FINAL FANTASY RPGCAST

Every good story about a band of heroes and their epic adventure starts off in a tavern. This story starts out in front of a castle, so I’m not sure what that says about this story. The four of you are standing here before Castle Coneria because of a crystal you each discovered on your doorstep one morning. Attached to the crystal was a note, which read: “ADVENTURERS WANTED! PRINCESS KIDNAPPED BY ROGUE KNIGHT! NO EXPERIENCE NECESSARY! NO GUARANTEE OF MONETARY COMPENSATION! DEATH AND DISMEMBERMENT LIKELY! COMPLIMENTARY PANCAKE BRUNCH UPON SAFE RETURN OF PRINCESS! DELIVER THIS CRYSTAL TO THE KING OF CONERIA FOR MORE DETAILS.” Naturally, such an offer was irresistible to you.
Whether by fate, coincidence, or sheer plot convenience, the four of you have arrived at the castle within moments of each other. An unexpected feeling of camaraderie washes over each of you as you notice the similar crystals you’re all holding in your hands—perhaps there’s some sort of magical connection between them, or perhaps you’re simply relieved at the prospect of having someone else for the rogue knight to wail on while you work out a rescue plan.
[Party: take a moment to introduce yourselves, describe yourselves, and where you come from.]
With the introductions concluded, you proceed through the perimeter wall and into the castle. The interior of Castle Coneria is far less impressive than the exterior, with its imposing towers and majestic parapets; from here, it looks like a lot of white and gray stone with some patches of grass that no one bothered to pave over. Ahead of you is a hallway lined with five thick ivory pillars on each side, which opens up to other parts of the castle in three spots and ends in a simple staircase. To your left and right are the bases of two of the towers, and there’s a path between the towers and the perimeter wall that presumably goes the whole way around the castle.
A member of the royal guard, clad in an opulent gold helmet with matching epaulets adorning the shoulders of his crimson battle armor, stands at attention in front of the pillar nearest to you. You spy another guard by the staircase at the end of the hallway who appears to be dutifully watching the pillar in front of him to ensure it doesn’t try anything funny. You hear a hint of conversation echoing from down the hallway, but otherwise the castle looks and sounds fairly devoid of activity.
“Halt!” shouts the guard ahead of you. “What business have you here?”
[moment to explain]
NOTE: Assuming the party gives a coherent explanation about the crystals, the want ad, and the kidnapped princess, the guard will let out a big sigh: “The princess was kidnapped again? Bruce,” he calls to the other guard, “how many times is that this week? Three?”
	“Five, boss!” Bruce responds, still staring intently at the pillar before him.
	“Five kidnappings this week alone! So I suppose that makes you all Light Warriors, then. Bruce! We’ve got Light Warriors!”
	Bruce, without leaving his post or facing away from the pillar, shouts, “LIGHT WARRIORS!” You hear faint grumbles of acknowledgement from elsewhere in the castle.
	The guard turns back to address you again. “I assume you’re familiar with the prophecy?” [yes/no] He clears his throat.
“The world lies in shrouded darkness.
The winds die...
The seas rage...
The earth decays...”
“The castle guards need a raise!” contributes Bruce.
“::ahem:: Don’t bring me down, Bruce; that’s not part of the prophecy. At any rate, the important part is that, “When darkness veils the world, four Warriors of Light shall come.” Supposedly, the Warriors of Light are supposed to appear after a long journey, and in the hand of each will be a crystal. So here you are, you Light Warriors, you. Off to save the world from evil. Unfortunately, the non-kidnapped members of the royal family have gone on vacation to celebrate…something…so I’ve been tasked with answering any questions you may have. How may I help?”
[Time for questions. His name is Evan.]
“You can buy supplies in Coneria town. They sell weapons, armor, potions, and tents. There are people who can teach you magic and someone who can revive you if you fall in combat. Not that you’ll be seeing much combat around here. Unless you count the giant spiders in the swamp. Or the marauding bands of imps in the forest. Or the mentally unstable ponies out behind the castle. There’s a cheap inn if you need to rest and recover your strength; I don’t know what it is about the wilderness, but it’s physically impossible to fall asleep outdoors without some sort of roof overhead.
“This is a guess, but if the princess was kidnapped by Garland again, she’ll be in the Temple of Friends, northwest of here. Don’t listen to the illiterate townspeople who think it’s spelled “Temple of Fiends”; it’s a very pleasant place, which is expressly not filled with shambling corpses and living stone gargoyles. Beyond the cheerful forest encircling Coneria is a peaceful open plain, then a happy forest on the edge of a charming swamp between two calming mountains. On the other side of the charming swamp is more happy forest, and after that, along the serene coast, is the Temple of Fiends. Erm…Friends.
“So, if there’s nothing else, I suggest you be on your way before somebody kidnaps the princess again out from under Garland’s nose. Oh, and you all look flat broke, so here’s 400 gold.”

Coneria Town:
Townspeople:
· Blonde woman in red dress: “This is Coneria, the dream city.”
· Leggy blonde dancer in whooshy red dress: “I am Arylon, the Dancer!”
· Blonde boy in red shirt (it’s like a uniform here): “My home is Pravoka, a beautiful port city far east of here.”
· Blonde girl in red dress: “Please! Save the princess!”
· Guard in gold helmet with red uniform: The King is sure that someday the LIGHT WARRIORS will come to save the Princess, just as in Lukahn’s prophecy.
· Old woman in gold headscarf and red dress: “Please! Save the princess!”
· Old, bearded sage in gold pointy hat and red robes: “Lukahn left this town, to join his colleagues at Crescent Lake.”
· Fountain: “See your face upon the clean water. How dirty! Come! Wash your face!”
· Well: “This is a well. You might think that there is something to it…but in fact it is just an ordinary well.”

[Even though it’s broad daylight and these buildings are covered in windows, every shop you enter seems to be pitch-black except for the area around the counter, giving you just enough light to clearly see the shopkeeper and each other.]

Inn: A broad, busty broad with a low-cut vermillion dress hanging off her shoulders and a tangle of auburn hair pulled back into a loose ponytail greets you with a hearty “Welcome!” as you enter. “Stay, to save your data,” she offers cryptically. [She’s warm and friendly but occasionally spouts metagaming nonsense.] (As you leave: “Hold RESET while you power off!”) [30 GP]

Potion Shop: A hairy, well-fed man in a well-worn apron clears his throat as you arrive into his shop: “Ehurghum…welcome!” The dense moustache that resides under his round nose is either the result of several years’ hard work or the product of an animal transformation potion that didn’t pan out.
· HEAL: 60 [2d8+15 to one ally]
· PURE: (Out of stock! “We had a run on ‘em. Some adventurer went and bought 99 of them, one at a time. Took forever.”)
· TENT: 75 [2d8+15 to all allies]

Weapon Shop: [Southern drawl; kind; weary] The shopkeeper slowly raises a hand in greeting. “Welcome,” sighs the grizzled, gaunt man with steely hair and a matching moustache that droops and tapers off to either side of his mouth, framing his tired face into a permanent frown.
· Wooden Staff: 5 (FG, RM, WM, BM) [DMG 1d6, HIT +0]
· Small Dagger: 5 (FG, RM, BM) [DMG 1d2, HIT +5]
· Wooden Nunchuck: 10 (no one) [DMG 1d12, HIT +0]
· Rapier: 10 (FG, RM) [DMG 1d8+1, HIT +5]
· Iron Hammer: 10 (FG, WM) [DMG 1d4+1, HIT +9]

Armor Shop: [Gruff; no customer service skills] The shopkeeper is a rotund, bronze-skinned dwarf in desperate need of a haircut and beard trim. He wears taut, blue-tinted chain armor that he presumably made himself.
· Cloth: 10 (FG, RM, WM, BM) [ABSORB +1, EVADE +2]
· Wooden Armor: 50 (FG, RM) [ABSORB +4, EVADE +8]
· Chain Armor: 80 (FG, RM) [ABSORB +15, EVADE +15]

White Magic Shop: [Spunky; playfully sarcastic] On the other side of the counter is a sharp-featured albino woman dressed in baggy gray robes and a matching pointy hat, which give the illusion that she’s of average height and build; it’ll be another few minutes yet before you realize that she is, in fact, an implausibly petite young woman who’s hiding a crate under her robes so she can see over the counter.
· CURE: 100 (RM, WM): Restores 2d8+INT HP to one ally.
· HARM: 100 (WM): Deals 6d10+INT damage to all undead enemies.
· FOG: 100 (RM, WM): Grants Absorb +8 to one ally for one battle.
· RUSE: 100 (WM): Grants Evade +80 to one ally for one battle.

Black Magic Shop: [Trying too hard to be scary and ominous, but actually rather laid-back—shouts “BOO!” every few moments] The proprietor of this shop appears to be a child. The hood of the boy’s earth-tone robe hides his face, but you can see a faint reflection of light from his eyes, which are the sole distinguishing feature of the bulbous mass that is his head.
· FIRE: 100 (RM, BM): Deals 3d10+INT fire damage to one enemy.
· SLEP: 100 (RM, BM): Puts all enemies to sleep, unless resisted. Sleeping enemies have an EVADE% of 0, and the HIT% of an attacker increases by 25% against a sleeping enemy. Sleeping enemies have a 25% chance per turn of waking up.
· LOCK: 100 (RM, BM): Decreases Evade of one enemy by 10, unless resisted. (“One of my customers last week told me the spell wasn’t working, so I double-checked the spellbook and realized I’d been forgetting to teach people the most important part of the spell. This one works now, I promise.”)
· LIT: 100 (RM, BM): Deals 3d10+INT lightning damage to one enemy.

Healer: An older gentleman whose hair seems to have all succumbed to gravity and ended up at the bottom of his head grumbles as you come in. “Who shall be revived?” / “WARRIOR…return to life!” / “You do not need my help now.” [40 GP]

Skills: Roll d20+[skill]. DCs: Easy: 10. Average: 20. Hard: 30. Impossible: 40.
Combat:
Initiative: At start of combat, everyone rolls a d20—in the event of a tie, players go first. At the DM’s discretion, reroll initiative to shake up the turn order.
Attack: Roll a d100: [use the power meter/bar analogy]
· If the result is equal to or lower than your HIT %, you may roll damage.
· Additionally, if the result is equal to or lower than your base HIT % (before a weapon bonus is added), you score a critical hit—add your LUCK to the total damage dealt.
· If the result is higher than your HIT%, you are not guaranteed a hit. The defender may roll an EVADE check (d100) to attempt to dodge your sloppy attack.
· If the defender’s EVADE result is equal to or lower than their EVADE %, they successfully dodge.
Magic Defense:
· For status-affecting spells, roll a d100 and compare against your MDEF score to attempt to resist the spell, as you would use EVADE% to dodge a physical attack.
· For damage-inflicting spells, divide your MDEF score by 4 and use that number, rounded up, to reduce magic damage in the same way you would use ABSORB to reduce physical attack damage.
Escape: Roll a d100. If the result is equal to or lower than your LUCK, then you run away and the battle ends with no gain or loss of EXP or gold.
[bookmark: _GoBack]Death: Dead party members gain no EXP.

Level Up:
At each level, roll to upgrade each of the stats marked with an “X”. You may choose which die to roll; the dice you have to choose from are determined by the number of stats marked for upgrade this level—one stat marked with an “X” gives you 1d4 to roll;  a second stat marked with an “X” adds 1d6 to the list of choices; a third stat marked with an “X” adds 1d8 to the list of choices. Each die must be assigned to a stat before it is rolled.
NOTE: Every 4 points of VIT = 1 bonus HP per level.
NOTE: You gain the potential to land multiple hits in a single attack as your HIT% increases. When your HIT% is equal to or greater than 25, roll 1d2 with each attack to see how many hits you land. Multiply your damage by this number. At 50, roll 1d3 instead. If landing multiple hits, you may choose to either roll each hit separately or roll once and then multiply that by the number of hits, but this must be decided before you roll.


Fighter:
	Level
	HP+
	STR+
	AGL+
	INT+
	VIT+
	LUK+
	HIT%+
	MDef+
	MP+

	2
	2d20+10+VIT
	X
	1
	
	X
	
	3
	3
	0

	3
	2d20+10+VIT
	X
	1
	
	X
	X
	3
	3
	0

	4
	1d20+10+(VIT/4)
	X
	1
	X
	
	X
	3
	3
	0

	5
	1d20+10+(VIT/4)
	X
	1
	
	X
	
	3
	3
	0

	6
	1d20+10+(VIT/4)
	X
	1
	
	X
	X
	3
	3
	0

	7
	1d20+10+(VIT/4)
	X
	1
	X
	
	X
	3
	3
	0

	8
	1d20+10+(VIT/4)
	
	
	
	
	
	3
	3
	0



Red Mage:
	Level
	HP+
	STR+
	AGL+
	INT+
	VIT+
	LUK+
	HIT%+
	MDef+
	MP+

	2
	2d20+7+VIT
	X
	
	
	X
	X
	2
	2
	1

	3
	2d20+7+VIT
	
	1
	X
	X
	
	2
	2
	0

	4
	1d20+7+(VIT/4)
	X
	
	
	X
	X
	2
	2
	1

	5
	1d20+7+(VIT/4)
	
	1
	X
	X
	
	2
	2
	0

	6
	1d20+7+(VIT/4)
	X
	
	
	X
	X
	2
	2
	0

	7
	1d20+7+(VIT/4)
	
	1
	X
	
	
	2
	2
	1

	8
	1d20+7+(VIT/4)
	X
	
	
	X
	X
	2
	2
	0



White Mage:
	Level
	HP+
	STR+
	AGL+
	INT+
	VIT+
	LUK+
	HIT%+
	MDef+
	MP+

	2
	2d20+7+VIT
	X
	1
	X
	
	X
	1
	2
	1

	3
	2d20+7+VIT
	X
	1
	X
	X
	
	1
	2
	0

	4
	1d20+7+(VIT/4)
	X
	
	X
	
	X
	1
	2
	1

	5
	1d20+7+(VIT/4)
	X
	1
	
	X
	
	1
	2
	0

	6
	1d20+7+(VIT/4)
	
	
	X
	
	X
	1
	2
	0

	7
	1d20+7+(VIT/4)
	X
	1
	
	X
	
	1
	2
	1

	8
	1d20+7+(VIT/4)
	
	1
	X
	
	X
	1
	2
	0



Black Mage:
	Level
	HP+
	STR+
	AGL+
	INT+
	VIT+
	LUK+
	HIT%+
	MDef+
	MP+

	2
	2d20+1+VIT
	
	
	X
	
	
	1
	2
	1

	3
	2d20+1+VIT
	
	1
	X
	X
	
	1
	2
	0

	4
	1d20+1+(VIT/4)
	X
	
	X
	
	X
	1
	2
	1

	5
	1d20+1+(VIT/4)
	
	
	X
	X
	
	1
	2
	0

	6
	1d20+1+(VIT/4)
	
	1
	X
	
	X
	1
	2
	0

	7
	1d20+1+(VIT/4)
	X
	1
	
	X
	
	1
	2
	1

	8
	1d20+1+(VIT/4)
	
	
	X
	
	X
	1
	2
	0



Starting MP: RM 2, WM 2, BM 2.

Overworld:
Dead white mages!
Grassland: 3-5 Imp
Forest around Coneria: 1 MadPony, 1-3 Gr Imp, 1-2 Wolf, 3-6 Imp and 0-4 Gr Imp
Middle forest: 1-3 Gr Imp, 3-6 Imp and 0-4 Gr Imp
Swamp: 2-4 Bone, 1-2 Spider, 3-6 Imp and 0-4 Gr Imp
Northern forest: 1-2 Spider, 3-6 Imp and 0-4 Gr Imp, 1-2 Creep, 1-4 MadPony, 1 Gr Imp
Northern coast: 1-2 Creep, 3-5 Imp
Just outside the Temple of Fiends: WarMech, missing its GENERATOR.
	Name
	HP
	HIT %
	DMG
	Evade
	Absorb
	Magic Def
	EXP
	Gold
	Strong
	Weak

	Bone
	10
	2
	1d10+10
	6
	0
	17 (4)
	9
	3
	Slep
	Fire, Harm

	Creep
	56
	14
	2d8+17
	24
	8
	40 (10)
	63
	15
	None
	Fire, Harm

	Gr Imp
	16
	4
	1d8+8
	9
	6
	23 (6)
	18
	18
	None
	None

	Imp
	8
	2
	1d4+4
	6
	4
	16 (4)
	6
	6
	None
	None

	MadPony
	64
	16
	1d10+10
	22
	2
	40 (10)
	63
	15
	None
	None

	Spider
	28
	7
	1d10+10
	30
	0
	28 (7)
	30
	8
	None
	None

	Wolf
	20
	5
	1d8+8
	36
	0
	28 (7)
	24
	6
	None
	None



Temple of Fiends:
A flight of stairs takes you down into a small, rectangular vestibule with a pair of tall white marble pillars marking the entryway into the main part of the temple. The interior of the temple seems to have held up much better than the exterior, almost as though someone has been actively restoring and redecorating everything for the last few hundred—if not thousand—years. It’s not in perfect shape—the pillars are chipped and cracked in several places; the gray tile underfoot is well-worn; the ceiling is crumbling in places and occasionally showers you lightly with stone powder; and the ornate stonework of the walls is occasionally marked by signs of possibly ancient battles (blast marks and bloodstains, specifically)—but it still looks better than anybody’s house back in Melmond.
	Stepping out of the vestibule through the space between the pillars, you find yourselves at an intersection. A narrow hallway proceeds to the east and west, curving slightly to the south and out of sight after a few paces. Two more pairs of pillars form a sort of path to the north, ending in a set of pale stone double doors with some sort of abstract carvings decorating them. It looks like there are wide, open rooms on either side of the doors, beyond the pillars that form the pathway to the doors.

Random Temple Encounters:
1.) 0-2 GrWolf, 1-2 Wolf, 1-3 Gr Imp, 0-2 Imp
2.) 1-2 GrWolf, 1-2 Gr Imp
3.) 0-1 GrWolf, 1-6 Wolf
4.) 2-4 Zombie
5.) 1-2 Spider
6.) 1-2 Creep
7.) 2-4 Bone
8.) 1 Ghoul
9.) Dead party: 2 Black Belts, 1 Red Mage, 1 White Mage. (2 Cloth Armor, 2 Wooden Armor, 2 Wooden Nunchucks, 1 Rapier, 1 Wooden Staff, 1 Tent, 99 Pure Potions, 4 small crystals.)
10.) Dead party: 3 Fighters, 1 Black Mage. 3 Rapiers, 1 Small Dagger, 4 Cloth Armor, 1 Heal Potion, 1 Cabin, 4 small crystals)
11.) Nothing
12.) Nothing
	Name
	HP
	HIT %
	DMG
	Evade
	DR
	Magic Def
	EXP
	Gold
	Strong
	Weak

	Bone
	10
	2
	1d10+10
	6
	0
	17 (4)
	9
	3
	Slep
	Fire, Harm

	Creep
	56
	14
	2d8+17
	24
	8
	40 (10)
	63
	15
	None
	Fire

	Gargoyle
	80
	20
	1d12+12
	45
	8
	53 (13)
	132
	80
	None
	Rune Sword

	Ghoul
	48
	12
	1d8+8
	12
	6
	36 (9)
	93
	50
	Slep
	Fire, Harm

	Gr Imp
	16
	4
	1d8+8
	9
	6
	23 (6)
	18
	18
	None
	None

	GrWolf
	72
	18
	1d12+16
	54
	0
	46 (12)
	93
	22
	None
	None

	Imp
	8
	2
	1d4+4
	6
	4
	16 (4)
	6
	6
	None
	None

	Spider
	28
	7
	1d10+10
	30
	0
	28 (7)
	30
	8
	None
	None

	Wolf
	20
	5
	1d8+8
	36
	0
	28 (7)
	24
	6
	None
	None

	Zombie
	20
	5
	1d10+10
	6
	0
	25 (6)
	24
	12
	Slep
	Fire, Harm



[all doors are unlocked, and all treasures are still in place except top-left, which are empty]
· Cabin: 250 [Recovers 60 HP to all allies outside]
· Cap: 80 (FG, RM, WM, BM) [ABSORB +8, EVADE +2] 
· Rune Sword: 5000 (FG, RM) [DMG +2d8+2, HIT +15; extra +10 each vs. “Magic” enemies]
· Were Sword: 6000 (FG, RM) [DMG +2d8+2, HIT +15; extra +10 each vs. “Were” enemies]
· Silver Knife: 800 (FG, RM, BM) [DMG 1d10, HIT +5]

[If the party tries to enter the main chamber prematurely, it will be blocked by bats who all squeak “Lu…pa…” However, if the party enters the main chamber after proper exploration, give a description of the chamber and describe the swirling black vortex at the center of the statues.]

	Suddenly, a corpse pops out of the vortex. The dead man looks like he could be PANC’s older, handsomer, more muscular brother; he’s got a spiky mess of red hair and carries equipment unlike anything you’ve ever seen, including some sort of shimmery vermillion waffle-chain-link armor. The guy looks like he was hit by a tornado.
	[give the party a few moments to decide what to do]
	Once again without warning, another corpse pops out of the vortex [possibly knocking someone down if they’re standing in the way]. This one appears to be an olive-skinned elf in flowing blue-black robes, who could pass for LITA’s distant cousin. The elf looks like he was caught in a tidal wave.
	[give the party another few moments to decide what to do]
	Yet again, with no advance notice whatsoever, two more men emerge from the vortex, looking harried and breathless. The first man looks like ALPH in another 10-20 years or so, with almost exactly the same wardrobe, to boot. There’s a small fire burning at the end of the plume in the man’s broad red hat, which he quickly puts out with his bare hand. The man next to him is what JOEV will look like if he ever puts down the hood of his white robe and lets his hair grow out for a few years. It takes the two of them a moment to notice your presence.
	“You need to leave,” says the White Wizard, panting, pointing at all of you in a sweeping arc with a blocky stone hammer.
	[PARTY: What do you do?]
	NOTE: The four true LIGHT WARRIORS are STEV, R2D2, ????, and dork, respectively. They have rescued the princess, sailed the world, obtained an airship, and have restored the power of the orbs—now they just need to defeat Chaos, who is the source of this world’s woes…except they were ill-prepared for the battle.
If the party’s intentions are to help them, and they refuse to leave, the LIGHT WARRIORS will loan out the equipment of their dead friends and run away to heal at the inn. If the party’s intentions are to harm them, begin combat—the LIGHT WARRIORS are at a fraction of their health and almost out of spells. Either way, after a couple rounds, Chaos appears out of the vortex and begins smashing apart the temple…though he’s also worn down from the battle.
[image: http://static3.wikia.nocookie.net/__cb20110511060928/finalfantasy/images/8/8a/Chaos-ff1-nes.png] [image: http://static4.wikia.nocookie.net/__cb20110924063040/finalfantasy/images/5/58/Warmech-ff1-nes.png] [image: http://static1.wikia.nocookie.net/__cb20120701233124/finalfantasy/images/5/5a/Knight_%28Final_Fantasy%29.png][image: http://static1.wikia.nocookie.net/__cb20120701232743/finalfantasy/images/b/b4/Red_Wizard_%28Final_Fantasy%29.png][image: http://static4.wikia.nocookie.net/__cb20120701233027/finalfantasy/images/b/bc/White_Wizard_%28Final_Fantasy%29.png] [image: http://static3.wikia.nocookie.net/__cb20120701232145/finalfantasy/images/5/5e/Black_Wizard_%28Final_Fantasy%29.png]
	Name
	HP
	HIT %
	DMG
	Evade
	DR
	Magic Def
	EXP
	Gold
	Strong
	Weak

	Chaos
	2,000
	200
	5d20+100
	100
	100
	200
	0
	0
	All
	None

	Knight
	993
	157
	+34
	74
	42
	162
	0
	0
	None
	None

	Red Wizard
	591
	105
	+20
	82
	34
	118
	0
	0
	None
	None

	White Wizard
	676
	54
	+15
	76
	24
	118
	0
	0
	None
	None

	Black Wizard
	470
	54
	+11
	78
	24
	118
	0
	0
	None
	None

	WarMECH
	1,000
	200
	+128
	96
	80
	200
	32,000
	32,000
	All
	None



Chaos:
· ICE2: Deals 6d20+40 Ice damage to all targets.
· FIR3: Deals 7d20+1d10+50 Fire damage to all targets.
· LIT3: Deals 9d20+60 Lighting damage to all targets.
· SLO2: Reduces number of hits by ½ for all targets.
WarMECH:
[if WarMECH is reactivated, it will take commands from the one who activated it]
· NUCLEAR: Deals 15d20+100 Fire damage to all targets.
Knight:
· Xcalibur: 60,000 (NONE) [DMG +45, HIT +35]
· Aegis Shield: 40,000 (NONE) [ABSORB +16, EVADE +0; immune to status effects]
· Dragon Armor (waffle chain links): 60,000 (NONE) [ABSORB +42, EVADE +10; 50% elemental and dragon damage]
· ProRing: 20,000 (FG, RM, WM, BM) [ABSORB +8, EVADE +1; immune to Rub attacks]
· Heal Helmet: 20,000 (NONE) [ABSORB +6, EVADE +3; casts Heal, restoring 1d12+12 HP to all allies]
· GENERATOR: Key item [Restores power to WarMECH]
Red Wizard:
· Masamune: 60,000 (FG, RM, WM, BM) [DMG +56, HIT +50]
· ProCape: 20,000 (FG, RM, WM, BM) [ABSORB +8, EVADE +2]
· Opal Bracelet: 50,000 (FG, RM, WM, BM) [ABSORB +34, EVADE +1; reduces lightning damage by 50%]
· ProRing: 20,000 (FG, RM, WM, BM) [ABSORB +8, EVADE +1; immune to Rub attacks]
· Ribbon: 2 (FG, RM, WM, BM) [ABSORB +1, EVADE +1; immune to status attacks, reduces elemental damage by 50% except from NUKE, FADE, and NUCLEAR]
· Spells: LOK2, which decreases all targets’ EVADE by 20, and SLEP, which puts all targets to sleep, unless resisted. Sleeping enemies have an EVADE% of 0, and the HIT% of an attacker increases by 25% against a sleeping enemy. Sleeping enemies have a 25% chance per turn of waking up.
White Wizard:
· Thor Hammer: 40,000 (NONE) [DMG +18, HIT +15; casts LIT2, dealing 9d10+30 lightning damage on all enemies]
· White Shirt: 2 (NONE) [ABSORB +24, EVADE +2; casts INV2, increasing EVADE by 40 for all allies.]
· ProRing: 20,000 (FG, RM, WM, BM) [ABSORB +8, EVADE +1; immune to Rub attacks]
· Ribbon: 2 (FG, RM, WM, BM) [ABSORB +1, EVADE +1; immune to status attacks, reduces elemental damage by 50% except from NUKE, FADE, and NUCLEAR]
· Spells: ALIT, which reduces lightning damage to all allies by 50%, and MUTE, which seals all targets’ mouths, preventing them from casting spells, speaking command words to activate items, and drinking potions.
Black Wizard:
· CatClaw: 65,000 (NONE) [DMG +22, HIT +35]
· Black Shirt: 2 (NONE) [ABSORB +24, EVADE +2; casts ICE2, dealing 6d20+40 ice damage to all targets.]
· ProRing: 20,000 (FG, RM, WM, BM) [ABSORB +8, EVADE +1; immune to Rub attacks]
· Ribbon: 2 (FG, RM, WM, BM) [ABSORB +1, EVADE +1; immune to status attacks, reduces elemental damage by 50% except from NUKE, FADE, and NUCLEAR]

Return to Coneria:
	NOTE: After the final battle—however it pans out—the heroes will most likely want to return to Coneria. The trip home will be completely uneventful—with the influence of evil purged from the world, there are no random monster encounters. Garland, Princess Sara, Queen Jane, and the King are all waiting at the castle…and nobody remembers anything about promising a pancake brunch, because none of this ever happened in the first place thanks to the defeat of Chaos breaking the convoluted time loop. However, the king likes the idea of pancakes…

Pre-game Housekeeping:
· Additional EXP requirements for level-up are as follows:
· 1171 EXP for Level 5
· 2146 EXP for Level 6
· 3550 EXP for Level 7
· 5461 EXP for Level 8.
· Previously, I stated incorrectly that you should use your Intelligence as your Magic Defense score. Please add a note to your character sheets, giving yourselves the following MDef scores: Fighter 21, Red Mage 24, White Mage 24, Black Mage 24. New rules for magic defense will be discussed as they become relevant.
· Moving forward, every 4 points of VIT = 1 bonus HP per level. You can keep the bonus HP I accidentally let you have earlier; just pretend you rolled super-high. To help compensate, I’ve reduced the base HP you’ll gain at every future level-up.
· As your HIT% increases, you gain the potential to land multiple hits in a single attack. When your HIT% is equal to or greater than 25, roll 1d2 with each attack to see how many hits you land. Multiply your damage by this number. At 50, roll 1d3 instead. If landing multiple hits, you may choose to either roll each hit separately or roll once and then multiply that by the number of hits, but this must be decided before you roll.
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