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Swordsmen are quick, vicious fighters that can do more damage per turn than any 

other class.  They have a high ATK, but do their damage by attacking multiple 

times each turn.  Swordsman are great at damage, but are lightly armored and must 

be on the front line; therefore, they require constant defending. 

Strategy: 

Swordsmen don’t have a bad DEF compared to classes like the Mage, but because 

they are on the front line they can soak up damage rather quickly.  This makes the 

Swordsman’s strategy rather straightforward: kill them before they kill you.  Take 

out as many enemies as quickly as you can to decrease the amount of damage you 

will take. 

Tips & Tricks: 

Learn Dueling Focus and Triple Attack as early as you can!  While you can’t     

control your targets, it can decimate a front line quickly and it’s a godsend in boss 

battles.  Also, while Swordsman are primarily defensive, don’t forget that the 

“Master” and “Counter” skills can be used for a defensive boost. 

Useable Equipment: 

Swords Lances Axes Bows Staves 

Yes No No No No 

Heavy Armor Light Armor Magic Armor 

No Yes No 



 

Swords:  The Swords tree teaches attack skills designed to decimate the front line.  

These skills vary wildly from attacking multiple times, ignoring enemy DEF, or 

even forgoing damage in a gambit to kill the enemy instantly. 

Footwork:  The Footwork tree teaches skills that boost the Swordsman’s raw      

attack power or otherwise undercut enemy defenses.  It even contains the ability to 

buff a friend’s attack power and automatically counter enemy attacks. 

Talent:  The Talent tree improves a Swordsman’s Accuracy and Evasion, ensuring 

that his attacks hit home more frequently and that his enemy’s attacks become less 

effective. 

Blade (Warrior/Swordsman):  The Blade is a heavy hitter that focuses on           

decimating the front line as quickly as possible through the Swordsman’s attacks 

laced with passive buffs to attack power.  The Blade focuses on the Warrior’s     

Offense and Defense trees, as well as the Swordsman’s Swords tree. 

Hero (Swordsman/Paladin):  The Hero embodies both the raw, offensive power of 

a Swordsman and the defensive skill of a Paladin, able to switch back and forth  

depending on what the situation requires.  The Hero focuses on the Paladin’s 

Guardian and Training trees, as well as the Swordsman’s Swords tree. 

Cavalier (Swordsman/Saint):  The Cavalier takes advantages of the Saint’s MP  

regeneration skills, allowing him to use a constant barrage of Swordsman skills 

without worrying about running out of MP.  The Cavalier focuses on the     

Swordsman’s Swords and Footwork trees, as well as the Saint’s Spirit tree. 



Name HP ATK DEF AGI SPI Weaknesses Vulnerabilities 

Stone Witch 150 N/A 7 6 5 Ice, Wind None 

Blood Fairy 120 N/A 2 20 10 Earth Poison 

Rock Lizard 200 20 10 12 N/A Ice, Wind, Light Confusion, Sleep 

Scorpion 150 26 17 5 N/A Ice, Wind Blindness 

Enemies: 

Chest 1 Frost β Tome 

Area 1: 



After a brief battle, Reginald explains that the party must push boulders out of the way, 

forming a path to the next area.  Use the map on the previous page to guide you in 

moving the boulders out of your way.  Blue arrows indicate the direction the boulder 

should be pushed, and the corresponding number indicates the order.  Push the boulders 

up through step five to collect the Frost β Tome and then continue the steps to move on 

to the next area. 

Area 2: 

Chest 1 Elixir 

Chest 2 Iron Sword 



Once hitting area two, follow steps one and two to claim the Elixir, and then steps three 

through ten to reach the chest with the Iron Sword.  Finally, push boulders eleven through 

thirteen to reach the next area. 

Area 3: 

Chest 1 Mineral 

Water 

Follow steps one through six in order to reach the valuable Mineral Water in Chest 1.  

Then push the same boulder you pushed in step 2 west (step 7), and continue on until 

you’ve reached the next area. 



Area 4:   Intense Difficulty Only 

Chest 1  Thunder α 

Tome 

Follow steps one through seven in order to get to the Thunder α Tome, and then     

backtrack south slightly in order to follow steps eight through twelve and reach this 

mission’s boss. 



Boss Battle:  Worm 

Difficulty HP ATK DEF AGI SPI Weaknesses Vulnerabilities 

Relaxed 1,200 30 18 1 N\A Ice, Wind, Water Poison, Confusion 

Intense 1,300 25 18 5 N\A Ice, Wind, Water Poison, Confusion 

The Worm is a melee powerhouse who attacks twice per turn on relaxed difficulty and 

three times per turn on intense difficulty.  Deal with the Blood Fairies before they can 

silence you and have Reginald use his guard skill on every member of your front line in 

order to dampen the damage the Worm can do each round.  Whittle the Worm’s large 

HP down while making sure that your defenses and health remain in peak condition.  

Also, watch out for the Worm’s deadly “Charge” attack.  Reginald will warn you before 

the Worm uses it, so make sure that each member of the front line guards or they risk 

being incapacitated the next  turn.  The Worm is powerful, but doesn’t have any         

alternative attacks, so as long as you keep your front line’s defenses strong you will 

eventually wear it down. 


