The Fighter Family

The human characters (Fighter and Amazon types) can change classes as they please. All others can only accept promotions with no regression. Fighters have the

widest array of classes available.
Fighter 

HP: 77+5

STR: 45+2
AGI: 47+2
INT: 40+1
CHA: 46
ALI: 50

LUK: 45

P: 44
F: 36
I: 40
E: 34
B: 40
W: 40

Type: Plains (3)

Size: Small
Cost: 100+20

Front Row: Slash (2)
Back Row: Slash (1)

Notes: This is a worthless unit. However it can change to some pretty godlike classes, so level it up. Not like you have much choice.

Knight (Fighter Lv. 5+ CHA 50+ ALI 50+)
HP: 76+5

STR: 49+3
AGI: 52+2
INT: 44+1
CHA: 55
ALI: 62

LUK: 50

P: 47
F: 39
I: 43
E: 37
B: 34
W: 46

Type: Plains (3)

Size: Small
Cost: 600+90

Front Row: Slash (2)
Back Row: Slash (1)

Notes: Your regular melee unit. It's not good or bad. Eventually it'll turn into a Paladin, which is a good character. Note the Knight's weakness to Black Magic.

Paladin (Knight Lv. 15+ CHA 60+ ALI 70+)
HP: 67+6

STR: 56+3
AGI: 56+2
INT: 45+2
CHA: 62
ALI: 78

LUK: 50

P: 53
F: 41
I: 46
E: 40
B: 26
W: 54

Type: Plains (4)

Size: Small
Cost: 1100+170

Front Row: Slice (3)
Back Row: Healing (1)

Notes: A good attack unit, with three attacks. Don't put them in the back row, as the INT needed for good Healing is nowhere near that of Clerics and their kind.

Vampyre (Knight Item: Blood Kiss)
HP: 45+4

STR: 42+3
AGI: 45+2
INT: 61+4
CHA: 50
ALI: 19

LUK: 62

P: 82
F: 78
I: 85
E: 48
B: 80
W: 10

Type: Forest (4)

Size: Small
Cost: 600+250

Front Row: Lifesuck (2)
Back Row: Charm (2)

Notes: Using a Blood Kiss on a Knight will yield this evil creature of the night. Lifesuck drains thE

opponent's life and heals the Vampyre, and Charm confuses one

opponent. They are nearly invincible to everything except Thunder and White Magic. However, they are only in this form during the night time.

Coffin (Vampyre during day)
HP: 45+4

STR: 42+3
AGI: 45+2
INT: 61+4
CHA: 50
ALI: 19

LUK: 2

P: 100
F: 100
I: 100
E: 100
B: 100
W: 100

Type: Dungeon (0)
Size: Small
Cost: 1600+250

Front Row: Sleeping (1)
Back Row: Sleeping (1)

Notes: This is what a Vampyre is like during the day. It's impervious to practically everything, but it only has one "attack", Sleeping, which does...nothing. This is

why you shouldn't use Vampyres.

Wild Man (Fighter Lv. 6+ CHA 50+ ALI 0-49)
HP: 71+6

STR: 52+3
AGI: 53+2
INT: 41+1
CHA: 54
ALI: 41

LUK: 54

P: 48
F: 43
I: 38
E: 36
B: 46
W: 34

Type: Plains (3)

Size: Small
Cost: 400+50

Front Row: Smash (2)
Back Row: Smash (1)

Notes: A terrible unit which misses often. However, its ultimate form is quite useful.

Evil One (Wild Man Lv. 16+ CHA 60+ ALI 0-30)
HP: 74+6

STR: 58+3
AGI: 57+2
INT: 42+2
CHA: 58
ALI: 23

LUK: 62

P: 54
F: 46
I: 40
E: 39
B: 55
W: 25

Type: Plains (4)

Size: Small
Cost: 900+130

Front Row: Chop (2)
Back Row: Fireball (2)

Notes: This is actually a good alternative to a Paladin. The stats are higher but it only gets two front-row attacks. It's evil, though, so keep its ALI in mind when

you're thinking about which ending you want. It's back-row attack is terrible, by the way, so keep these characters in the front.

WereWolf (Fighter Item: Virus)
HP: 79+6

STR: 53+3
AGI: 54+3
INT: 44+1
CHA: 31
ALI: 38

LUK: 49

P: 71
F: 72
I: 77
E: 78
B: 92
W: 11

Type: Mountains (4)
Size: Small
Cost: 380+80

Front Row: Smash (3)
Back Row: Smash (3)

Notes: A strong unit which is nearly impervious to anything except White Magic. Like Vampyres, they're only useful in the night time and only shadows of their true

menacing selves during the day.

Tiger Man (Item: Full Moon Stone)
HP: 77+6

STR: 59+4
AGI: 58+3
INT: 45+1
CHA: 28
ALI: 36

LUK: 52

P: 74
F: 76
I: 71
E: 75
B: 94
W: 14

Type: Forest (4)

Size: Small
Cost: 720+120

Front Row: Smash (2)
Back Row: Smash (2)

Notes: Another lycanthrope. Just like the WereWolf except it's a tiger. Nearly no difference. It's also a lot more expensive, which a good reason not to use it.

Beast Man (Fighter Lv. 5+ CHA 50+ ALI 25-65)
HP: 85+5

STR: 51+3
AGI: 47+2
INT: 38+1
CHA: 50
ALI: 45

LUK: 43

P: 44
F: 28
I: 31
E: 35
B: 46
W: 34

Type: Plains (3)

Size: Small
Cost: 350+50

Front Row: Whip (2)
Back Row: Whip (2)

Notes: Another useless character. His attack misses too often and he can't take Fire.

Beast Master (Beast Man Lv. 12+ CHA 60+ ALI 10-50)
HP: 79+5

STR: 53+4
AGI: 49+2`
INT: 36+1
CHA: 56
ALI: 33

LUK: 46

P: 48
F: 27
I: 35
E: 39
B: 55
W: 25

Type: Plains (3)

Size: Small
Cost: 850+130

Front Row: Whip (2)
Back Row: Whip (2)

Notes: Did you expect a difference from the Beast Man? Too bad, there isn't one. Don't put him in a party with animals, as they don't like whips.

Dragoner (Beast Master Item: Dragos)
HP: 83+4

STR: 48+3
AGI: 51+2
INT: 49+2
CHA: 55
ALI: 50

LUK: 58

P: 43
F: 26
I: 54
E: 40
B: 40
W: 40

Type: Plains (3)

Size: Small
Cost: 1370+200

Front Row: Slice (2)
Back Row: Slice (2)

Notes: Better than the Beast Master, but still nothing that can justify the cost increase.

Dragon Master (Dragoner Lv. 20+ CHA 65+ ALI 40-60)
HP: 85+3

STR: 52+3
AGI: 53+3
INT: 51+2
CHA: 63
ALI: 50

LUK: 65

P: 45
F: 22
I: 58
E: 47
B: 40
W: 40

Type: Plains (3)

Size: Small
Cost: 2000+250

Front Row: Slice (2)
Back Row: Icefield (2)

Notes: Oh boy, a Dragoner with a low-level Ice spell. Ridiculously bad for the amount of money you have to pay for him. At least his presence makes Dragons

perform better.

Doll Mage (Fighter Lv. 5+ CHA 50+ ALI 30-70)
HP: 78+3

STR: 40+1
AGI: 54+2
INT: 53+3
CHA: 52
ALI: 53

LUK: 47

P: 28
F: 44
I: 39
E: 27
B: 37
W: 43

Type: Plains (2)

Size: Small
Cost: 850+160

Front Row: Doll (2)
Back Row: Acid (1)

Notes: Acid affects an entire unit with a Physical attack. Doll is terrible, so put the Doll Mage in the back. This is a great support unit and probably one of the best

choices for Fighter classes.

Doll Master (Doll Mage Lv. 14+ CHA 60+ ALI 50-80)
HP: 78+3

STR: 38+1
AGI: 57+2
INT: 57+3
CHA: 58
ALI: 69

LUK: 42

P: 26
F: 47
I: 41
E: 29
B: 21
W: 59

Type: Plains (2)

Size: Small
Cost: 280+190

Front Row: Puppet (2)
Back Row: Acid (2)

Notes: This is a great character. Two casts of Acid will greatly help out, especially early on when you don't have Mages. Puppet, however, is still useless.

Ninja
HP: 76+4

STR: 46+3
AGI: 50+3
INT: 50+2
CHA: 47
ALI: 38

LUK: 48

P: 45
F: 50
I: 44
E: 43
B: 43
W: 37

Type: Forest (3)

Size: Small
Cost: 500+110

Front Row: Shuriken (3)
Back Row: Ninjitsu (2)

Notes: Ninjitsu is comprised of three spells: Ikazuchi (Thunder), Katon (Fire) and Suiton (Ice). That aside, Ninjas are worthless, as their Shurikens miss often and

their spells aren't great.

Ninja Master (Ninja Lv. 15+ CHA 60+ ALI 0-30)
HP: 77+5

STR: 51+3
AGI: 52+4
INT: 55+3
CHA: 56
ALI: 22

LUK: 56

P: 47
F: 52
I: 46
E: 45
B: 68
W: 2

Type: Forest (4)

Size: Small
Cost: 1300+190

Front Row: Shuriken (3)
Back Row: Ninjitsu (1)

Notes: Even worse than the Ninja. This time, Ninjitsu attacks an entire enemy unit but the Master only gets one cast. In addition to that, look at the White affinity: a

whole 2.

Wizard (Fighter Lv. 4+ CHA 50+ ALI 10-60)
HP: 86+2

STR: 37+1
AGI: 51+1
INT: 45+4
CHA: 50
ALI: 45

LUK: 50

P: 20
F: 32
I: 32
E: 37
B: 45
W: 35

Type: Plains (2)

Size: Small
Cost: 400+70

Front Row: Punch (2)
Back Row: Magic (2)

Notes: Magic attacks one opponent with one of the following: Fireball, Bolt, Icefield, Nightmare (Black) and Tornado (Physical). This is an extremely versatile

early-game spellcaster, but you'll want him to become a Mage eventually.

Mage (Wizard Lv. 10+ CHA 60+ ALI 10-35)
HP: 81+2

STR: 38+1
AGI: 49+1
INT: 45+4
CHA: 55
ALI: 35

LUK: 48

P: 24
F: 34
I: 35
E: 38
B: 51
W: 29

Type: Plains (2)

Size: Small
Cost: 800+150

Front Row: Punch (2)
Back Row: Magic (1)

Notes: This time around, Magic attacks a whole enemy unit with one of the following: Firewall, Thunder, Icestorm, Phantom (Black) and Acid (Physical). This is a

great spellcaster whom you will utilize for the rest of the game, unless you should find certain items...

Sorcerer (Mage Item: Undead Staff)
HP: 73+3

STR: 39+1
AGI: 47+1
INT: 55+4
CHA: 60
ALI: 21

LUK: 45

P: 28
F: 36
I: 38
E: 39
B: 59
W: 21

Type: Plains (2)

Size: Small
Cost: 1200+180

Front Row: Magic (2)
Back Row: Magic (2)

Notes: Imagine if a Mage could cast his devastating area-attack spells twice in one battle...wouldn't that be grand? Well, thanks to an Undead Staff, he can! Staffs

can be gotten in the stage of Diaspola by trading Sentoul Demons. Be advised, Sorcerers are evil. Now if only there was an even better magician out there...

Lich (Sorcerer Item: Undead Ring)

HP: 88+2

STR: 35+1
AGI: 46+2
INT: 59+4
CHA: 62
ALI: 9

LUK: 42

P: 100
F: 100
I: 100
E: 100
B: 100
W: 10

Type: Plains (2)

Size: Small
Cost: 1900+250

Front Row: Cold Eye (3)
Back Row: Magic (3)

Notes: Undead Rings are rare, but if you find some consider yourself invincible. Liches can cast three of those area-attack spells per battle. Put two in the back

row along with a Princess and you've got the ultimate unit. Liches are probably the most powerful characters in the game. Note their complete invincibility towards

anything but White Magic (which they should fear).

Samurai (Fighter Lv. 7+ CHA 50+ ALI 50+)
HP: 86+5

STR: 50+3
AGI: 54+2
INT: 51+2
CHA: 56
ALI: 61

LUK: 47

P: 46
F: 32
I: 37
E: 34
B: 39
W: 51

Type: Plains (3)

Size: Small
Cost: 700+100

Front Row: Slice (2)
Back Row: Iainuki (1)

Notes: This is a great melee unit. He's a perfect substitute for a Knight in the front row, but he is even more useful in the back. Iainuki is a very powerful Physical

attack. It is so powerful, it makes the Samurai himself take some of the damage, but it is still great. Very handy for those weak Cleric and Wizard enemy leaders

who hide in the back row.

Samurai Master (Samurai Lv. 15+ CHA 60+ ALI 70+)
HP: 96+5

STR: 55+3
AGI: 59+2
INT: 54+2
CHA: 64
ALI: 79

LUK: 54

P: 52
F: 34
I: 35
E: 37
B: 21
W: 69

Type: Plains (4)

Size: Small
Cost: 1200+180

Front Row: Slice (3)
Back Row: Iainuki (1)

Notes: A great, high-ALI substitute for a Paladin. He gets an extra Slice in the front row, although unfortunately he still has only one Iainuki. Well worth the money.

The Amazon Family

Like Fighters, they can change between classes as they please as long as they meet the CHA and ALI requirements.

Amazon
HP: 83+4

STR: 42+2
AGI: 50+3
INT: 52+2
CHA: 46
ALI: 50

LUK: 48

P: 38
F: 32
I: 36
E: 43
B: 38
W: 42

Type: Forest (3)

Size: Small
Cost: 100+30

Front Row: Arrow (1)
Back Row: Arrow (2)

Notes: This is a worthless unit, like the Fighter. Despite this, take the time to upgrade her so you can change classes, as the various forms of Amazons provide the

best possible support for the various forms of Fighters.

Valkyrie (Amazon Lv. 5+ CHA 50+ ALI 35+)
HP: 81+4

STR: 45+2
AGI: 52+3
INT: 54+3
CHA: 53
ALI: 54

LUK: 52

P: 42
F: 34
I: 44
E: 52
B: 32
W: 48

Type: Forest (3)

Size: Small
Cost: 620+80

Front Row: Chop (2)
Back Row: Bolt (2)

Notes: This is a good early-game support unit. Put her in the back row and she will prove useful with some extra magical punch when the Wizards don't have quite

enough. She gets even better when she becomes a Muse.

Muse (Valkyrie Lv. 15+ CHA 60+ ALI 70+)
HP: 76+4

STR: 48+3
AGI: 55+3
INT: 56+3
CHA: 62
ALI: 75

LUK: 64

P: 46
F: 38
I: 52
E: 60
B: 15
W: 65

Type: Snow (4)

Size: Small
Cost: 1350+210

Front Row: Chop (2)
Back Row: Thunder (2)

Notes: What a great unit! Her vulnerability to Black spells is offset by her two area-attack Thunder spells. This will often win the battle for you when you've come

close-but-not-quite to winning.

Witch (Amazon Lv. 5+ CHA 50+ ALI 0-65)
HP: 80+3

STR: 38+1
AGI: 49+2
INT: 58+4
CHA: 53
ALI: 47

LUK: 67

P: 25
F: 30
I: 28
E: 31
B: 48
W: 50

Type: Plains (2)

Size: Small
Cost: 510+70

Front Row: Slap (2)
Back Row: Stun (2)

Notes: This is a terrible unit. She has some of the worst stats ever seen and she's weak to everything. Her Stun attack attempts to paralyze your entire unit,

however it misses often and it's possible for any affected targets to wake up later in the battle. While it's true that you can give her an item to make her able to

recruit Pumpkins, you can get Pumpkins in other ways. Do not make your Amazons into these.

Cleric (Amazon Lv. 4+ CHA 50+ ALI 50+)

HP: 87+4

STR: 41+2
AGI: 54+1
INT: 52+3
CHA: 57
ALI: 65

LUK: 49

P: 24
F: 23
I: 21
E: 25
B: 25
W: 55

Type: Plains (2)

Size: Small
Cost: 200+60

Front Row: Ankh (2)
Back Row: Healing (2)

Notes: Yes, she's weak against five of six elements. But you know what? She's indispensable. She can heal other characters twice in one battle, and what's better,

she can destroy any and all Undead in an enemy unit with one hit. A must have!

Shaman (Cleric Lv. 10+ CHA 65+ ALI 65+)
HP: 83+4

STR: 43+2
AGI: 57+2
INT: 58+4
CHA: 64
ALI: 76

LUK: 53

P: 28
F: 27
I: 25
E: 27
B: 18
W: 62

Type: Plains (2)

Size: Small
Cost: 450+100

Front Row: Ankh (2)
Back Row: Healing (3)

Notes: She's even weaker to Black Magic than before, but she gets three Healing spells and she can still destroy Undead, not to mention her being great for

liberation of cities due to her high ALI.

Monk (Shaman Lv. 18+ CHA 73+ ALI 73+)
HP: 74+4

STR: 45+2
AGI: 61+2
INT: 61+4
CHA: 68
ALI: 87

LUK: 56

P: 32
F: 31
I: 29
E: 29
B: 10
W: 70

Type: Plains (2)

Size: Small
Cost: 700+110

Front Row: Ankh (2)
Back Row: Healing+ (2)

Notes: The best healer there is. Healing+ heals your entire unit. She's as weak to Black spells as ever, but her ALI is immensely high.

Princess (Amazon Item: Royal Crown)
HP: 70+2

STR: 37+1
AGI: 48+2
INT: 57+4
CHA: 72
ALI: 81

LUK: 63

P: 27
F: 21
I: 22
E: 25
B: 20
W: 65

Type: Plains (3)

Size: Small
Cost: 2000+250

Front Row: StarDust (2)
Back Row: StarLite (1)

Notes: The lowest stats, weakness to five elements, and high cost would make one think this is a worthless unit. Not so! First, she has very high ALI, but that's not

important. Her back-row attack is White and attacks an entire unit at once, but that's not important either. What's important is the fact that if she is the leader of a

unit, everyone in the unit, including her, gets one extra attack. This means that if you put her as the leader in a back row with two Liches, you will get 10

magical, area-attack spells per battle! Nothing could ever live through that. Unfortunately, the Royal Crown you need for a Princess can be found only in two

places in the game, although I have received two so far in random battles.

The Dragon Family

Dragons can follow one of three paths - good (Silver), neutral (Red) or evil (Black). Once you choose a path, you cannot change back.

Dragon

HP: 93+8

STR: 60+4
AGI: 37+2
INT: 42+1
CHA: 40
ALI: 50

LUK: 50

P: 52
F: 50
I: 46
E: 47
B: 44
W: 44

Type: Plains (6)

Size: Large
Cost: 850+100

Front Row: Bite (2)
Back Row: Fire (2)

Notes: Nothing special here. Don't throw your Dragons away, though, as they can evolve into very strong characters.

Red Dragon (Dragon Lv. 7+ ALI 35-65)
HP: 91+9

STR: 62+4
AGI: 40+2
INT: 44+2
CHA: 50
ALI: 50

LUK: 50

P: 54
F: 58
I: 44
E: 60
B: 44
W: 44

Type: Mountains (7)
Size: Large
Cost: 1100+150

Front Row: Bite (2)
Back Row: Fire (2)

Notes: A slightly stronger Dragon with greater stats and magic affinities. Nice solid character.

Red Dragon II (Red Dragon Lv. 16+ ALI 36-65)
HP: 87+10

STR: 67+4
AGI: 43+2
INT: 48+3
CHA: 53
ALI: 50

LUK: 53

P: 59
F: 67
I: 25
E: 63
B: 48
W: 48

Type: Mountains (8)
Size: Large
Cost: 1350+200

Front Row: Bite (2)
Back Row: Fire (2)

Notes: Oh boy, a stronger Red Dragon. His stats are all very nice except for his very low Ice affinity.

Salamand (Red Dragon II Lv. 23+ ALI 35-65)
HP: 80+11

STR: 61+5
AGI: 47+3
INT: 44+4
CHA: 57
ALI: 50

LUK: 56

P: 62
F: 86
I: 11
E: 67
B: 51
W: 51

Type: Mountains (8)
Size: Large
Cost: 1700+250

Front Row: Fire (2)
Back Row: Nova (2)

Notes: The ultimate Red Dragon. Nova is a very strong Fire attack which affects an entire enemy unit. Unfortunately, its weakness to Ice is even more noticeable.

Silver Dragon (Dragon Lv. 7+ ALI 65+)
HP: 95+9

STR: 64+4
AGI: 38+2
INT: 46+2
CHA: 52
ALI: 71

LUK: 50

P: 53
F: 28
I: 58
E: 64
B: 37
W: 66

Type: Snow (7)

Size: Large
Cost: 1400+160

Front Row: Bite (2)
Back Row: Cold (2)

Notes: Nice Ice-affiliated dragon. Cold attacks one target and does Ice damage. This is also a good unit to use when liberating cities due to its high ALI.

Gold Dragon (Silver Dragon Lv. 17+ ALI 65+)
HP: 90+10

STR: 69+4
AGI: 41+3
INT: 50+3
CHA: 62
ALI: 77

LUK: 51

P: 57
F: 23
I: 69
E: 66
B: 27
W: 71

Type: Snow (8)

Size: Large
Cost: 1650+230

Front Row: Bite (2)
Back Row: Cold (2)

Notes: A stronger Silver Dragon with even higher ALI. Unfortunately, its Fire affinity has decreased even further.

Platinum Dragon (Gold Dragon Lv. 24+ ALI 65+)
HP: 83+11

STR: 63+5
AGI: 45+3
INT: 46+4
CHA: 67
ALI: 82

LUK: 53

P: 61
F: 11
I: 88
E: 69
B: 17
W: 76

Type: Snow (8)

Size: Large
Cost: 2000+250

Front Row: Cold (2)
Back Row: Ice Cloud (2)

Notes: Ice Cloud attacks an entire unit for ice damage. This is the most expensive Dragon there is. It's also weak to two elements. Pair it with a Salamand for

diverse attacks and vulnerabilities.

Black Dragon (Dragon Lv. 7+ ALI 0-35)
HP: 97+9

STR: 65+4
AGI: 36+2
INT: 43+2
CHA: 48
ALI: 29

LUK: 50

P: 55
F: 49
I: 51
E: 69
B: 64
W: 35

Type: Plains (7)

Size: Large
Cost: 300+150

Front Row: Bite (2)
Back Row: Acid (2)

Notes: An evil Dragon with low ALI. Its only weakness is White Magic. It is also inexpensive like all of the evil Dragons. Acid attacks one target for Black

damage.

Tiamat (Black Dragon Lv. 15+ ALI 0-35)
HP: 86+10

STR: 70+4
AGI: 39+3
INT: 47+3
CHA: 51
ALI: 23

LUK: 48

P: 59
F: 53
I: 54
E: 76
B: 69
W: 30

Type: Plains (8)

Size: Large
Cost: 1550+210

Front Row: Acid (2)
Back Row: EvilDead (2)

Notes: An extremely powerful evil Dragon. Its ALI is even lower and its vulnerability to White Magic even higher, however it has two back-row casts of

EvilDead, a strong Black spell which affects an entire unit. This is the most fearsome and useful Dragon in the game, unless...

Zombie Dragon (Tiamat Item: Undead Ring)
HP: 78+11

STR: 64+5
AGI: 43+4
INT: 53+3
CHA: 47
ALI: 0

LUK: 63

P: 73
F: 79
I: 78
E: 86
B: 83
W: 15

Type: Swamps (8)
Size: Large
Cost: 900+250

Front Row: Acid (2)
Back Row: Rot (2)

Notes: This is the ultimate Dragon. It has no ALI at all, making it the ultimate evil. It is inexpensive, and it is virtually invincible to all magic except for White spells,

which slaughter it. However, it is still nearly immune to the standard Mages and Sorcerers. Rot is a powerful Black attack that affects one target.

The Giant Family

Giants are powerful fighters and tough opponents when you must face them. Those of high alignment can aid your quest for the best ending to the game.

Giant

HP: 89+7

STR: 54+3
AGI: 40+2
INT: 30+2
CHA: 33
ALI: 50

LUK: 44

P: 48
F: 42
I: 37
E: 41
B: 40
W: 40

Type: Plains (5)

Size: Large
Cost: 200+60

Front Row: Club (3)
Back Row: Club (2)

Notes: Giants have high STR and HP, but they are terrible. Their attack misses far too often for it to be useful. You may want to consider leveling up the Giant and

changing its class, though.

Fire Giant (Giant Lv. 10+ ALI 50-80)
HP: 94+8

STR: 57+4
AGI: 38+3
INT: 37+2
CHA: 38
ALI: 70

LUK: 48

P: 52
F: 80
I: 15
E: 54
B: 35
W: 60

Type: Snowfield (5)
Size: Large
Cost: 750+130

Front Row: Club (3)
Back Row: Fire Bolt (2)

Notes: A high-ALI Giant with a back-row magical attack. He's very weak to Ice, as could be expected. Use them sparingly, as you should all characters who are

too dependent on one element.

Ice Giant (Giant Lv. 8+ ALI 0-40)

HP: 75+8

STR: 59+4
AGI: 49+3
INT: 36+2
CHA: 36
ALI: 27

LUK: 47

P: 57
F: 5
I: 80
E: 37
B: 54
W: 32

Type: Mountains (5)
Size: Large
Cost: 630+110

Front Row: Club (3)
Back Row: Ice Bolt (2)

Notes: A Giant dependent on Ice instead of Fire. Very weak to Fire and an Ice-based back-row spell, plus low ALI. Fire Giants are better, but better yet would

be the idea to not upgrade your Giant until level 15.

Titan (Giant Lv. 15+ ALI 70+)
HP: 85+8

STR: 62+4
AGI: 45+3
INT: 40+3
CHA: 47
ALI: 75

LUK: 41

P: 54
F: 47
I: 39
E: 52
B: 15
W: 80

Type: Plains (5)

Size: Large
Cost: 920+190

Front Row: Club (3)
Back Row: Gale (2)

Notes: Gale attacks an entire enemy unit with a physical attack. Titans are the best Giants - strong, high in HP and ALI, and with a back-row area-attack spell.

They are, however, extremely vulnerable to Black Magic.

The Faerie Family

Don't underestimate these creatures. They can be very beneficial to the characters they accompany.

Faerie

HP: 48+3

STR: 38+2
AGI: 52+4
INT: 49+4
CHA: 25
ALI: 50

LUK: 62

P: 30
F: 20
I: 23
E: 28
B: 40
W: 50

Type: Low Sky (1)
Size: Small
Cost: 100+70

Front Row: Slap (2)
Back Row: Kiss (1)

Notes: This is a terrible character. Weak to every single element and physical attacks, pathetic HP and STR, and equally worthless attacks. Slap destroys

Undead, and Kiss raises one ally's attack power. Shun these.

Pixie (Faerie Lv. 10+ ALI 30-70)
HP: 56+3

STR: 43+2
AGI: 57+5
INT: 53+4
CHA: 37
ALI: 55

LUK: 65

P: 32
F: 28
I: 25
E: 26
B: 40
W: 55

Type: Low Sky (1)
Size: Small
Cost: 400+170

Front Row: Slap (2)
Back Row: Kiss (1)

Notes: Did you expect something different from the regular Faerie? Too bad. Pixies are equally worthless.

Sylph (Pixie Lv. 20+ ALI 40-60)
HP: 64+4

STR: 40+3
AGI: 63+5
INT: 47+4
CHA: 49
ALI: 60

LUK: 68

P: 35
F: 36
I: 27
E: 22
B: 30
W: 60

Type: Low Sky (1)
Size: Small
Cost: 700+250

Front Row: Slap (2)
Back Row: Missile (1)

Notes: Missile is a White spell that affects an entire unit. It also misses often, but even if it didn't, who would bother leveling up a Faerie to level 20 just for one

spell? Get a Seraphim instead.

The Angel Family

As one might expect, these are the antithesis of the dark powered Demons. Their powerful White Magic spells can wreak havoc on parties with low alignment.

Angel

HP: 70+4

STR: 40+2
AGI: 43+2
INT: 50+3
CHA: 50
ALI: 65

LUK: 50

P: 27
F: 39
I: 40
E: 37
B: 35
W: 55

Type: Low Sky (2)
Size: Small
Cost: 300+50

Front Row: Halo (1)
Back Row: Banish (1)

Notes: Both Halo and Banish are White attacks. The Angel is stronger than the Imp, but she is weaker to physical attacks. Plus she only gets 1 attack per battle.

Develop her into a Seraphim, though, and she'll rock.

Cherubim (Angel Lv. 11+ CHA 55+ ALI 60+)
HP: 71+4

STR: 45+2
AGI: 46+2
INT: 55+4
CHA: 60
ALI: 76

LUK: 54

P: 31
F: 42
I: 44
E: 41
B: 24
W: 66

Type: Low Sky (2)
Size: Small
Cost: 800+130

Front Row: Halo (2)
Back Row: Banish (2)

Notes: Now this is more like it. Two casts of Banish will bring even the strongest evil leader down to about 20 HP. Of course, the Cherubim is even weaker to

Black magic, but...you win some, you lose some.

Seraphim (Cherubim Lv. 22+ CHA 60+ ALI 80+)
HP: 76+4

STR: 49+2
AGI: 49+3
INT: 60+4
CHA: 70
ALI: 87

LUK: 57

P: 35
F: 45
I: 48
E: 45
B: 17
W: 77

Type: Low Sky (2)
Size: Small
Cost: 1300+210

Front Row: Halo (2)
Back Row: Jihad (1)

Notes: Jihad is the ultimate White spell in the game. It affects the entire enemy unit, and it also makes up for the Seraphim's high cost and weakness to Black

spells. These characters are indispensable in stages with lots of evil units and Undead, such as Antanjyl.

The Demon Family

Issuing forth from the depths in a fashion that would curdle even Dante's blood, these dark creatures cast a pall on all those who oppose them.

Imp
HP: 68+5

STR: 45+2
AGI: 45+2
INT: 48+3
CHA: 50
ALI: 25

LUK: 48

P: 44
F: 37
I: 44
E: 38
B: 55
W: 35

Type: Low Sky (3)
Size: Small
Cost: 300+60

Front Row: Chop (2)
Back Row: Nightmare (1)

Notes: Both Chop and Nightmare are Black attacks. Nightmare is the same spell that the Wizards cast. This is a rather bad unit, but it's worth it to build it up into

its stronger forms. 

Demon (Imp Lv. 10+ CHA 50+ ALI 0-40)

HP: 69+6

STR: 49+3
AGI: 48+3
INT: 53+3
CHA: 60
ALI: 15

LUK: 52

P: 47
F: 40
I: 49
E: 44
B: 65
W: 25

Type: Low Sky (3)
Size: Small
Cost: 800+140

Front Row: Chop (2)qBack Row: Nightmare (2)

Notes: All that increased cost for an extra Nightmare attack? Yes. Demons are evil, by the way, so don't make too great use of them unless you want a bad

ending.

Devil (Demon Lv. 20+ CHA 50+ ALI 0-25)

HP: 70+6

STR: 56+3
AGI: 51+3
INT: 58+4
CHA: 70
ALI: 5

LUK: 55

P: 53
F: 42
I: 52
E: 48
B: 86
W: 4

Type: Low Sky (4)
Size: Small
Cost: 1300+220

Front Row: Chop (2)
Back Row: Meteor (1)

Notes: High magic resistance, extremely evil, and likewise extremely weak to White magic. However, the Devil gets Meteor. This is a great attack. It affects an

entire unit and counts as Physical, so all those pesky mages in the back can die quickly.

The Bird Man Family

These flying fighters can bludgeon less wary opponents into submission.

Hawk Man
HP: 87+5

STR: 45+2
AGI: 55+3
INT: 52+1
CHA: 40
ALI: 50

LUK: 42

P: 39
F: 36
I: 40
E: 44
B: 40
W: 40

Type: Low Sky (4)
Size: Small
Cost: 400+90

Front Row: Club (2)
Back Row: Club (2)

Notes: A terrible unit. Their STR is worse than those of normal melee fighters, and they're weak to magic and physical attacks. They can fly, though, and they

have some use if evolved into their stronger forms....

Eagle Man (Hawk Man Lv. 10+ CHA 50+ ALI 45+)

HP: 86+6

STR: 49+2
AGI: 60+4
INT: 58+2
CHA: 60
ALI: 66

LUK: 56

P: 42
F: 39
I: 43
E: 80
B: 34
W: 56

Type: Low Sky (4)
Size: Small
Cost: 700+140

Front Row: Club (2)
Back Row: Thunder (1)

Notes: In the back row, these guys get one cast of Thunder. Not great. At least they're stronger.

Raven Man (Eagle Man Lv. 12+ CHA 50+ ALI 0-55)HP: 95+6

STR: 52+2
AGI: 62+4
INT: 55+2
CHA: 55
ALI: 31

LUK: 48

P: 40
F: 70
I: 46
E: 47
B: 69
W: 21

Type: Low Sky (4)
Size: Small
Cost: 800+120

Front Row: Club (2)
Back Row: Inferno (1)

Notes: An Eagle Man, except with one cast of a Fire spell. Raven Men are stronger but they're more evil and thus less useful.

The Golem Family

Legendary monsters pulled from the earth itself, these behemoths of clay and stone are lumbering, slow and fragile when attacked, but they can also deliver crippling

blows to front rank characters.
Golem

HP: 45+2

STR: 56+4
AGI: 31+1
INT: 30+2
CHA: 20
ALI: 50

LUK: 39

P: 69
F: 38
I: 63
E: 61
B: 55
W: 43

Type: Plains (5)
Size: Large
Cost: 100+20

Front Row: Punch (3)
Back Row: Punch (2)

Notes: What a terrible character. It's STR isn't even that high, and it can't dodge attacks worth crap. It's slow and it takes up the same amount of space as two

small units. It will take about two magic attacks to kill one of these. Do not ever recruit them.

Rock Golem
HP: 53+2

STR: 60+4
AGI: 32+1
INT: 30+2
CHA: 30
ALI: 55

LUK: 40

P: 43
F: 33
I: 48
E: 53
B: 55
W: 5

Type: Mountains (5)
Size: Large
Cost: 600+70

Front Row: Punch (3)
Back Row: Punch (2)

Notes: Were you expecting a difference from the regular Golem? Too bad.

Iron Golem
HP: 67+2

STR: 63+4
AGI: 33+2
INT: 30+2
CHA: 48
ALI: 73

LUK: 45

P: 82
F: 41
I: 81
E: 72
B: 63
W: 90

Type: Plains (5)

Size: Large
Cost: 1700+180

Front Row: Punch (3)
Back Row: Punch (2)

Notes: The last Golem is stronger against magic than the others, but the cost should make you retch in disgust. What a terrible family of units.

The Canine Family

Validating the origins of the cry "to loose the dogs of war," these beasts are far removed from the domestication we have come to expect of them in this life.

Hellhound
HP: 87+6

STR: 51+3
AGI: 59+3
INT: 32+3
CHA: 17
ALI: 44

LUK: 51

P: 46
F: 49
I: 40E: 37
B: 58
W: 22

Type: Mountains (5)
Size: Large
Cost: 100+30

Front Row: Smash (3)
Back Row: Fire (2)

Notes: At least it's inexpensive, that's all I've got to say. This is a terrible unit. Maybe it's good in the very beginning of the game, but later when the enemy gets

powerful Mages and Angels, they're dog meat.  Don't use them.

Cerberus (Hellhound Lv. 13+ ALI 0-60)
HP: 83+7

STR: 56+4
AGI: 62+4
INT: 48+4
CHA: 23
ALI: 30

LUK: 53

P: 51
F: 52
I: 40
E: 36
B: 65
W: 15

Type: Mountains (5)
Size: Large
Cost: 570+100

Front Row: Smash (3)
Back Row: Charm (2)

Notes: Charm confuses an enemy similar to the Lovers Tarot. This is a worthless character to use, as it's still weak to elements and anyway, 5 Small characters

tend to be better than 3 Small ones and a Large one.

The Wyrm Family

Wyrms are the largest Flyers in the game.

 Wyrm

HP: 92+8

 STR: 58+4
AGI: 47+3
INT: 31+1
CHA: 30
ALI: 42

LUK: 47

 P: 45
F: 47
I: 39
E: 38
B: 48
W: 32

 Type: High Sky (6)
Size: Large
Cost: 850+170

 Front Row: Tail (2)
Back Row: Tail (2)

 Notes: Wyrms are even better choices for flyers than Gryphons. They have higher STR and stats and they're not as vulnerable to magic, although they're not

 exactly strong in that regard.

Wyvern (Wyrm Lv. 13+ ALI 0-55)

HP: 89+9

STR: 63+4
AGI: 51+3
INT: 36+1
CHA: 37
ALI: 30

LUK: 49

P: 43
F: 35
I: 3
E: 42
B: 50
W: 20

Type: High Sky (7)
Size: Large
Cost: 1700+210

Front Row: Tail (2)
Back Row: Fire (2)

Notes: A stronger and costlier Wyrm. It is weaker to magic, and this vulnerability plus the cost makes it not worth your time. Fire attacks one target.

The Octopus Family

Jules Verne would be proud of these nightmares.

Octopus

HP: 78+9

STR: 51+3
AGI: 38+2
INT: 47+1
CHA: 20
ALI: 50

LUK: 50

P: 64
F: 54
I: 53
E: 20
B: 50
W: 50

Type: Ocean (8)

Size: Large
Cost: 300+50

Front Row: Tentacle (4)
Back Row: Tentacle (2)

Notes: Out of Water, this unit sucks. Pathetic AGI and extreme Lightning vulnerability make it a prime target for Muses and Valkyries. In water, however, this is a

danger in its own right. Note that the Octopus gets 4 front-row attacks, more than any other unit in the game. It is decently strong, but not a threat on land.

Kraken (Octopus Lv. 12+ ALI 55+)

HP: 86+10

STR: 57+4
AGI: 47+2
INT: 50+1
CHA: 20
ALI: 57

LUK: 50

P: 67
F: 59
I: 58
E: 17
B: 43
W: 57

Type: Ocean (8)

Size: Large
Cost: 700+110

Front Row: Tentacle (4)
Back Row: Maelstrom (2)

Notes: This the Octopus with greater STR, AGI, and usefulness in general. Unfortunately, it's even more vulnerable to Lightning. Stay the hell away from magicians

if you use Octopi. In water, this is a death machine. Its back-row attack, Maelstrom, attacks the entire enemy squad twice. It, however, can be used only in water.

When on land, the attack used is two tentacle strikes.

The Gryphon Family

These flying beasts of burden are not only good fighters, they can also carry up to three small-sized characters so the entire squad enjoys a faster movement rate.

Gryphon

HP: 80+7

STR: 50+2
AGI: 58+4
INT: 37+1
CHA: 30
ALI: 45

LUK: 53

P: 43
F: 33
I: 48
E: 53
B: 55
W: 5

Type: High Sky (5)
Size: Large
Cost: 200+50

Front Row: Charge (2)
Back Row: Gale (1)

Notes: Gale is a Physical attack which affects the entire enemy unit. The Gryphon itself is not the greatest unit you can have, but at least it guarantees up to three small units very fast travel speed.

Cockatris (Gryphon Lv. 9+ ALI 0-60)
HP: 74+6

STR: 54+3
AGI: 63+4
INT: 42+1
CHA: 40
ALI: 36

LUK: 55

P: 46
F: 37
I: 3
E: 57
B: 64
W: 26

Type: High Sky (5)
Size: Large
Cost: 890+80

Front Row: Charge (2)
Back Row: Petrify (2)

Notes: Note that an Ice spell tears it apart. It's not very strong against White magic either. It has higher stats and a better attack (a Physical attack which turns one

target to stone for the duration of the battle) but it's really not worth the cost.

The Mermaid Family

When facing off against these opponents, you are likely to forget the romantic nature with which they were revered by mariners throughout the ages.

Mermaid
HP: 93+5

STR: 49+2
AGI: 52+2
INT: 51+3
CHA: 53
ALI: 57

LUK: 44

P: 29
F: 26
I: 52
E: 21
B: 43
W: 48

Type: Water (2)

Size: Small
Cost: 900+130

Front Row: Stab (2)
Back Row: Blizzard (1)

Notes: Blizzard is an Ice spell that attacks one target only. Mermaids are pathetic, as they are weak against Fire, Thunder and physical attacks. Their high cost

does nothing to compensate for their uselessness. Never recruit them.

Nixie (Mermaid Lv. 11+ CHA 50+ ALI 50+)
HP: 85+5

STR: 51+3
AGI: 55+3
INT: 57+4
CHA: 57
ALI: 74

LUK: 41

P: 34
F: 31
I: 60
E: 23
B: 47
W: 62

Type: Water (2)

Size: Small
Cost: 1150+210

Front Row: Trident (2)
Back Row: Blizzard (1)

Notes: This is just as pathetic as the Mermaid. Her elemental affinity isn't much higher and she's almost as weak to physical attacks. Her spell affects the entire

enemy unit this time around, but it's still not enough to make you want to pay that much money to maintain this excuse for a soldier.

The Pumpkin Family

You can recruit Pumpkins by using the Pumpkin item on a Witch leader, or by finding neutral ones.

Pumpkin
HP: 98+3

STR: 45+2
AGI: 45+2
INT: 31+1
CHA: 0

ALI: 45

LUK: 72

P: 33
F: 11
I: 37
E: 34
B: 5
W: 38

Type: Forest (2)

Size: Small
Cost: 100+20

Front Row: Pumpkin (1)
Back Row: Pumpkin (1)

Notes: The Pumpkin attack halves the target's HP. Unfortunately, the Pumpkin only gets one cast and it misses often.

Halloween (Pumpkin Item: Pumpkin+)
HP: 88+4

STR: 50+3
AGI: 48+3
INT: 37+2
CHA: 0

ALI: 18

LUK: 82

P: 60
F: 37
I: 56
E: 64
B: 69
W: 22

Type: Forest (2)

Size: Small
Cost: 100+50

Front Row: Pumpkin (2)
Back Row: Pumpkin (2)

Notes: The Pumpkin attack halves the target's HP. It still misses often, however the Halloween gets two casts. The Halloween's elemental defenses are much

better, as well, although it is more evil than a Pumpkin. You can get these only by using a Pumpkin+ (Rotten Pumpkin) on a regular Pumpkin.

The Undead Family

All Undead are completely immune to everything except White attacks and spells, which destroy them in one hit.

Skeleton
HP: 0+0

STR: 43+3
AGI: 42+2
INT: 32+1
CHA: 0

ALI: 0

LUK: 55

P: -
F: -
I: -
E: -
B: -
W: -

Type: Plains (3)

Size: Small
Cost: 100+20

Front Row: Slash (2)
Back Row: Slash (1)

Notes: Slash is a Black Physical attack. Basically, stay away from Angels and Clerics if you use Undead, since they'll immediately .

Wraith

HP: 0+0

STR: 51+4
AGI: 57+3
INT: 50+4
CHA: 0

ALI: 0

LUK: 55

P: -
F: -
I: -
E: -
B: -
W: -

Type: Plains (3)

Size: Small
Cost: 350+50

Front Row: Slash (3)
Back Row: Slash (2)

Notes: Slash is a Black Physical attack. Exactly like a Skeleton except with one extra attack.

Ghost

HP: 0+0

STR: 35+2
AGI: 57+3
INT: 50+4
CHA: 0

ALI: 0

LUK: 48

P: -
F: -
I: -
E: -
B: -
W: -

Type: Low Sky (2)
Size: Small
Cost: 100+20

Front Row: Curse (1)
Back Row: Nightmare (2)

Notes: Both Curse and Nightmare are Black attacks. Nightmare is exactly like the Wizard spell of the same name.

Phantom
HP: 0+0

STR: 45+2
AGI: 62+3
INT: 53+4
CHA: 0
ALI: 0
LUK: 50

P: -
F: -
I: -
E: -
B: -
W: -

Type: Plains (3)

Size: Small
Cost: 100+20

Front Row: Curse (2)
Back Row: Nightmare (3)

Notes: Curse and Nightmare are both Black attacks. This is basically a Ghost with an extra attack.

