Swordsman > Hero > Champion (required class)
Required race: Human

Available weapons: Sword, Rapier, Blade, Knife

Spells: Bolt, Inferno/Ice Storm, Rescue
Friendship support: Attack
Class bonuses: +1 Counter, Critical, Evade

Base stats: HP: 12, MP: 8, ATT: 7, DEF: 6, AGI: 5, MV: 6, LK: 4
Promotion gains: +5 HP, +5 MP, +5 Attack, +3 Defense, +3 Agility

Secondary promotion gains: +12 HP, +5 MP, +5 Attack, +5 Defense, +3 Agility

Knight > Cavalier > Paladin
Available weapons: Lance, Halberd, Spear

Spells: None

Friendship support: Succumb chance

Class bonuses: +2 Counter

Base stats: HP: 11, MP: 0, ATT: 7, DEF: 7, AGI: 6, MV: 6, LK: 5

Promotion gains: +5 HP, +4 Attack, +3 Defense, +3 Agility

Secondary promotion gains: +10 HP, +5 Attack, +5 Defense, +3 Agility
Winged Knight > Sky Lord (special promotion – Pegasus Wing*)

Available weapons: Lance, Wing, Spear

Spells: None

Friendship support: Succumb

Special: Flight

Class bonuses: +2 Evade (loses +2 Counter)

Promotion gains: +5 HP, +4 Attack, +2 Defense, +4 Agility

Secondary promotion gains: +10 HP, +5 Attack, +5 Defense, +3 Agility
* A flying character can opt to be a Winged Knight even without the item.

Magician > Wizard > Archmage

Available weapons: Rod, Wand, Ankh

Spells: Mage list

Friendship support: Magic Power
Class bonuses: None

Base stats: HP: 9, MP: 8, ATT: 4, DEF: 5, AGI: 6, MV: 5, LK: 5
Promotion gains: +4 HP, +5 MP, +3 Attack, +3 Defense, +4 Agility

Secondary promotion gains: +10 HP, +5 MP, +5 Attack, +5 Defense, +4 Agility

Sorcerer > Summoner (special promotion – Secret Book)

Available weapons: Rod, Wand, Ankh

Spells: Sorcerer list

Friendship support: Magic Power

Class bonuses: None

Promotion gains: +4 HP, +5 MP, +3 Attack, +3 Defense, +4 Agility

Secondary promotion gains: +10 HP, +5 MP, +5 Attack, +5 Defense, +4 Agility

Priest > Cleric > Bishop

Available weapons: Rod, Wand, Ankh

Spells: Priest list

Friendship support: Magic Resistance & Luck
Class bonuses: None

Base stats: HP: 9, MP: 7, ATT: 6, DEF: 6, AGI: 4, MV: 5, LK: 5
Promotion gains: +4 HP, +4 MP, +3 Attack, +4 Defense, +2 Agility

Secondary promotion gains: +10 HP, +5 MP, +5 Attack, +5 Defense, +3 Agility
Templar > Crusader (special promotion – Zealot’s Crux)

Available weapons: Ankh/Rod/Wand (Pick 2), Sword (begin w/ 50 pts)

Spells: Priest list (all spells max at level 3)

Friendship support: Magic Resistance & Luck

Class bonuses: +1 Counter, +1 Critical
Promotion gains: +4 HP, +3 MP, +4 Attack, +4 Defense, +2 Agility

Secondary promotion gains: +10 HP, +5 MP, +5 Attack, +5 Defense, +3 Agility

Archer > Marksman > Sniper

Available weapons: Arrow, Quarrel, Shell

Spells: None

Friendship support: Critical
Class bonuses: +2 Critical

Base stats: HP: 11, MP: 0, ATT: 6, DEF: 5, AGI: 5, MV: 5, LK: 4
Promotion gains: +4 HP, +4 Attack, +3 Defense, +3 Agility

Secondary promotion gains: +10 HP, +5 Attack, +5 Defense, +3 Agility

Metal Gunner > Metal Buster (special promotion – Silver Tank)

Available weapons: Arrow, Quarrel, Shell

Spells: None

Friendship support: Critical
Class bonuses: see Archer

Promotion gains: +4 HP, +4 Attack, +4 Defense, +2 Agility

Secondary promotion gains: +10 HP, +5 Attack, +5 Defense, +3 Agility


Warrior > Gladiator > Warlord

Available weapons: Axe, Mace, Hatchet

Spells: None

Friendship support: Defense
Class bonuses: +2 Counter

Base stats: HP: 11, MP: 0, ATT: 7, DEF: 8, AGI: 4, MV: 6, LK: 4
Promotion gains: +5 HP, +3 Attack, +5 Defense, +2 Agility

Secondary promotion gains: +8 HP, +5 Attack, +5 Defense, +3 Agility

Baron > Lord (special promotion – Warrior’s Pride)

Available weapons: Axe OR Mace (pick one), Sword (begin w/ 50 pts), Hatchet

Spells: None

Friendship support: Defense

Class bonuses: see Warrior

Promotion gains: +5 HP, +3 Attack, +4 Defense, +3 Agility

Secondary promotion gains: +8 HP, +5 Attack, +5 Defense, +3 Agility

Soldier > Officer > General
Available weapons: Sword, Rapier, Blade (Wing if winged)
Spells: None

Friendship support: Defense (Evade if winged)
Class bonuses: +2 Counter (+2 Evade if winged)
Base stats: HP: 11, MP: 0, ATT: 6, DEF: 6, AGI: 6, MV: 6, LK: 4

Promotion gains: +5 HP, +4 Attack, +3 Defense, +4 Agility

Secondary promotion gains: +10 HP, +5 Attack, +5 Defense, +3 Agility

Living Statue > Golem > Colossus

Required race: Golem

Available weapons: Fist


Spells: None


Friendship support: Defense


Class bonuses: Immune to Poison and Sleep
Base stats: HP: 9, MP: 0, ATT: 13, DEF: 9, AGI: 4, MV: 5, LK: 4

Promotion gains: +5 HP, +3 Attack, +5 Defense, +2 Agility

Secondary promotion gains: +9 HP, +5 Attack, +5 Defense, +3 Agility

Dragon > Great Dragon > Dragon God

Required race: Dragon

Available weapons: Talon


Spells: None


Friendship support: Defense


Class bonuses: +2 Critical, Flight

Base stats: HP: 13, MP: 0, ATT: 13, DEF: 6, AGI: 5, MV: 6, LK: 5

Promotion gains: +5 HP, +4 Attack, +3 Defense, +2 Agility

Secondary promotion gains: +9 HP, +5 Attack, +5 Defense, +3 Agility

Magic Knight > Magic Cavalier > Magic Paladin

Available weapons: Lance, Halberd, Spear

Spells: Blaze, Freeze, Bolt (all spells max at level 3)

Friendship support: Succumb chance

Class bonuses: +1 Counter

Base stats: HP: 10, MP: 6, ATT: 6, DEF: 5, AGI: 5, MV: 6, LK: 5

Promotion gains: +4 HP, +3 MP, +3 Attack, +3 Defense, +2 Agility

Secondary promotion gains: +9 HP, +4 MP, +5 Attack, +5 Defense, +3 Agility

Sprite > Fairy > Fairy of Light

Required race: Fairy

Available weapons: Rod, Wand


Spells: Priest list


Friendship support: Magic Resistance & Luck


Class bonuses: +2 Evade, Flight
Base stats: HP: 9, MP: 8, ATT: 4, DEF: 5, AGI: 7, MV: 6, LK: 5

Promotion gains: +2 HP, +5 MP, +2 Attack, +2 Defense, +4 Agility

Secondary promotion gains: +10 HP, +5 MP, +5 Attack, +5 Defense, +3 Agility

Serpent > Great Serpent > Basilisk

Required race: Serpent

Available weapons: Fang

Spells: None

Friendship support: Evade

Class bonuses/negatives: +1 Critical, +1 Evade, Traverse Water

Base stats: HP: 12, MP: 0, ATT: 13, DEF: 5, AGI: 7, MV: 6, LK: 5

Promotion gains: +5 HP, +3 Attack, +2 Defense, +4 Agility

Secondary promotion gains: +9 HP, +5 Attack, +5 Defense, +3 Agility

Monk > Master Monk > Saint
Available weapons: Glove, Knuckle, Claw

Spells: Monk list

Friendship support: Magic Resistance & Counter
Class bonuses: +1 Counter, Evade

Base stats: HP: 11, MP: 6, ATT: 7, DEF: 6, AGI: 6, MV: 5, LK: 4
Promotion gains: +6 HP, +3 MP, +4 Attack, +4 Defense, +3 Agility

Secondary promotion gains: +10 HP, +4 MP, +5 Attack, +5 Defense, +3 Agility

Ninja > Shinobi > Okage

Available weapons: Katana, Shuriken

Spells: Ninja list

Friendship support: Magic Power & Counter
Class bonuses: +1 Critical, Evade

Base stats: HP: 11, MP: 6, ATT: 7, DEF: 5, AGI: 7, MV: 6, LK: 3
Promotion gains: +4 HP, +4 MP, +4 Attack, +2 Defense, +3 Agility

Secondary promotion gains: +10 HP, +5 MP, +5 Attack, +5 Defense, +3 Agility
Ranger > Commando > Guerrilla

Available weapons: Spear, Hatchet, Knife

Spells: None

Friendship support: Attack
Class bonuses: +1 Counter, Critical

Base stats: HP: 12, MP: 0, ATT: 7, DEF: 5, AGI: 5, MV: 6, LK: 4
Promotion gains: +5 HP, +4 Attack, +3 Defense, +3 Agility

Secondary promotion gains: +10 HP, +5 Attack, +5 Defense, +3 Agility

Robot > Gear Guardian > War Machine
Required race: Robot

Available weapons: Anchor, Shell

Spells: None

Friendship support: Defense
Class bonuses: Immune to Poison and Sleep

Base stats: HP: 11, MP: 0, ATT: 12, DEF: 8, AGI: 4, MV: 5, LK: 4

Promotion gains: +5 HP, +3 Attack, +4 Defense, +2 Agility

Secondary promotion gains: +10 HP, +5 Attack, +5 Defense, +3 Agility
Thief > Master Thief > King of Thieves

Available weapons: Knife, Sword, Whip
Spells: Thief list

Friendship support: Evade
Class bonuses: +2 Evade

Base stats: HP: 11, MP: 6, ATT: 6, DEF: 5, AGI: 6, MV: 6, LK: 5
Promotion gains: +3 HP, +2 MP, +3 Attack, +2 Defense, +5 Agility

Secondary promotion gains: +10 HP, +4 MP, +5 Attack, +5 Defense, +4 Agility
Bard > Minstrel > Troubadour


Available weapons: Rapier, Knife


Spells: Bard list


Friendship support: Movement & Luck

Class bonuses: +2 Evade
Base stats: HP: 11, MP: 6, ATT: 6, DEF: 6, AGI: 6, MV: 5, LK: 5
Promotion gains: +4 HP, +4 MP, +2 Attack, +2 Defense, +5 Agility

Secondary promotion gains: +10 HP, +4 MP, +5 Attack, +5 Defense, +4 Agility
Swashbuckler > Pirate > Marauder

Available weapons: Blade, Rapier, Shell

Spells: None


Friendship support: Attack


Class bonuses: +1 Critical, Evade, Partial Traverse Water (Move halved in water)
Base stats: HP: 12, MP: 0, ATT: 6, DEF: 5, AGI: 5, MV: 6, LK: 4
Promotion gains: +4 HP, +4 Attack, +2 Defense, +3 Agility

Secondary promotion gains: +10 HP, +5 Attack, +5 Defense, +3 Agility
Druid > Elder Druid > King of Nature


Available weapons: Ankh, Rod, Wand


Spells: Druid list


Friendship support: Magic Power

Class bonuses: None
Base stats: HP: 9, MP: 7, ATT: 5, DEF: 5, AGI: 5, MV: 5, LK: 5
Promotion gains: +3 HP, +5 Attack, +2 Defense, +4 Agility

Secondary promotion gains: +10 HP, +5 Attack, +5 Defense, +3 Agility
Magic Creature > Greater Magic Creature > Avatar of Magic

Required race: Magic Creature

Available weapons: Rod, Wand
Magic: can be an arcane caster or divine caster

Spells: Mage list if arcane, Priest list if divine

Friendship support: Magic Power if arcane, Magic Resistance & Luck if divine

Class bonuses: Hover (Gain benefits of L.E. yet float over terrain)
Base stats: HP: 9, MP: 9 ATT: 4, DEF: 6, AGI: 5, MV: 6, LK: 5

Promotion gains: +4 HP, +5 MP, +2 Attack, +4 Defense, +2 Agility

Secondary promotion gains: +10 HP, +5 MP, +5 Attack, +5 Defense, +3 Agility

Djinn > Mystic Djinn > Elemental Paragon

Required race: Djinn

Available weapons: Orbs (Critical hits cause status effects)

Spells: (Tied to the chosen type)

Friendship support: Magic Power

Class bonuses: +2 Evade

Base stats: HP: 11, MP: 8, ATT: 12, DEF: 6, AGI: 6, MV: 5, LK: 6
Promotion gains: +4 HP, +5 MP, +3 Attack, +3 Defense, +4 Agility

Secondary promotion gains: +10 HP, +5 MP, +5 Attack, +5 Defense, +4 Agility
The stats, bonuses, and stat growths of the Djinn depend on its element type. Djinns can be one of the following types: Dark, Earth, Fire, Ice, Light, Lightning, and Wind. Djinns have an affinity to their chosen types. In areas linked to their affinities, they do not suffer from any negative effects that other characters suffer from the field. Also, their natural Attack is boosted by 25% for the battle. But they also have areas they are weak to. In areas linked to their weaknesses, Djinns are doubly affected by the negative effects. They do, however, still benefit from any bonuses offered from the area. Also, their natural Defense stat is decreased by 25% for the battle. In all other area types and in neutral area types, the Djinn acts like any other type of character. Below are the status effects inflicted by each specific Djinn type, as well as the spells they learn and the Djinn’s weakness:
Dark – Critical: Illusion, Spells: Resist, Wrack (Weak to Light)

Earth – Critical: Weaken, Spells: Attack, Quake (Choose one weakness – can’t be Earth)

Fire – Critical: Dispel, Spells: Blaze, Luck (Weak to Ice)

Ice – Critical: Slow, Spells: Freeze, Support (Weak to Lightning)

Light – Critical: Charm, Spells: Antidote, Purge (Weak to Dark)

Lightning – Critical: Paralyze, Spells: Bolt, Valor (Weak to Wind)

Wind – Critical: Sleep, Spells: Blast, Fly (Weak to Fire)

