.

Range: All

Creature obtained from: Ahriman

Location: Bloodthirsters Clan. 

Jagd Emissaries Clan.

Note: To learn this your Blue Mage needs to have the Auto-Life Status 

enhancement(Angel Ring) or the Zombify Status ailment.

Name: Drain Touch

Type: Action

MP: 10

Description: Damage dealt is absorbed by the castor.

Range: 1

Creature obtained from: Zombie

Location: Aisen Ghosts clan.

Tubola Bandits Clan.

Name: L? S-Flare

Type: Action

MP: 30

Description: Deals damage to all units that have the same last digit in their

Level, including the castor.

Range: All

Creature obtained from: Vampire

Location: Bloodthirsters Clan.

Name: White Wind

Type: Action

MP: 12

Description: Heals multiple units. Heal HP=Castor's HP.

Range: 3

Creature obtained from: Sprite

Locations: Tricky Spirits Clan.

"Help Eluut" mission.

Tubola Bandits Clan.

"Help Helje" mission.

Name: Angel Whisper

Type: Action

MP: 24

Description: Heals and bestows Auto-Life status.

Range: 3

Creature obtained from: Titania

Location: Tricky Spirits Clan.

=====================

3-SECRET CHARACTERS-3

=====================

These are the characters with their own special sprites. Ezel is the only one

of these that can be gotten prior to finishing the game. For the rest, you must

have beaten the Li-Grim.

***NOTE***

They'll ALWAYS join your clan (unless your clan is full) once you have

completed the required steps.

Also, MAKE SURE YOU HAVE ROOM IN YOUR PARTY! I CANNOT STRESS THIS ENOUGH! IF

YOU DON'T THEY WILL NOT OFFER TO JOIN! The maximum number is 24.

***NOTE***

3.1 - |SHARA|

Finish "A Maiden's Cry" mission (which becomes available soon after the

completion of the game). NOW GO STRAIGHT TO ANY TOWN! A cutscene will begin to

play. After the cutscene, Shara should offer to join, if your party isn't full.

CLASS: Sniper. Has Viera's jobset.

SKILLS: Change depending on class.

- Comes with sniper A-ability set "Sharpshoot", with the following mastered:

 - Death Sickle - Sweeps out to afflict doom with horrid speed.

 - Doom Archer - Deal's archer's lost HP worth of damage to HP & MP.

 - Aim: Armour - Shot aimed to destroy armour worn by target.

 - Aim: Weapon - Shot aimer to destroy weapon held by target.

3.2 - |RITZ|

Finish the mission called "Mortal Snow" (which becomes available soon after

completion of the game). After it's done, Ritz should offer to join your clan.

(Easter Egg: The zombies on the mission have the same name as the bullies from

school in the real world :P)

CLASS: Fencer. Has a Viera's jobset (even though she's human).

SKILLS: Change depending on class.

- Comes with fencer A-ability set "Lunge", with the following mastered:

 - Swarmstrike - Deals damage and poisons like stinging bees.

 - Shadowstick - Attack to hinder movement, reducing target's speed.

 - Featherblow - Flurry of attacks. Good hit rate, light damage.

 - Manastrike - Strikes target's will directly, damaging MP.

 - Piercethrough - Armour-penetrating attack. Also hits unit behind.

- R-ability "Block Arrows"

3.3 - |EZEL|

Right before the end of the game (after Cid asks you to help with Ezel's new

card), go to the Caodan Card Shop, and choose the option "Gossip". Ezel will

say something about you being a mediator for negotiations between the palace

and the resistance. Then he will post up a mission in the pub, called

"Reconciliation" (NOTE! If you haven't finished the first mission he gives you,

you'll have to do that one first before you get "Reconcilation"). Complete it,

and you should get Ezel.

CLASS: Hermetic

SKILLS:

- A-ability set called "Hermetics", which includes the following A-abilities:

 - Azoth - Secret Alchemy. Puts all enemies to sleep.

 - Astra - Confers one-time status affliction pretection.

- R-ability "Block Arrows"

- S-ability "Weapon Atk+"

3.4 - |BABUS|

Finish the mission called "Left Behind" (which becomes available soon after

completion of the game) then enter any town. A small cutscene will play, with

Babus asking you to come along with him to Ambervale. Go straight to the pub,

and select mission "With Babus".

Once you've finished that mission, there'll be a scene where Marche asks Babus

to be his friend. Halfway through the scene, Babus will offer to join. Voila!

There was some inaccuracy here, on my part.

The following CORRECT information was given by Allester Elishia Darkflame:

===========================================

I made two save files just before getting the mission. In once case I 

left the "With Babus" mission in the Pub. I then walked around for 3 

Ivalice Years(Going through all 5 months completely) and I checked the 

pub every month, yes it did Vanish, but it came back every Nu Mou

Month(MadMoon). 

In the second save file I did the same thing, and again the mission 

reappeared every time. In this I tried it with all the other missions 

for the "Secret Characters" and found that they too dissapear and 

REappear every certain month(5Secret Character's, 5 Months, notice 

the trend yet? =p). 

~*Arison Dragon*~ 

~*Dragon of Balance*~ 

===========================================

Thanks very much! :)

CLASS: Runeseeker

SKILLS:

- A-ability set called "Rune", which includes the following A-abilities:

 - Explode - Explosive magical power. Deals enourmous damage.

 - Stillness - Freezes time and space to stop units in an area.

 - Quarter - Saps a quarter of target's HP.

 - Demi - Gravity field. Saps half of target's HP.

-R-abilty Counter

3.5 - |CID|

Clear each and every one of the 300 missions available in FFTA.

Here are further detailed instructions, provided by Tedain:

===========================================

I finally got Judgemaster Cid. It was not hard to get

him. All you actually needed to do was go to Bervenia

Castle and a cut-scene SHOULD appear with Cid in his

office approached by a ninja. Next, you have to go to

town and look up new missions. When you do the new

mission, Cid should appear and help you out. After the

battle, he asks to join your clan. After he joins you,

a string of quests appear (1 by 1) at the pubs which

are doable, but do not show up as one of the 300

missions.

===========================================

Thank you Tedain :)

CLASS: Judgemaster

SKILLS:

- A-ability set called "Advanced Law", which includes the following:

 - Abate - Skips judge's turn once to allow violation. (32 MP)

 - Judge sword - Slash to damage and steal JP.

 - Bind - Immoblizes and disables target for arrest. (16 MP)

 - JP Gift - Give own JP to a deserving friend.

 - Yellow Clip - Nullifies a yellow card from record. (8 MP)

==========================

4-SEMI SECRET CHARACTERS-4

==========================

These have normal, generic sprites (graphics). They usually have some very nice

abilities pre-mastered, and they'll join your clan a few levels above average.

***NOTE***

Note that even if you have completed what is required to get the character,

whether or not the character offers to join your clan is compltety random.

Example: It took me 20+ tries to get Eldena, while I got Lini on the first try.

It *might* help (I say this very tentatively, though) if you bring along the

"Ally Finder" or "Ally Finder 2" item. This is not confirmed yet, though.

***NOTE***

4.1 - |ELDENA|

Finish ANY mission successfully (be it Dispatch, Clan Turf, or Battle) with the

mission item ELDA'S CUP set as one of the mission items you would like to bring

along, and Eldena MAY offer to join your clan.

CLASS: Red Mage. Has Viera jobset.

SKILLS:

- A-ability set "Red Magic", with the following mastered:

 - Barrier - Raises weapon defense and magic resistance.

 - Doublecast - Cast two spells in quick succession.

4.2 - |LINI|

Finish ANY mission successfully (be it Dispatch, Clan Turf, or Battle) with the

mission item THE HERO GAOL set as one of the mission items you would like to

bring along, and Lini MAY offer to join your clan.

CLASS: Mog Knight. Has Moogle jobset.

SKILLS:

- A-ability set "Charge", with the following mastered:

 - Mog Guard - Focuses power to improve weapon def. and magic res.

 - Ultima Charge - Charge attack born from ultima magic.

4.3 - |CHENEY|

Finish ANY mission successfully (be it Dispatch, Clan Turf, or Battle) with the

mission item SNAKE SHIELD set as one of the mission items you would like to

bring along, and Cheney MAY offer to join your clan.

CLASS: Hunter. Has Human jobset.

SKILLS:

- A-ability set "Hunt", with the following mastered:

 - Capture - Puts live monsters into the monster bank.

 - Ultima Shot - Hunting attack born from ultima magic.

4.4 - |PALLANZA|

Finish ANY mission successfully (be it Dispatch, Clan Turf, or Battle) with the

mission item WYRMSTONE set as one of the mission items you would like to bring

along, and Pallanza MAY offer to join your clan.

CLASS: Gladiator. Has Bangaa jobset.

- A-ability set "Spellblade Tech", with the following mastered:

 - Blitz - Uses aggression to sense and attack target. High hit rate, low

   damage.

 - Ultima Sword - Mageblade attack born from ultima magic.

4.5 - |QUIN|

Complete mission 063 - MISSING PROFESSOR. (This mission is located at the

Tubola Caves) Quin MAY offer to join your clan upon conclusion of the mission.

CLASS: Sage. Has Nu mou jobset.

SKILLS:

- A-ability set "Sagacity Skill", with the following mastered:

 - Giga Flare - More powerful version of "flare." Area affect.

 - Ultima Blow - Powerful sage attack born from ultima magic.

4.6 - |LITTLEVILLI|

Complete mission 043 - CLAN LEAGUE. (This mission is located at Bervenia

Palace) Littlevilli may offer to join your clan upon conclusion of the mission.

To make mission 043 - Clan League available, you must complete Missions 40

through 42 (which become available after surviving against Llednar), read the

rumour "Clan League Final", and complete the clan missions Yellow Powerz,

Blue Geniuses, Brown Rabbits and White Kupos. (These are Reserve missions)

CLASS: Sniper. Has Viera jobset.

SKILLS:

- A-ability set "Sharpshoot", with the following mastered:

 - Doubleshot - Attack twice in quick succession.

 - Doom Archer - Deals archer's lost HP worth of damage to HP & MP.

========

5-TIPS-5

========

It seems many people have trouble getting the Seecret and Semi-secret

characters. Well, this is to help you:

1. With the secret characters, sometimes players seem to have trouble getting

them to offer to join your party. There is but one reason for this: NO ROOM IN

YOUR PARTY. Their offering to join your clan IS NOT a random event. It should

happen. (Maximum party members: 24)

2. Let's use Eldena as an example for this one. Many, many players try once,

with Elda's Cup set as the mission item, and Eldena doesn't turn up. This is

because, with the semi-secret characters, whether they offer to join your clan

or not IS RANDOM! Chance and probability, capeesh? :) I had to try 20 times to

get Eldena. So keep trying!

3. Many people suggest you save before you do a mission to try to get one of

the semi-secret characters, and reset and try again if you don't get him/her.

I agree with the saving part, but you DO NOT have to reset. If you bring an

item on a mission where it is not required, IT STAYS in you inventory. So you

can keep going, try a DIFFERENT mission, and bring the item along again. That

way you don't hinder your progress whilst trying to get the characters.

4. With semi-secret characters: DO NOT DO THE MISSION WHERE THE MISSION ITEM

IS REQUIRED!! You don't have to! If you do, you'll lose the item! So bring it

along on ANY OTHER mission, so you can keep trying. You cannot get another

Elda's cup, Wyrmstone, Snake Shield or The Hero Gaol.

5. Some people still haven't gotten this figured out. Well, here's how you

bring items along on missions:

a - Go to the pub, and select a mission.

b - Now you should be at the mission info. page. E.g. Uldaon Bog: Won't someone

help me build a bridge over Uladon Bog? It would really speed up travel.

Iluluna, Young girl.

c - Press a once. If this is a dispatch, you should now be at where you choose

who to send. If it's battle, or clan mission, then go straight to step e.

d - Press a once.

e - Now you're at the screen that says "Choose what to bring on [Uladon Bog]"

f - Press up once, and press a. Then select the item. Voila!

6. It is *possible* that if you send a character on a dispatch mission with two

of the items that are required, you will have a higher chance of getting one or

another of the characters. i.e. Send a character off with Elda's Cup and The 

Hero Gaol, and you'll have a higher chance of getting EITHER Eldena or Lini.

This is unconfirmed, however.

=================

6-MISSION ITEMS-6

=================

6.1 - |ELDA'S CUP|

Finish Mission 123 - HUNGRY GHOST. It appears after story mission "antilaws"

and you need a "Dragon Bone" to complete.

6.2 - |THE HERO GAOL|

Finish Mission 062 - Oasis Frogs. It appears after story mission "Twisted Flow"

6.3 - |SNAKE SHIELD|

Finish Mission 165 - Hundred-Eye. It appears after the Exodus battle.

6.4 - |WYRMSTONE|

Finish Mission 031 - Ruby-Red mission. It appears after the "Wyrms Awaken"

mission, which in turn appears after "Desert Patrol".

=================================

== THE RANDOM NUMBER GENERATOR ==

=================================

  Final Fantasy Tactics Advance uses the standard Ansi-C pseudo-random

number generator, which is a particularly simple yet fast RNG.  It does not

inherently suffer from predictability flaws, but we shall cover what flaws

it does have in time.  And before you ask, RNG methods are not possible with

FFTA.  Sorry, Golden Sun fans.

  First, we shall cover the technical basics of the RNG.  If you do not

understand this, do not worry; it is not important to understanding FFTA.

This section is merely here to provide background to how FFTA deals with

random numbers.

  FFTA's RNG (henceforth known as simply the RNG) uses a 4-byte unsigned

seed, and has a strict linear formula for working out the next seed.  This

is:

     Next Seed = (Seed * 1103515245 + 12345) MOD 4294967296

  This seed is where the random number (henceforth known as RN) comes from.

FFTA throws away the least significant two bytes, since they are not very

useful for randomness.  The full formula it uses to convert the seed to the

RN is this:

     RN = [Seed / 65536] MOD 32768

  This gives us a final random number between 0 and 32767.  Whenever the

term RN is used in this document, we are referring to this generated random

number that lies between 0 and 32767 inclusive.

  One final thing that should be covered before we continue on to later

sections is the function Rand{x}.  We defined it in the previous section, but

its technical definition is as follows:

     Rand{x..y} = RN MOD (1 + y - x) + x

  This means that Rand{x..y} will return a number between x and y inclusive.

For example, Rand{0..99} would return a number between 0 and 99.  HOWEVER, it

is important to note that whenever FFTA uses this, random numbers will *NOT*

be evenly distributed unless (1+y-x) is a power of 2.

  I will not go too far into the reasons for this, but it is very clear to

see if we analyse the probabilities of getting a number if we use, say,

Rand{0..9999}.  Under Rand{0..9999}, the probability of getting each number

is:

                      Number Range        Probability

                         0 - 2767          4/32768 each              

                      2768 - 9999          3/32768 each

  In other words, you have less chance of getting numbers from the higher

ranges than one from the lower ranges in this example.

  Much of the time, the game will calculate a number using Rand{0..y-1} and

check if it's under a second number x, where x and y are variables.  The

intended chance of success would thus be x/y.  However, we can work out the

true value with the following formula:

       True Chance = (x * [32768 / y] + Min{32768 MOD y, x}) / 32768

  ...where Min{a,b} returns the lesser of the two numbers a and b.

  As an example, let's say x is 3000 and y is 10000.  The intended chance of

success is thus 3000/10000 or 30.0%.  However, using the formula, we can see

the true chance of success is:

 True Chance = (3000 * [32768 / 10000] + Min{32768 MOD 10000, 3000}) / 32768

             = (3000 *        3        + Min{      2768     , 3000}) / 32768

             = (          9000         +            2768           ) / 32768

             = 11768 / 32768

             = 35.9%

  As you can now see, that's a rather large increase of 5.9% over our

*intended* chance.  This is how bad the flaw can be in one of the worst

scenarios FFTA can use.

  This is the last time I will make note of this flaw in FFTA's RNG outside

of possible analysis work done in the seperate sections.

Summary

=======

  For those of you who nodded off during the last few paragraphs, here's a

summary of the important stuff:

1. RN - the Random Number generated - is always between 0 and 32767, and is

     evenly distributed.  Whenever the term RN is used, it refers to a random

     number between 0 and 32767.

2. Rand{x..y} uses RN to create a number between x and y.  For example,

     Rand{5..30} would return a random number between 5 and 30 inclusive.  We

     shall be using this shorthand for most random events described in the

     game.

3. Rand{x} is not evenly distributed in the large majority of cases: you will

     generally have more chance of getting low numbers rather than high

     numbers.

============

== QUESTS ==

============

  Quests are a huge part of the game.  Not only do they give you your next

objective, but they also 

  A Quest will be available for a set number of days before it disappears.

When it disappears, it will not be available for a precise number of days

known as its Timeout factor.  Once the Timeout is over however, it will

reappear at the next available opportunity.

  Quests can also disappear and be subject to the Timeout if you accept them

and either fail or cancel the Quest.  The Timeout starts as soon as your unit

reports back or you cancel it.

  If you successfully complete a quest, most will never appear again.

However, some Quests are Repeatable, and have a seperate Completion Timeout

stat related to that.  When you complete a Repeatable Quest, it will not

reappear for the amount of time indicated by its Completion Timeout.  Once it

reappears however, it will return to using its normal Timeout stat until you

complete it again.

  Quests appear as *soon* as they are able.  This generally requires the

completion of one or more requirements to start with.  Some quests, however,

will only appear in certain months or in certain towns.  In addition, there

is a limit to the number of quests that can be available at once.  Only 16

can be shown to you at any one time.

  The 16 that are shown are, essentially, first come, first served: quests

that become available first have priority, and will not get pushed off until

their Available time runs out.  Also, if two quests become available at the

same time, the one with the lower ID takes priority.  (Example: Tower Ruins

(#032) has a lower ID than Twin Swords (#036))

  Only available quests count towards this limit of 16.  Quests that are

currently in Timeout or have been otherwise disabled (for instance, only

showing during a different month) will not prevent others from appearing.

Quests that you have accepted but not completed *DO* count towards the limit.

However, even if you can't see an available quest due to the limit, it will

*still* be there, using up its available time.  You can generally get such

quests to appear if you accept different quests and then cancel them.

  So, in summary:

  1. Only 16 quests can be made available to you at any one time.  Quests

     that have been accepted but still require completion count towards this

     limit.

  2. Quests that are in Timeout or are waiting for the correct month do not

     count towards this.

  3. Quests that are only available in a certain town follow the rules as

     normal, but will only appear if you are in that particular town.  When

     in other towns, they will not prevent another quest from taking its

     place.  However, they retain their old priority and will reappear when

     you revisit their town until they Timeout.

  4. Quests that are hidden due to the 16 limit still go through the process

     of availability, and if they are left too long without another quest

     being removed to make room for them, they will go into Timeout as

     normal.

Dispatches

==========

  Unlike other quests, success on Dispatches have a large random element to

them.  Each Dispatch is a contest between the selected units Competence and

the quest's Difficulty.

Unit Competence

===============

  Competence is a measure of how strong the unit you're sending is.  The

major part of this score is derived from what we shall call your Stats Score.

  Your Stats Score includes bonuses from Equipment, and it is worked out like

so:

       Stats Score = Lvl * 2 + [HP / 15] + [MP / 15] +

                     [Total WAtk / 10] + [Total WDef / 10] +

                     [Total MPow / 10] + [Total MRes / 10]

  Bonuses are now applied.  The first bonus depends on whether the unit is in

an Expert Job or not - these are the jobs which must be unlocked by gaining

A-Abilities in the Basic Jobs.  Expert Jobs get a 10 point boost to their

Stats Score.  So to put it in perspective, being in an Expert Job is like

having 5 extra levels, or 150 extra HP/MP, or 100 extra WAtk/WDef/MPow/MRes.

  Also, you can get bonuses depending on the unit's compatibility with the

Quest given.  The order these are done in are as follows:

    Recommended Job

       A Quest may have a job that is better suited for it than any other.

       An example of this is Animist in the Quest Malboro Hunt.  If you use

       this job, you get a 20% bonus, applied like so:

              Stats Score = [Stats Score * 120 / 100]

    Forbidden Job

       Not a bonus, and not factored in at this stage, but since it's the

       companion to Recommended Job, I'll describe it here.  Rarely, a Quest

       may single out a job that is completely unsuited to the task in hand.

       If you use this job, then, no matter what your Competence level, no

       matter what the Difficulty of the quest... you will fail.  The unit

       will never rise above a kneeling posture, and you will not even get

       the 10/256 chance that other kneeling units get.  Avoid using a

       Forbidden Job entirely.  An example of a Forbidden Job is Bishop in

       the Quest Hundred-Eye.

    Clan Skill Bonus

       Almost all quests also have a recommended Clan Skill requirement.

       This is different from the Requirements of a quest in that you don't

       *have* to have it to take the mission.  But if you do, a small bonus

       of 5% is applied to the Stats Score of any unit you send on the quest:

              Stats Score = [Stats Score * 105 / 100]

  Finally, your Competence is worked out by adding the extra Weapon Atk

obtained from your equipment (with the exception of Secondary Weapon,

naturally):

       Competence = Stats Score + EqAtk

Quest Difficulty

================

  The Difficulty of a quest is a static value.  The quest with the highest

difficulty is a Rank 7 one called Thorny Dreams, with 356 Difficulty.  The

lowest difficulty in the game is 30, which includes all the Race specific

hiring Dispatches.

  Depending on how the Competence value compares to the Difficulty, you will

have different chances of success... but also different possible bonuses if

you complete it.  The full list is as such, with Difference being the value

of Competence minus Difficulty:

          Difference      Success Chance            Gil     AP

          =====================================================

              - -50        10/256 ( 3.9%)          200%    250%

          -49 - -30        80/256 (31.3%)          150%    200%

          -29 - -10       130/256 (50.8%)          110%    150%

          - 9 -   0       230/256 (89.8%)          100%    100%

            1 +           255/256 (99.6%)          100%    100%

          =====================================================

  As you can see, the closer your Competence is to the Difficulty, the better

the chance of successfully completing the quest.  And once you completely

beat the Difficulty, you have the absolute best chance of success.  However,

if you complete a quest with a far less chance of success than normal, you

will gain bonuses to both the Gil and AP available from this.

=============================================================================

  NOTE: AP will round down to the nearest multiple of 10 due to the way in

which it is rewarded and stored.

=============================================================================

  On the technical side, the chance out of 256 is worked by comparing the

success rate (10, 80, 130, 230 and 255) with Rand{0..255}; you will succeed

if the random number is *less* than the success rate, and fail if it is equal

to or greater than the rate.  Also note that success is worked out as *soon*

as you accept the quest, and that the use of Mission Items have *NO* effect

on your stats, Competence or the probability of your success.

  You can see the rough chance you have of completing a quest with a certain

character by watching their animation when you're picking who to send.  Units

with a Difference of -9 or greater will jump in the air, while those who are

between 10 to 49 points less than it will walk.  Units who have a Competence

that is 50 points or more under the Difficulty will kneel, demonstrating the

absolute worse chance of completing the quest.  However, as you can work out,

those that are jumping will not get a bonus from completing the quest: keep

this in mind.

  Finally, remember that when a Quest has a Forbidden Job, that job will have

*0%* chance of success.  They will kneel, as normal, no matter what their

stats, but unlike other jobs for that Quest, they will never succeed.  Avoid

them, if you can.

===============

== YOUR CLAN ==

===============

  In time, we'll cover everything your Clan stats, skills and achievements

can do for you.  For now though, we'll just cover the various discounts and

bonuses Clan Level and Turf can get you.

Clan Points/Clan Level

======================

  Completion of quests can earn you Clan Points.  Every 100 Clan Points you

earn gives you an increase in Clan Level.

  Clan Level governs a few things which we shall cover in a moment, but the

most *immediate* effect gaining a Clan Level will have is a bonus to your

Clan Skills.

  The bonus you get upon achieving a particular level is specifically set and

listed below.  For example, upon achieving Clan Level 3, you would

automatically gain a single level in Smithing.  Gaining Clan Level 93, on the

other hand, would give you a bonus of 2 levels each in Combat, Appraise and

Negotiate.

  Here's the full list:

 =====================================+====================================

 Lv  Com Mag Smt Crf App Gth Neg Trk  | Lv  Com Mag Smt Crf App Gth Neg Trk

  1  --- --- --- --- --- --- --- ---  | 51  --- ---  2  --- --- --- --- ---

  2  --- --- --- --- --- --- --- ---  | 52  --- --- ---  2  --- --- --- ---

  3  --- ---  1  --- --- --- --- ---  | 53  --- --- --- ---  2  --- --- ---

  4  --- --- ---  1  --- --- --- ---  | 54  --- --- --- --- ---  2  --- ---

  5  --- --- --- ---  1  --- --- ---  | 55  --- --- --- --- --- ---  2  ---

  6  --- --- --- --- ---  1  --- ---  | 56  --- --- --- --- --- --- ---  2 

  7  --- --- --- --- --- ---  1  ---  | 57   2  --- --- --- --- --- --- ---

  8  --- --- --- --- --- --- ---  1   | 58  ---  2  --- --- --- --- --- ---

  9   1  --- --- --- --- --- --- ---  | 59  --- ---  2  --- --- ---  2  ---

 10  ---  1  --- --- --- --- --- ---  | 60  --- --- ---  2  --- --- ---  2

 =====================================+====================================

 11  --- ---  1  --- --- ---  1  ---  | 61   2  --- --- ---  2  --- --- ---

 12  --- --- ---  1  --- --- ---  1   | 62  ---  2  --- --- ---  2  --- ---

 13   1  --- --- ---  1  --- --- ---  | 63  --- ---  2  --- --- ---  2  ---

 14  ---  1  --- --- ---  1  --- ---  | 64  --- --- ---  2  --- --- ---  2 

 15  --- ---  1  --- --- ---  1  ---  | 65   2  --- --- ---  2  --- --- ---

 16  --- --- ---  1  --- --- ---  1   | 66  ---  2  --- --- ---  2  --- ---

 17   1  --- --- ---  1  --- --- ---  | 67  --- ---  2  --- --- ---  2  ---

 18  ---  1  --- --- ---  1  --- ---  | 68  --- --- ---  2  --- --- ---  2

 19  --- ---  1  --- --- ---  1  ---  | 69   2  --- --- ---  2  --- --- ---

 20  --- --- ---  1  --- --- ---  1   | 70  ---  2  --- --- ---  2  --- ---

 =====================================+====================================

 21   1  --- --- ---  1  --- --- ---  | 71  --- ---  2  ---  2  ---  2  ---

 22  ---  1  --- --- ---  1  --- ---  | 72  --- --- ---  2  ---  2  ---  2 

 23  --- ---  1  ---  1  ---  1  ---  | 73   2  --- --- ---  2  ---  2  ---

 24  --- --- ---  1  ---  1  ---  1   | 74  ---  2  ---  2  ---  2  --- ---

 25   1  --- --- ---  1  ---  1  ---  | 75   2   2   2  --- --- --- ---  2 

 26  ---  1  ---  1  ---  1  --- ---  | 76  --- ---  2  ---  2  ---  2  ---

 27   1   1   1  --- --- --- ---  1   | 77  --- --- ---  2  ---  2  ---  2 

 28  --- ---  1  ---  1  ---  1  ---  | 78   2  --- --- ---  2  ---  2  ---

 29  --- --- ---  1  ---  1  ---  1   | 79  ---  2  ---  2  ---  2  --- ---

 30   1  --- --- ---  1  ---  1  ---  | 80   2   2   2  --- --- --- ---  2

 =====================================+====================================

 31  ---  1  ---  1  ---  1  --- ---  | 81  --- ---  2  ---  2  ---  2  ---

 32   1   1   1  --- --- --- ---  1   | 82  --- --- ---  2  ---  2  ---  2 

 33  --- ---  1  ---  1  ---  1  ---  | 83   2  --- --- ---  2  ---  2  ---

 34  --- --- ---  1  ---  1  ---  1   | 84  ---  2  ---  2  ---  2  --- ---

 35   1  --- --- ---  1  ---  1  ---  | 85   2   2   2  --- --- --- ---  2 

 36  ---  1  ---  1  ---  1  --- ---  | 86  --- ---  2  ---  2  ---  2  ---

 37   1  ---  1  --- --- --- ---  1   | 87  --- --- ---  2  ---  2  ---  2 

 38  --- ---  1  ---  1  ---  1  ---  | 88   2  --- --- ---  2  ---  2  ---

 39  --- --- ---  1  ---  1  ---  1   | 89  ---  2  ---  2  ---  2  --- ---

 40   1  --- --- ---  1  ---  1  ---  | 90   2   2   2  --- --- --- ---  2

 =====================================+====================================

 41  ---  1  ---  1  ---  1  --- ---  | 91  --- ---  2  ---  2  ---  2  ---

 42   1   1   1  --- --- --- ---  1   | 92  --- --- ---  2  ---  2  ---  2 

 43  --- ---  1  ---  1  ---  1  ---  | 93   2  --- --- ---  2  ---  2  ---

 44  --- --- ---  1  ---  1  ---  1   | 94  ---  2  ---  2  ---  2  --- ---

 45   1  --- --- ---  1  ---  1  ---  | 95   2   2   2  --- --- --- ---  2 

 46  ---  1  ---  1  ---  1  --- ---  | 96   3   3   3   3  --- --- --- ---

 47   1   1   1  --- --- --- ---  1   | 97  --- --- --- ---  3   3   3   3 

 48   1   1   1   1  --- --- --- ---  | 98   3   3   3   3   3   3   3   3 

 49  --- --- --- ---  1   1   1   1   | 99   5   5   5   5   5   5   5   5 

 50   1   1   1   1   1   1   1   1   | -----------------------------------

 =====================================+====================================

  Finally, the total bonuses to all Clan Skills after having achieved Clan

Level 99 are:

                             Com Mag Smt Crf App Gth Neg Trk

                Total Bonus   55  54  55  55  55  55  55  55

Quest Prices

============

  Your local bartender is a wealth of information and your primary source of

quests.  Information and contacts come at a price, however, and to get

started on a quest, you must pay the barman his fee.

  The fee depends on two things: the quest itself, and what territories you

have liberated.  Each quest has a 'base price', which is the standard amount

you can expect to pay.  This price is then adjusted according to the

following:

    1) If you have not liberated the town you're currently in, quests cost

       *150%* of their base price.  No discount is available.

    2) If you have liberated the city, then a discount may be available.

       This depends on the number of territories you're currently holding.

       The following table illustrates this:

                       Areas Freed     Quest Price

                       ===========     ===========

                           0- 9           100%

                          10-14            95%

                          15-18            90%

                          19-21            85%

                          22-23            80%

                          24-28            70%

                          29-30            50%

  As you can see, the more territories you hold, the cheaper it will be to

take quests.  You go from a 150% cost at the start, all the way down to 50%

cost at the very end.

  Note that to liberate the individual cities, you will have to go through

the particularly long Clan Borzoi/Redwings subplot,  Information on how to

get started on this can be found elsewhere.  Also note that cities only have

to be taken once; they will never come under attack once liberated.

Shop Prices

===========

  The shops are a little less discriminating when it comes to discounts, but

they are impressed more by the power of your clan rather than how much land

you have.  Discounts are available based on your Clan Level:

           +=========+===============+=========+===============+

           | Clan Lv |   Discount    | Clan Lv |   Discount    |

           +=========+===============+=========+===============+

           |  1 -  9 |       0%      | 60 - 69 |      25%      |

           | 10 - 19 |       2%      | 70 - 79 |      30%      |

           | 20 - 29 |       5%      | 80 - 89 |      35%      |

           | 30 - 39 |      10%      | 90 - 95 |      40%      |

           | 40 - 49 |      15%      | 96 - 99 |      50%      |

           | 50 - 59 |      20%      |  -----  |     -----     |

           +=========+===============+=========+===============+

  So, at Clan L96 and above, you're looking at the max discount of 50%.  On

top of this, each town will add an additional 10% discount on any weapon

their race can wield.  Muscadet, as an example, is a Viera town, and they

therefore sell Rapiers, Katanas, Staves, Bows and Greatbows at reduced

prices.  The full list of weapon-specific discounts are as follows:

                              Cyril      Cadoan     Muscadet

                              =====Sprohm======Baguba=======

                   Swords       X     X    ---   ---   ---

                   Blades       X     X    ---    X    ---

                   Sabers       X    ---   ---   ---   ---

             Knightswords       X     X    ---   ---   ---

              Greatswords       X    ---   ---   ---   ---

              Broadswords      ---    X    ---   ---   ---

                   Knives       X    ---   ---    X    ---

                  Rapiers      ---   ---   ---   ---    X

                  Katanas       X    ---   ---   ---    X

                   Staves       X     X     X    ---    X

                     Rods       X    ---    X     X    ---

                    Maces      ---   ---    X    ---   ---

                     Bows       X    ---   ---   ---    X

                Greatbows       X    ---   ---   ---    X

                   Spears      ---    X    ---   ---   ---

              Instruments      ---   ---    X     X    ---

                 Knuckles      ---    X    ---    X    ---

                     Guns      ---   ---   ---    X    ---

  However, neither of the above discounts apply to certain items; there are a

few that will never have a discount on them.  These are:

    Estreledge                 Tiptaptwo                  Masamune

    Princess Rod               Temple Cloth               Hunt Bow

    Seventh Heaven             Bracers                    Fortune Ring

    Scarab                     Star Armlet                Elixir

                               Cureall

Shop Stocks

===========

  Finally, shop inventory is also influenced by your actions.  First off,

there is a basic inventory which is supplemented by two main upgrades.  You

start the game with just the basic, but the upgraded inventories become

available after you have been in 10 and 20 battles respectively.  Since

'Snowball Fight' and 'Lizard Men?!' both count as battles for this, you only

need to fight 7 more battles after completing Herb Picking (#001) to gain the

first upgrade, and then another 10 to get the second.

  For the most part, that's it for real upgrades.  However, additional

special items become available as you liberate more territories.  These items

only appear in *certain* towns; they will not be sold outside that town.  In

addition, they are only available while you have the certain number of

territories available: if you fall below the required number of Areas Freed,

they will vanish from the shops again.

  The full list of items sold at the shops, as well as their base prices and

requirements, are located in the tables below.

  Basic:

    ==HEADGEAR====================     ==============================

    Bronze Helm                500     Feather Cap                350

    Green Beret                800     ---                        ---

    ==ARMOR=======================     ==============================

    Cuirass                    400     Bronze Armor              1000

    Leather Garb               300     Chain Plate                900

    Hempen Robe                400     ---                        ---

    ==WEAPONS=====================     ==============================

    Shortsword                 300     Silver Sword               900

    Sweep Blade               1500     Barong                     900

    Falchion                  1200     Jack Knife                 200

    Scramasax                  900     Jambiya                   1700

    Stinger                    400     Fleuret                    800

    Scarlette                 1500     White Staff                500

    Guard Staff                800     Judge Staff               1500

    Rod                        600     Longbow                    300

    Char Bow                   700     Thorn Bow                 1500

    Demon Bell                 400     Glass Bell                1000

    War Trumpet               1700     Hard Knuckles              500

    Rising Sun                1000     Aiot Gun                  2000

    ==SHIELDS=====================     ==============================

    Bronze Shield              400     ---                        ---

    ==ACCESSORIES=================     ==============================

    Battle Boots              1000     Gauntlets                 2000

    ==ITEMS=======================     ==============================

    Potion                      50     Hi-Potion                  200

    X-Potion                   700     Antidote                    50

    Eye Drops                   50     Echo Screen                 50

    Maiden Kiss                 50     Soft                       100

    Holy Water                2000     Bandage                    200

    Phoenix Down               300     ---                        ---

    ==============================     ==============================

  1st Upgrade:

    ==HEADGEAR====================     ==============================

    Iron Helm                 1200     ---                        ---

    ==ARMOR=======================     ==============================

    Iron Armor                1500     Adaman Vest               1400

    Survival Vest             2500     Silken Robe               1000

    ==WEAPONS=====================     ==============================

    Buster Sword              1600     Shadow Blade              2500

    Sun Blade                 3000     Atmos Blade               4000

    Blue Saber                1000     Shamshir                  2200

    Apocalypse                3000     Lionheart                 4000

    Ragnarok                  7000     Ancient Sword             2000

    Samson Sword              2500     Estoc                     3000

    Flamberge                 5000     Ninja Knife               2000

    Murasame                  5000     Ashura                    7000

    Osafune                   8000     Kotetsu                  10000

    Pure Staff                3000     Bless Staff               4000

    Firewheel Rod             1500     Thunder Rod               1500

    Sleet Rod                 1500     Terre Rod                 2700

    Battle Mace               2000     Energy Mace               3500

    Druid Mace                6000     Sage Crosier              9000

    Silver Bow                2500     Windslash Bow             3000

    Ranger Bow                2000     Cranequin                 5000

    Javelin                   3000     Lava Spear                5000

    Ice Lance                 8000     Partisan                 10000

    Conch Shell               3000     Earth Bell                5000

    Black Quena               7000     Satyr Flute              10000

    Sick Knuckles             2000     Dream Claws               3200

    Kaiser Knuckles           5700     Silver Cannon             3000

    ==SHIELDS=====================     ==============================

    Round Shield              1000     ---                        ---

    ==ACCESSORIES=================     ==============================

    ---                        ---     ---                        ---

    ==ITEMS=======================     ==============================

    ---                        ---     ---                        ---

    ==============================     ==============================

  2nd Upgrade:

    ==HEADGEAR====================     ==============================

    Opal Helm                 2500     Circlet                   1800

    Headband                  3000     ---                        ---

    ==ARMOR=======================     ==============================

    Platemail                 3000     Gold Armor                6000

    Brigandine                3700     Judo Uniform              6000

    Power Sash                7000     Magus Robe                3000

    Mistle Robe               5000     ---                        ---

    ==WEAPONS=====================     ==============================

    Burglar Sword             3000     Flametongue               5000

    Air Blade                 7000     Icebrand                  8000

    Kwigon Blade             10000     Ogun Blade               15000

    Paraiba Blade            22000     Aqua Saber                3700

    Defender                  5000     Lohengrin                12000

    Predator                  4000     Striborg                  5000

    Kris Knife                3000     Khukuri                   5000

    Kard                      7000     Rondell Dagger           10000

    Mage Masher               8000     Kikuichimonji            12000

    Heaven's Cloud           15000     Cure Staff                7000

    Garnet Staff              9000     Force Rod                 5000

    Nail Bow                  4000     Twin Bow                  8000

    Gae Bolg                 14000     Dragon Whisker           18000

    Riot Gun                  5000     Chaos Rifle               8000

    ==SHIELDS=====================     ==============================

    Opal Shield               2000     ---                        ---

    ==ACCESSORIES=================     ==============================

    Spiked Boots              1500     Dash Boots                2000

    Fortune Ring             10000     Scarab                   10000

    ==ITEMS=======================     ==============================

    ---                        ---     ---                        ---

    ==============================     ==============================

  Special Items:

          Areas Freed      Item             Town         Price

          ====================================================

              10        Cureall            Baguba          350

              15        Star Armlet        Cadoan        15000

              20        Bracers            Sprohm        15000

              21        Hunt Bow           Muscadet      40000

              22        Estreledge         Cyril         25000

              23        Temple Cloth       Cyril         30000

              24        Masamune           Muscadet      25000

              25        Princess Rod       Baguba        20000

              26        Tiptaptwo          Cadoan        27000

              28        Seventh Heaven     Baguba        23000

              30        Elixir             Cyril         20000

          ====================================================

======================

== THE MONSTER BANK ==

======================

  The Monster Bank is not a huge factor in the game, but it is an interesting

diversion that can help make Morphers, a Nu Mou class, one of the strongest

in the game.

  Whenever you Capture a valid monster, it is transferred to the slot

reserved for it in the Monster Bank, and you also receive a Soul weapon that

teaches that races Morph ability to a Morpher.

  When a Morpher uses a Morph ability, they are able to use the primary

skillset of any monster of that race, providing they have caught the monster

that has that skillset.  For example, the Flan race comprises of Jelly, Ice

Flan and Cream, which grant you the Melt, Chill and Scorch skillsets

respectively.  If you've only caught a Jelly, you'll only have the Melt

skillset available.

  When a Morpher *uses* a monster's skillset, the Morpher transforms briefly

into the *exact* monster in the Bank.  This means that for the purpose of

that attack, they use the monsters Weapon Atk, Weapon Def, Magic Pow and

Magic Res stats, as well as certain other attributes like elemental

properties.  So the abilities are only as good as the monsters in your Bank.

Thankfully, this is where the Monster Bank's options come in handy.

  At the Monster Bank, you can see a list of all the monsters you've caught.

When you select one of them, you will be able to determine their rough

Affection rating towards you through what they say and the thought bubble

over their head.  What they say changes based on their Affection for you:

        0 - 29: Grrurr... (What are you looking at?)

       30 - 79: (Gimme food.)

       80 - 99: (Thanks for dropping by.)

         100  : (I love you, Marche. No, really, I love you!)

  In addition, below 79, the thought bubble will show an X-like symbol (your

typical anime-style throbbing vein which denotes anger/frustration, in fact).

At 79+, it will instead change to a heart, indicating better affection.  It

doesn't mean anything, but as we shall see, it is a sign that you're nearing

the max.

  In addition to the quote from the monster, you're given two options: Play

and Release.  The latter allows you to Release a monster so that you're able

to catch a stronger one of the same type in a later battle; you can't catch a

monster if you already have one of the same kind in the Bank.  However, it's

the first option - Play - where everything comes together.

  When you Play with a monster, you have the option of giving any of your

chemist items to them.  What the item does depends on the current affection

of the monster and the monster's race.  There are two main cases, depending

on whether the affection of the monster is below the maximum of 100 or not.

We'll look at the first case first (below 100 Affection).

Below 100 Affection

===================

  Each item has a default affection rating and maximum affection value.

Feeding an item to a monster will increase their affection rating up to

maximum allowed for that item.  The default values are:

              +===============+=========+=================+

              |   Item Name   |  Bonus  |  Affection Max  |

              +===============+=========+=================+

              |    Potion     |    1    |       29        |

              |   Hi-Potion   |    2    |       29        |

              |   X-Potion    |    2    |       79        |

              |     Ether     |    4    |      100        |

              |    Elixir     |   10    |      100        |

              |   Antidote    |    2    |       79        |

              |   Eye Drops   |    2    |       79        |

              |  Echo Screen  |    2    |       79        |

              |  Maiden Kiss  |    3    |       79        |

              |     Soft      |    3    |       79        |

              |  Holy Water   |    4    |       79        |

              |    Bandage    |    1    |       79        |

              |    Cureall    |    5    |      100        |

              | Phoenix Down  |   10    |       79        |

              +===============+=========+=================+

  Once the max for that item is achieved, giving the monster any more of that

item will cause them to spit it out, wasting the item.  This has no affect on

their stats or affection.

  Note that only three items break the normal max of 79.  At 79, the

monster's thought bubble will change from a throbbing vein to a heart.  This

is a sure indication that it's time to change to the 100 max items.

  In addition to the default values, each race has their own likes and

dislikes.  If you feed a monster an item it likes, it will gain an increased

amount of affection per item from it.  If you feed it an item it hates, it

will spit it out and gain nothing from it.

  The list of likes and hates are as follows:

        Goblin:    Likes - Maiden Kiss  (5 Affection)

                   Hates - Antidote

        Flan:      Likes - Antidote     (5 Affection)

                   Hates - Eye Drops

        Bomb:      Likes - None

                   Hates - Holy Water

        Dragon:    Likes - Cureall     (10 Affection)

                   Hates - None

        Lamia:     Likes - Echo Screen  (5 Affection)

                           Cureall     (10 Affection)

                   Hates - Maiden Kiss

        Bug:       Likes - Soft         (5 Affection)

                   Hates - Bandage

        Panther:   Likes - Holy Water  (10 Affection)

                   Hates - Antidote

                           Echo Screen

        Malboro:   Likes - Holy Water   (7 Affection)

                           Bandage      (4 Affection)

                   Hates - Cureall

        Floateye:  Likes - Eye Drops    (5 Affection)

                   Hates - Soft

  Note that while they do get increased affection from an item they like,

the item will still be unable to take it past the normal maximum affection

value for that item.

  Affection itself doesn't have any special effects.  The key to Affection

is what it unlocks when you finally max it out.

At 100 Affection

================

  Once a monster is at 100 Affection, the Play option takes a different role.

Now, the monster will accept any food without spitting it out... but this is

deceptive.  There are now two reactions the monster will use:

    "It seems to be enjoying it!"        - Nothing happened

    "It seems to like that quite a lot!" - The monster has gained stats!

  Obviously, that second reaction is far more desirable.  The way it works is

particularly simple.

  First, you need one of the items that has a Max Affection of 100.  This

means that only Ethers, Elixirs and Curealls will work for this.  Now, the

monster will gain stats depending on the Affection value of that item.  The

exact formula is:

    Stat Gain = [Item Number * Item Affection / 10]

  For example, on all monsters, an Elixir will give a Stat Gain of 1 per

item.  However, for a Cureall you'd need 2 before you see an increase in

stats, unless you were feeding it to a Lamia or Dragon.  The monsters likes

and dislikes still affect all this; Malboros won't increase their stats no

matter how many Curealls you give them.

  Only Weapon Atk, Weapon Def, Magic Pow and Magic Res will increase via this

method, and they will max out at 999.  From all of the above, we can also

note that it's a waste to give Ethers out in anything but a multiple of 5.

  I'll end this section with some conclusions.  First, a table of the items

again, this time with prices (before and after discounts).

       Item Name      Aff Bonus     Base Price    Max Discount

       =========      =========     ==========    ============

       Potion             1              50             25

       Hi-Potion          2             200            100

       X-Potion           2             700            350

    ** Ether              4               -              -

     * Elixir            10           20000          20000

       Antidote           2              50             25

       Eye Drops          2              50             25

       Echo Screen        2              50             25

       Maiden Kiss        3              50             25

       Soft               3             100             50

       Holy Water         4            2000           1000

       Bandage            1             200            100

     * Cureall            5             350            350

       Phoenix Down      10             300            150

     * These items never get discounts, and are sold at specific locations;

        Curealls at Baguba Port after you have freed 10 Turfs, and Elixirs

        at Cyril after you have freed all the turfs

    ** Ethers can never be bought

  From this, we can see that Maiden Kisses are the most efficient way of

getting Affection up; 25 Maiden Kisses cost 800 gil (at max discount) and get

your affection to 75.  The final 25 are best done via a group of 5 Curealls,

and then stat raising should be done 98 Curealls at a time until you near the

max.

  Monster likes and hates change this slightly; Goblins should only be fed

15 Maiden Kisses + 5 Curealls, Flans should be fed 15 Antidoes + 5 Curealls,

Floateyes should be fed 15 Eye Drops + 5 Curealls, and Lamias should be fed

14 Echo Screens + 3 Curealls.

  Malboros are the worst however; you can use 26 Maiden Kisses to get them to

78, but to reach the final 100, you must use Ethers and Elixirs.  1 Ether and

2 Elixirs (or 6 Ethers and 0 Elixirs, as well as a number of other

combinations) are required to do this.  Raising a Malboro's stats is equally

tricky, since only Ethers and Elixirs work.  Keep in mind that feeding a

Malboro any number of Ethers other than a multiple of 5 is a waste.  5 Ethers

will give you a bonus of +2 to the primary stats.  If you're planning to max

them out, be aware that it'll be a long haul.

=====================

== UNIT GENERATION ==

=====================

  When a unit is generated, whether it be a new recruit looking to join your

clan, or the enemies you meet in battle, one of the first things that's

generated are the unit's stats.

  Stats depend on two primary factors: the class you were created in, and

the class you level up in.  In addition, there are random factors linked to

both of these.

Starting Stats

==============

  Starting Stats are considered to be your L1 stats, and are linked primarily

to the job the unit is in when they are created.  A list of starting stats

for all jobs can be found in the following sections.

  There are seven stats controlled by this: HP, MP, WAtk, WDef, MPow, MRes

and Speed.

  Your actual L1 stats will vary from roughly 95% to 115% of the starting

stats, averaging at 105%.  The actual algorithm for doing this is as follows:

           x = [Starting Stat / 20]

           y = [(- Rand{0..2x} - Rand{0..2x}

                 + Rand{0..2x} + Rand{0..2x}) / 2]

     L1 Stat = Starting Stat + x + y

  For analysis/best stat purposes, we can simply say that the average will

always be 'Starting Stat + x', and the range will be from 'Starting Stat - x'

to 'Starting Stat + 3x' inclusive.  The chances of actually getting the best

starting stat in a *single* stat, however, are minimal.

  One final note.  If a Starting Stat is 0, then it can never grow, even

after levelling up.  The exception is HP and MP; if they have a Starting Stat

of 0, the unit will be given 10 in that stat instead.  Thus, a unit with a

Starting Stat of 0 MP (for example) would start with more MP than one with a

Starting Stat of 5 MP.

Leveling Up

===========

  Once a unit is created and given L1 stats, it must be levelled up to its

designated starting level.  This system is also used whenever any unit levels

up.  Because of this, it is not necessarily the case that the class you level

up in is the class you were generated in.

  The Growth of a stat is a two part number - the Base and the Bonus Chance -

which is represented as a decimal.  The Base is the integer portion of the

number, the Bonus Chance is the fractional portion.  For example, a growth of

4.2 would mean a Base of 4 and a Bonus Chance of .2.

  The Base is how much that stat will rise at a minimum when a level is

gained.  A Base of 4 would mean you're guaranteed to gain +4 in that stat

upon gaining a level.

  The Bonus is the chance you have of gaining an additional +1 in that stat.

This is a random chance expressed as a percentage: a Bonus Chance of .2

refers to a 20% chance of gaining a +1 on any given level.

  The random function used to determine whether you get a +1 is:

       If Rand{0..9} < (Bonus Chance * 10) Then: Gain +1 in Stat

  We express the entire growth as a decimal to demonstrate the *average* gain

you can expect.  So, on average, with a Base of 4 and a Bonus Chance of .2,

you can expect to gain 4.2 points per level in that stat.  Over the course

of 49 Level Ups, you would gain 49 * 4.2 = 205.8 points on average.

Level Growth

============

  The tables in this section show both the Starting Stats (labelled Bse -

short for base) and the Growth (labelled Grwt) of each of the 7 primary stats

for every Job class in the game.  Remember that the Starting Stats can vary

from roughly 95% to 115% of the listed stat, and that the Growth is both the

base gain and the chance to gain an additional +1 per level.

Player           HP       MP      WAtk     WDef     MPow     MRes    Speed

   Jobs       Bse/Grwt Bse/Grwt Bse/Grwt Bse/Grwt Bse/Grwt Bse/Grwt Bse/Grwt

=============================================================================

---HUMAN---------------------------------------------------------------------

Soldier        40/ 8.4  14/ 1.1  88/ 8.8  88/ 8.8  60/ 6.0  72/ 7.2 100/ 1.1

Paladin        38/ 7.6  22/ 2.2  80/ 8.1  92/ 9.2  72/ 7.2  88/ 8.8  98/ 0.8

Fighter        36/ 7.2  12/ 1.1  92/ 9.2  80/ 8.1  56/ 5.6  68/ 6.8 104/ 1.1

Thief          33/ 6.6  15/ 1.1  76/ 7.6  76/ 7.6  76/ 7.6  64/ 6.4 110/ 1.8

Ninja          29/ 5.8  21/ 2.1  84/ 8.4  72/ 7.2  80/ 8.1  76/ 7.6 120/ 2.1

White Mage     30/ 6.1  40/ 4.8  60/ 6.2  73/ 7.3  84/ 8.4  80/ 8.2 108/ 1.2

Black Mage     28/ 5.6  36/ 4.4  64/ 6.4  68/ 6.8  88/ 8.8  96/ 9.6  96/ 1.1

Illusionist    26/ 5.2  38/ 7.1  60/ 6.1  64/ 6.4  92/ 9.2  84/ 8.4  89/ 0.9

Blue Mage      34/ 6.8  30/ 3.6  80/ 8.1  84/ 8.4  84/ 8.4  92/ 9.2 100/ 1.2

Archer         36/ 7.2  18/ 1.1  72/ 7.2  72/ 7.2  64/ 6.4  80/ 8.1 106/ 1.4

Hunter         34/ 6.8  26/ 3.2  88/ 8.8  68/ 6.8  68/ 6.8  84/ 8.4 112/ 1.7

---BANGAA--------------------------------------------------------------------

Warrior        46/ 9.2  10/ 2.1  92/ 9.2  84/ 8.4  62/ 6.2  68/ 6.8  95/ 0.9

Dragoon        40/ 8.2   8/ 1.2  96/ 9.6  84/ 8.4  56/ 5.6  60/ 6.4 104/ 1.1

Defender       42/ 8.4   6/ 1.1  88/ 8.8  94/ 9.4  65/ 6.5  72/ 7.2  92/ 0.9

Gladiator      40/ 8.2  18/ 2.8  94/ 9.4  88/ 8.8  59/ 5.9  64/ 6.4  97/ 1.1

White Monk     32/ 6.4  12/ 1.1  80/ 8.1  76/ 7.6  83/ 8.3  68/ 6.8 108/ 1.4

Bishop         30/ 6.1  28/ 4.6  72/ 7.2  68/ 6.8  88/ 8.8  76/ 7.6  88/ 0.9

Templar        36/ 7.2  20/ 3.2  92/ 8.2  97/ 9.7  84/ 8.4  72/ 7.2  86/ 0.8

---NU MOU--------------------------------------------------------------------

White Mage     29/ 5.8  52/ 5.6  57/ 5.7  73/ 7.3  88/ 8.8  84/ 8.4 108/ 1.1

Black Mage     27/ 5.4  42/ 5.2  62/ 6.2  68/ 6.8  92/ 9.2 100/10.2  96/ 0.9

Time Mage      26/ 5.2  36/ 3.6  56/ 5.6  68/ 6.8 100/10.2  96/ 9.6  98/ 1.2

Illusionist    25/ 5.1  46/ 7.6  57/ 5.7  64/ 6.4  96/ 9.6  88/ 8.8  89/ 0.8

Alchemist      30/ 6.1  48/ 8.4  59/ 5.9  65/ 6.5  92/ 9.2  96/ 9.6  92/ 0.9

Beastmaster    37/ 7.4  22/ 2.1  88/ 8.8  88/ 8.8  68/ 6.8  84/ 8.4 104/ 1.2

Morpher        34/ 6.8  32/ 2.8  70/ 7.1  80/ 8.2  76/ 7.6  80/ 8.1 110/ 1.6

Sage           38/ 7.6  38/ 8.8  84/ 8.4  76/ 7.6  92/ 9.2  76/ 7.6  85/ 0.8

---VIERA---------------------------------------------------------------------

Fencer         38/ 7.6   8/ 1.1  84/ 8.4  80/ 8.1  76/ 7.6  72/ 7.2 110/ 1.5

Elementalist   34/ 6.8  18/ 4.2  80/ 8.1  76/ 7.6  88/ 8.8  76/ 7.6 104/ 1.1

Red Mage       34/ 6.8  22/ 2.6  81/ 8.1  76/ 7.6  84/ 8.4  76/ 7.6  96/ 1.3

White Mage     30/ 6.2  31/ 4.8  62/ 6.2  72/ 7.2  88/ 8.8  76/ 7.6 115/ 1.2

Summoner       28/ 5.6  34/ 6.2  65/ 6.5  64/ 6.4 100/10.1  80/ 8.4  90/ 0.9

Archer         36/ 7.2  14/ 1.6  80/ 8.1  68/ 6.8  72/ 7.2  76/ 7.6 112/ 1.6

Assassin       26/ 5.2  18/ 5.2  88/ 8.8  68/ 6.8  92/ 9.2  72/ 7.2 125/ 2.3

Sniper         31/ 6.2  10/ 2.4  94/ 9.4  68/ 6.8  76/ 7.6  76/ 7.6 105/ 1.8

---MOOGLE--------------------------------------------------------------------

Animist        36/ 7.2  14/ 2.6  76/ 7.6  88/ 8.8  72/ 7.2  88/ 8.8 100/ 1.2

Mog Knight     35/ 7.1  12/ 3.2  88/ 8.8  96/ 9.6  60/ 6.2  80/ 8.3  98/ 1.0

Gunner         30/ 6.2   8/ 1.1  68/ 6.8  92/ 9.2  56/ 5.6  80/ 8.1  95/ 1.1

Thief          29/ 5.8  12/ 2.2  73/ 7.3  84/ 8.4  68/ 6.8  76/ 7.6 110/ 1.9

Juggler        34/ 6.8  16/ 1.6  80/ 8.2 100/ 9.9  64/ 6.4  64/ 6.4 108/ 1.7

Gadgeteer      35/ 7.2  20/ 2.4  80/ 8.2  96/ 9.6  80/ 8.3 100/10.2  90/ 0.9

Black Mage     27/ 5.4  28/ 4.8  57/ 5.7  76/ 7.6  84/ 8.4  97/ 9.7  96/ 1.1

Time Mage      26/ 5.2  22/ 3.6  56/ 5.6  76/ 7.6  92/ 9.2  94/ 9.4  98/ 1.2

=============================================================================

=================

== RECRUITMENT ==

=================

  When you complete a quest (or in one unique case, a cutscene), you may get

the opportunity to recruit a new unit.  All this entails is a randomly

generated unit approaching your clan and asking to join.  Your interaction

at this point is limited to accepting them or sending them away.

  Recruited units are generated as specified in the previous section.  There

is a large element of randomness involved in what exact unit you get...

however, there are ways to skew the results in your favour.

  The most important part of determining what unit you can recruit is the

Set that can be drawn from.  The default Set is the Basic Jobs set, which

is comprised of all the Basic Jobs in the game.  Certain quests and Mission

Items, however, can change the set to a more advantageous one.

  The full list of sets are: Humans, Bangaas, Nu Mous, Vieras, Moogles,

Fighters, Mages, Support, Basic Jobs and Expert Jobs.  There are also

additional sets for the unique characters: six for the special generics, and

five for the secret uniques.

  A Set is, in general, a list of jobs with the basic chance of getting each

one.  However, FFTA handles these jobs in strict order, and uses two stats

from the Set's record for each job to determine how likely you are to get it.

We shall call these Chance and Range.

  The quick explanation is that for each Job in the Set, you have a

Chance/Range of getting that unit.  For example, the first job in the Basic

Jobs Set is a Human Soldier, with 2 Chance and 100 Range.  This gives you a

2/100 chance of getting it, immediately.

  If this chance fails, it drops to the next job, and tries again.  This

continues until it finds a job that matches.  A majority of the time, this

will be the 'Empty' Job, which you will always have a 100% chance of getting

if you fail all the others.  This will result in no unit attempting to join

your Clan.

  The formula used to determine whether a unit of that particular job

attempts to join you is as follows:

       If (Rand{0..Range - 1} < Chance) Then: Recruitment Succeeds

  A recruited member joins at the average level for the clan, which is the

sum of every clan member's levels divided by the number of clan members,

rounded down:

    Average Level = [Sum of Clan Member Levels / Number of Clan Members]

  This, however, can be adjusted by a Level Modifier.  The large majority of

jobs in the Sets have no Level Modifier, but a few of the selections do have

a Level Modifier of 1, meaning they join 1 level higher than normal.  All the

unique characters have a Level Modifier of 4, meaning they join 4 levels

above the average.

  The following lists are for all the basic Sets in the game.  Chance and

Range have already been explained, but True Chance needs a little more

definition: it's the calculated chance of getting that particular unit given

the current Chance and Range, including the probability that all the Jobs

above have already failed.  We shall see why this extra calculated stat is

important for our analysis.  Also note that True Chance takes the probability

flaw in the RNG into account.

  One more thing before we continue: jobs marked with a star have a Level

Modifier of 1 instead of 0.

Humans

======                        Chance  Range      True Chance

  Human  Illusionist:            4     100          4.004%

  Human  Ninja:                  4      96          4.008%

  Human  Fighter:                4      92          4.009%

  Human  Paladin:                4      88          4.006%

  Human  Hunter:                 4      84          4.008%

  Human  Blue Mage:              5      80          5.003%

  Human  Thief:                  5      75          4.999%

  Human  White Mage:             5      70          5.007%

  Human  Black Mage:             5      65          5.005%

  Human  Archer:                 5      60          5.004%

  Human  Soldier:                5      55          4.997%

  ---:                          50      50         49.951%

Bangaas

=======                       Chance  Range      True Chance

  Bangaa Defender:               7     100          7.007%

  Bangaa Dragoon:                7      93          7.013%

  Bangaa Gladiator:              7      86          7.003%

  Bangaa Bishop:                 7      79          7.002%

  Bangaa Templar:                7      72          7.011%

  Bangaa White Monk:             7      65          7.008%

  Bangaa Warrior:                8      58          7.994%

  ---:                          50      50         49.962%

Nu Mous

=======                       Chance  Range      True Chance

  Nu Mou Illusionist:            5     100          5.005%

  Nu Mou Alchemist:              5      95          5.001%

  Nu Mou Sage:                   5      90          5.012%

  Nu Mou Time Mage:              7      85          7.007%

  Nu Mou Morpher:                7      78          7.013%

  Nu Mou White Mage:             7      71          7.004%

  Nu Mou Black Mage:             7      64          6.995%

  Nu Mou Beastmaster:            7      57          6.997%

  ---:                          50      50         49.966%

Vieras

======                        Chance  Range      True Chance

  Viera  Summoner:               5     100          5.005%

  Viera  Assassin:               5      95          5.001%

  Viera  Elementalist:           5      90          5.012%

  Viera  Sniper:                 7      85          7.007%

  Viera  Red Mage:               7      78          7.013%

  Viera  White Mage:             7      71          7.004%

  Viera  Archer:                 7      64          6.995%

  Viera  Fencer:                 7      57          6.997%

  ---:                          50      50         49.966%

Moogles

=======                       Chance  Range      True Chance

  Moogle Juggler:                5     100          5.005%

  Moogle Gadgeteer:              5      95          5.001%

  Moogle Time Mage:              5      90          5.012%

  Moogle Mog Knight:             7      85          7.007%

  Moogle Gunner:                 7      78          7.013%

  Moogle Thief:                  7      71          7.004%

  Moogle Black Mage:             7      64          6.995%

  Moogle Animist:                7      57          6.997%

  ---:                          50      50         49.966%

Fighters

========                      Chance  Range      True Chance

 *Human  Fighter:                2     100          2.002%

 *Bangaa Gladiator:              2      98          2.004%

  Bangaa Dragoon:                2      96          2.004%

 *Moogle Mog Knight:             2      94          2.002%

  Human  Paladin:                2      92          2.004%

  Bangaa Defender:               2      90          2.005%

 *Viera  Elementalist:           2      88          2.003%

  Viera  Red Mage:               2      86          2.005%

 *Moogle Gunner:                 3      84          3.006%

  Moogle Animist:                3      81          3.002%

  Viera  Fencer:                 3      78          3.005%

  Bangaa Warrior:                3      75          2.999%

  Human  Soldier:                3      72          3.004%

  ---:                          69      69         68.956%

Mages

=====                         Chance  Range      True Chance

  Viera  Summoner:               2     100          2.002%

  Nu Mou Alchemist:              2      98          2.004%

  Nu Mou Illusionist:            2      96          2.004%

  Bangaa Bishop:                 2      94          2.002%

  Nu Mou Time Mage:              2      92          2.004%

  Moogle Time Mage:              2      90          2.005%

  Bangaa Templar:                2      88          2.003%

  Human  Blue Mage:              2      86          2.005%

  Human  White Mage:             3      84          3.006%

  Nu Mou White Mage:             3      81          3.002%

  Viera  White Mage:             3      78          3.005%

  Bangaa White Monk:             3      75          2.999%

  Human  Black Mage:             3      72          3.004%

  Nu Mou Black Mage:             3      69          2.999%

  Moogle Black Mage:             3      66          3.001%

  ---:                          63      63         62.956%

Support

=======                       Chance  Range      True Chance

  Viera  Assassin:               2     100          2.002%

  Nu Mou Sage:                   2      98          2.004%

  Human  Ninja:                  2      96          2.004%

 *Nu Mou Morpher:                2      94          2.002%

  Moogle Juggler:                2      92          2.004%

  Human  Hunter:                 2      90          2.005%

  Viera  Sniper:                 2      88          2.003%

 *Moogle Gadgeteer:              3      86          3.004%

  Human  Thief:                  3      83          3.001%

  Moogle Thief:                  3      80          3.002%

  Nu Mou Beastmaster:            3      77          3.002%

  Human  Archer:                 3      74          3.000%

  Viera  Archer:                 3      71          3.002%

  ---:                          68      68         67.966%

Basic Jobs

==========                    Chance  Range      True Chance

  Human  Soldier:                3     100          3.003%

  Bangaa Warrior:                3      97          3.002%

  Viera  Fencer:                 3      94          3.003%

  Human  White Mage:             3      91          3.007%

  Nu Mou White Mage:             3      88          3.005%

  Viera  White Mage:             3      85          3.003%

  Bangaa White Monk:             3      82          3.002%

  Human  Black Mage:             3      79          3.001%

  Nu Mou Black Mage:             3      76          3.005%

  Moogle Black Mage:             3      73          3.000%

  Human  Thief:                  3      70          3.004%

  Moogle Thief:                  3      67          3.004%

  Nu Mou Beastmaster:            3      64          2.998%

  Human  Archer:                 3      61          3.003%

  Viera  Archer:                 3      58          2.998%

  Moogle Animist:                3      55          2.999%

  ---:                          52      52         51.963%

Expert Jobs

===========                   Chance  Range      True Chance

  Viera  Assassin:               1     100          1.001%

  Human  Illusionist:            1      99          1.000%

  Nu Mou Illusionist:            1      98          1.002%

  Nu Mou Sage:                   1      97          1.001%

  Human  Paladin:                1      96          1.002%

  Nu Mou Alchemist:              1      95          1.000%

  Viera  Summoner:               1      94          1.001%

  Bangaa Defender:               1      93          1.002%

  Human  Fighter:                1      92          1.002%

  Bangaa Dragoon:                1      91          1.002%

  Moogle Gadgeteer:              1      90          1.002%

  Viera  Elementalist:           1      89          1.002%

  Nu Mou Time Mage:              1      88          1.002%

  Moogle Time Mage:              1      87          1.001%

  Human  Ninja:                  1      86          1.002%

  Bangaa Gladiator:              1      85          1.001%

  Human  Hunter:                 1      84          1.002%

  Moogle Juggler:                1      83          1.000%

  Bangaa Bishop:                 1      82          1.001%

  Bangaa Templar:                1      81          1.001%

  Viera  Sniper:                 1      80          1.001%

  Moogle Mog Knight:             1      79          1.000%

  Human  Blue Mage:              1      78          1.002%

  Nu Mou Morpher:                1      77          1.001%

  Viera  Red Mage:               1      76          1.002%

  Moogle Gunner:                 1      75          1.000%

  ---:                          74      74         73.969%

  In addition to that, the special generics (Eldena, Littlevili, Cheney,

Pallanza, Quin and Lini) all have Chance 20 over Range 100 of joining, or

20.020%.  The secret unique characters (Ezel, Babus, Ritz, Shara and Cid) all

have 100% chance of joining.  And recall that all unique characters have a

Level Modifier of 4.

  There are a few more things that are important to note.

  Quests and Mission Items can all affect the Set you're allowed to get.  The

default Set is Basic Job, as stated.  However, if any of your Mission Items

or the Quest itself define a non-default Set, then you will get that instead.

  If both Mission Items grant a non-default Set, one of the Mission Items

will be chosen at random using 'RN MOD 2' to determine which: a result of 0

will choose the 2nd Mission Item, and a result of 1 will choose the 1st

Mission Item.  There is therefore a 50% chance that either will be chosen in

this case.

  Quests that have a Set of None will not allow recruitment unless you bring

a Mission Item that grants a Set.  However, if the Quest specifies a Set that

is not None nor the default, then the Set of the Quest takes ultimate

priority.  This is the difference between a Quest specifying Default and a

Quest specifying the Basic Job Set.

  Finally, Mission Items can grant one more gift related to recruitment:

Chance Bonus.  Certain Mission Items give a universal increase to the Chance

stat of each job in the Set that is being picked from.  An example is the

Ally Finder2, which gives a Chance Bonus of 20.  Since the Range is left

untouched, this vastly increases your chances of getting certain units,

particularly those nearer the top of the list.  It also vastly decreases your

chances of getting no unit at all.

  Here are two examples of how radical a change this can make, by bringing

along an Ally Finder2 which gives both a Chance Bonus of 20 and the Expert

Job Set:

Ally Finder2 (Expert Jobs + 20 Bonus Chance)

============                  Chance  Range      True Chance

  Viera  Assassin:              21     100         21.021%

  Human  Illusionist:           21      99         16.754%

  Nu Mou Illusionist:           21      98         13.359%

  Nu Mou Sage:                  21      97         10.585%

  Human  Paladin:               21      96          8.390%

  Nu Mou Alchemist:             21      95          6.609%

  Viera  Summoner:              21      94          5.207%

  Bangaa Defender:              21      93          4.089%

  Human  Fighter:               21      92          3.198%

  Bangaa Dragoon:               21      91          2.492%

  Moogle Gadgeteer:             21      90          1.937%

  Viera  Elementalist:          21      89          1.503%

  Nu Mou Time Mage:             21      88          1.161%

  Moogle Time Mage:             21      87          0.893%

  Human  Ninja:                 21      86          0.684%

  Bangaa Gladiator:             21      85          0.524%

  Human  Hunter:                21      84          0.399%

  Moogle Juggler:               21      83          0.303%

  Bangaa Bishop:                21      82          0.229%

  Bangaa Templar:               21      81          0.172%

  Viera  Sniper:                21      80          0.129%

  Moogle Mog Knight:            21      79          0.096%

  Human  Blue Mage:             21      78          0.072%

  Nu Mou Morpher:               21      77          0.053%

  Viera  Red Mage:              21      76          0.039%

  Moogle Gunner:                21      75          0.029%

  ---:                          94      74          0.093%

Ally Finder2 + Ogma's Seal (Expert Jobs + 40 Bonus Chance)

==========================    Chance  Range      True Chance

  Viera  Assassin:              41     100         41.040%

  Human  Illusionist:           41      99         24.419%

  Nu Mou Illusionist:           41      98         14.473%

  Nu Mou Sage:                  41      97          8.487%

  Human  Paladin:               41      96          4.953%

  Nu Mou Alchemist:             41      95          2.861%

  Viera  Summoner:              41      94          1.645%

  Bangaa Defender:              41      93          0.937%

  Human  Fighter:               41      92          0.529%

  Bangaa Dragoon:               41      91          0.296%

  Moogle Gadgeteer:             41      90          0.164%

  Viera  Elementalist:          41      89          0.091%

  Nu Mou Time Mage:             41      88          0.049%

  Moogle Time Mage:             41      87          0.027%

  Human  Ninja:                 41      86          0.014%

  Bangaa Gladiator:             41      85          0.008%

  Human  Hunter:                41      84          0.004%

  Moogle Juggler:               41      83          0.002%

  Bangaa Bishop:                41      82          0.001%

  Bangaa Templar:               41      81          0.001%

  Viera  Sniper:                41      80          0.000%

  Moogle Mog Knight:            41      79          0.000%

  Human  Blue Mage:             41      78          0.000%

  Nu Mou Morpher:               41      77          0.000%

  Viera  Red Mage:              41      76          0.000%

  Moogle Gunner:                41      75          0.000%

  ---:                         114      74          0.000%

  As you can see, the chance of getting nothing at all when we take both an

Ally Finder2 and an Ogma's Seal disappears to near nothing, compared to the

approximately 3/4 chance we had without either.  Notice how much more

important the True Chance is, simpy because the Range is unaltered.

  The full extent each Mission Item affects recruitment will be given in the

Mission Item section.  Other than that, time to move on.

===================

== MISSION ITEMS ==

===================

  The Mission Items you get throughout the game do have a use other than

being required to complete certain quests.  Many have special attributes that

offer bonuses not easily found elsewhere.

  The large majority of these effects only apply to battles; they do not

affect the success rate of Dispatch quests, for example.  However, many of

the other effects apply to when you complete a Quest, so it's often still

advantageous to take along an Item or two on a Dispatch.

  The following list comprises of every Mission Item in the game and their

standard effects.  First, an explanation of the terms used:

  Nm/Us:

     The number of these you can earn in a full game, countered with the

     number you must have to complete all missions.  A ## means that you can

     get an infinite number of this Mission Item.  A -- means that this item

     is not required for any mission.  Any item that is not used up is still

     counted as requiring at least 1 item.  Gold Vessel, Eldagusto and

     Vermillion all have a "-----" next to them because it is not guaranteed

     that you will get any of them or even get My Mission in a single game

     (not to mention that it is not required to complete all 300 Quests)

  WAtk, WDef, MPow, MRes:

     These are bonuses given when you take the Mission Item with you into a

     quest involving battle.  They are percentage increases to your base

     stat.  Note that FFTA indicates a 3 or 6% boost with a Triangle, a 9 or

     12% boost with a Circle and a 15% boost with a Double Circle.

  Elm1, Elm2:

     If you take this Mission Item with you on a quest involving battle, you

     will benefit from Enhancement in the specified element(s).  This applies

     to all members of your party.

  BChnc:

     This is the Bonus Chance to recruit units you will have.  The exact

     mechanics of this were described in the section marked Recruiting.

  Recruit:

     This is the replacement set you will get when taking this Mission Item

     on a quest.  Note that this will *only* work if the quest already uses

     either the None or Default Sets.  Also note that if both Mission Items

     have replacement Recruit sets, one of the sets will be chosen at random.

                Nm/Us   WAtk WDef MPow MRes    Elm1 Elm2  BChnc    Recruit

Magic Trophy    ## --     --   --   --   --      -    -      -    Mage

Fight Trophy    ## --     --   --   --   --      -    -      -    Fighter

Sport Trophy     1 --     --   --   --   --      -    -      -    Support

Elda's Cup       1  1     --   --   3%   --      -    -      -    *Eldena*

Ogma's Seal      1 --    12%  12%  12%  12%      -    -     20    Expert Job

Gold Vessel     -----     --   --   --   --      -    -      -     --

Magic Medal      2  2     --   --   3%   --      -    -      -     --

Ancient Medal   ##  2     --   --   --   3%      -    -      -     --

Coast Medal      1 --     --   6%   --   --      -    -      -     --

Guard Medal      1 --     6%   --   --   --      -    -      -    Bangaa

Friend Pin      -----     --   3%   --   --      -    -      -     --

Master Brave     1 --    15%  15%  12%  12%      -    -      5     --

Badge           ## --     --   3%   --   3%      -    -      -     --

Rainbowite       1  1     --   --   --   --      -    -      -     --

Delta Fang       1  1     --   --   --   --      -    -      -     --

Cat's Tears      1  1     --   --   --   --      -    -      -     --

Dame's Blush     1  1     --   --   --   --      -    -      -     --

Thunderstone     1  1     --   --   --   --     Lit   -      -     --

Stormstone       1  1     --   --   --   --     Wnd   -      -     --

Esteroth         1 --    12%  12%  15%  15%      -    -      5    Human

Ahriman Eye      1  1     --   --   9%   --     Drk   -      -     --

Wyrmstone        1  1     --   --   --   --     Fre   -      -    *Pallanza*

Topaz Armring    1 --     9%   --   --   --     Eth   -      5     --

Zodiac Ore      ##  5     --   3%   --   --      -    -      -     --

Silvril         ##  2     --   3%   --   --      -    -      -     --

Materite        ##  2     --   3%   --   --      -    -      -     --

Leestone        ##  1     --   3%   --   --      -    -      -     --

Adamantite      ##  6     --   3%   --   --      -    -      -     --

Spiritstone     ##  2    12%  12%  12%  12%      -    -      -     --

Amber            1 --     --   9%   --   9%      -    -      -     --

Adaman Alloy     2  2     --   6%   --   --      -    -      -     --

Mysidia Alloy    2  2     --   6%   --   --      -    -      -     --

Crusite Alloy    2  2     --   6%   --   --      -    -      -     --

Lodestone       -----     --   --   --   --      -    -      -     --

Black Thread     3  3     --   --   6%   --      -    -      -     --

White Thread     3  2     --   --   --   6%      -    -      -     --

Chocobo Skin    ##  2     --   3%   --   --      -    -      -     --

Magic Cloth     ##  2     --   --   3%   --      -    -      -     --

Magic Cotton    ##  4     --   --   3%   --      -    -      -     --

Blood Shawl      1  1     --   6%   --   6%      -    -      -     --

Ahriman Wing     1  1     --   --   --   --      -    -      -     --

Fairy Wing       1  1     --   --   --   --      -    -      -     --

Bomb Shell       2  2     --   3%   --   --      -    -      -     --

Panther Hide    ## --     --   6%   --   --      -    -      -     --

Tiger Hide       2 --     --   9%   --   3%      -    -      -     --

Jerky           ##  2     --   --   --   --      -    -      -     --

Gysahl Greens   ##  1     --   --   --   --      -    -      -     --

Chocobo Egg     ##  2     --   --   --   --      -    -      -     --

Goldcap          1  1     --   --   --   --      -    -      -     --

Life Water       1  1     --   --   --   --      -    -      -     --

Eldagusto       -----     --   --   --   --      -    -      -     --

Cyril Ice       ## --     --   --   --   --     Ice   -      -     --

Choco Bread     ##  2     --   --   --   --      -    -      -     --

Choco Gratin     2  2     --   --   --   --      -    -      -     --

Kiddy Bread      1  1     --   --   --   --      -    -      -     --

Grownup Bread    1  1     --   --   --   --      -    -      -     --

Malboro Wine     1  1    12%   --  12%   --      -    -      -     --

Gedegg Soup      2 --     --  12%   --  12%      -    -      -     --

Ancient Text     1 --     --   9%   --   --      -    -      -     --

Magic Vellum    ## --     --   --   9%   --      -    -      -     --

Justice Badge    1 --     --   --   --   --     Hly   -      -     --

Friend Badge     1 --     --   --   --   9%      -    -      -     --

Runba's Tale     2  2     --   --   --   --      -    -      -     --

The Hero Gaol    1 --     --   --   --   --      -    -     10    *Lini*

Edaroya Tome     1 --     6%   --   6%   --     Hly  Drk     -     --

Homework         1  1     --   --   --   --      -    -      -     --

Encyclopedia    ## --     --   9%   --   9%      -    -      -    Nu Mou

Dictionary       1  1     --   --   --   --      -    -      -     --

Monster Guide    1  1     --   --   --   --      -    -      -     --

Secret Books     1  1     --   --   --   --      -    -      -    Support

Sketch Book      1 --     --   --   --   --      -    -      -    Moogle

Stuffed Bear     1 --     --   --   --   --      -    -      -     --

Rat Tail         2  2     --   --   --   --      -    -      5     --

Rabbit Tail     ##  2     --   --   --   --      -    -      5     --

Danbukwood      ##  1     --   --   --   --      -    -      -     --

Moonwood        ##  1     --   --   --   --      -    -      -     --

Stradivari       1  1     --   --   --   --      -    -      -     --

Clock Post       1  1     --   --   --   --      -    -      -     --

Fountain Pen     1 --     --   --   3%   --      -    -      -     --

Earplugs         1 --     --   3%   --   --      -    -      -     --

Crystal          1 --     3%   --   --   3%      -    -      -     --

Old Statue       1  1     6%   6%   6%   6%      -    -      -     --

Neighbor Pin     1  1     --   --   --   --      -    -      5     --

Trichord         1 --     --   --   --   6%     Wtr  Wnd     -     --

Rusty Sword      2  2     3%   --   --   --      -    -      -     --

Broken Sword     2  2     3%   --   --   --      -    -      -     --

Bent Sword       2  2     3%   --   --   --      -    -      -     --

Rusty Spear      2  2     3%   --   --   --      -    -      -     --

Fire Sigil      ##  1     --   --   9%   --      -    -      -     --

Water Sigil     ##  1     --   --   9%   --      -    -      -     --

Wind Sigil      ##  1     --   --   9%   --      -    -      -     --

Earth Sigil     ##  1     --   --   9%   --      -    -      -     --

Mind Ceffyl     ##  1     --   --  15%  15%      -    -      -     --

Body Ceffyl     ##  1    15%  15%   --   --      -    -      -     --

Feather Badge    1  1     --   --   --   --      -    -      -     --

Insignia         2  1     --   --   --   --      -    -      -     --

Ally Finder      1  1     --   --   --   --      -    -     10    Basic Job

Ally Finder2     2  1     --   --   --   --      -    -     20    Expert Job

Tranquil Box     1  1     --   --   --   --      -    -      -     --

Loaded Dice      1 --     9%   --   --   --      -    -      -     --

Snake Shield     1 --     --   9%   --   --      -    -      -    *Cheney*

Stasis Rope      1  1     --   6%   --   6%      -    -      -     --

Mythril Pick     1  1     6%   --   --   --      -    -      -     --

Caravan Musk     1  1     --   --   --   --      -    -      -     --

Love Potion      1 --     --   --   --   --      -    -      -    Viera

Tonberry Lamp    1  1    12%   --   --   --      -    -      -     --

Stilpool Scroll  1  1     --   --   --   --      -    -      -     --

Flower Vase      1  1     --   --   --   --      -    -      -     --

Dragon Bone      1  1     --   9%   --   --      -    -      -     --

Animal Bone      1  1     --   9%   --   --      -    -      -     --

Skull            1  1     --   9%   --   --      -    -      -     --

Helje Key       ##  1     --   --   --   --     Fre   -      -     --

Clock Gear       1  1     --   --   --   --      -    -      -     --

Gun Gear         1  1     6%   --   --   --      -    -      -     --

Sprinkler        1 --     --   --   --   --     Ice  Wtr     -     --

Silk Bloom       1  1     --   --   9%   --      -    -      -     --

Moon Bloom       1  1     --   --   9%   --      -    -      -     --

Telaq Flower    ## --     --   --   --   3%     Lit   -      -     --

Blue Rose        1 --     --   --   --   --     Drk   -      -     --

White Flowers    1 --     --   --   --   --     Hly   -      -     --

Blood Apple      2  2     --  12%   --  12%      -    -      -     --

Magic Fruit      1 --     --   --  15%   --      -    -      -     --

Power Fruit      1 --     --  15%   --   --      -    -      -     --

Vermillion      -----     --   --   --   --      -    -      -     --

Stolen Gil       1  1     --   --   --   --      -    -      -     --

Ancient Bills    1  1     --   --   --   --      -    -      -     --

Ancient Coins    1 --     9%   --   --   9%      -    -      -     --

  Some final notes on the list:

 * Feather Badge gives a 50% bonus to AP, while Insignia gives a 100% bonus

   to AP.  Both bonuses are applied when the mission is completed.  The

   bonuses do not stack.

 * Friend Pin and Lodestone are dummied-out items and cannot be collected

   from any quest available.

 * The special units (*Eldena*, *Pallanza*, *Lini*, *Cheney*) have a 20/100

   base chance of being recruited.  Note that any Bonus Chance your items

   have will help with this.
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