Stones yield magical power when combined and coupled with the finest metals. You can make Weapons from Stones. To do so, you need the Stones themselves, an ore (Mithril, Dark Matter, or Orihalcon), and Gold Pieces (GP). Ranged weapons take the final cost and multiply that by 1.25 for their total cost, so if you made a melee Orihalcon weapon that cost 25,000 GP in total, the same weapon as a ranged Orihalcon weapon would cost 31,250 GP (divide the listed maximum by 1.25 to see a ranged weapon’s maximum).

As you will find below, you can unlock a weapon’s Magic abilities or a Skill associated with the weapon. Note that if a weapon is created from a majority of Stones, the Magic is tied to that element type, and the Skill CAN be (but it can be a neutral Skill if the character so chooses). If there is a tie in the majority, the character can choose which element type for the Magic/Skill to attune to. If the majority is a neutral element type, the character can choose which element type for the Magic/Skill to attune to, which is any of the seven element types. Magic Proficiency, if chosen, matches the selected element type.

Below are the types of Stones and their associated element types:

Ivory – Light

Obsidian – Dark
Ruby – Fire

Sapphire – Ice

Emerald – Wind
Topaz – Lightning
Diamond – Earth
Jade – Neutral

WEAPONS:

Mithril: Attack Up = B and Magic Up = C by default, Choose up to 12 stones, Base cost = 8,000 Gold. Maximum cost = 22,000 GP. Maximum Base Power = 27.

Dark Matter: Attack Up = B and Magic Up = B by default, Choose up to 14 stones, Base cost = 10,000 Gold, Maximum cost = 27,000 GP, Maximum Base Power = 32.

Orihalcon: Attack Up = A and Magic Up = B by default, Choose up to 16 stones, Base cost = 12,000 Gold, Maximum cost = 32,000 GP, Maximum Base Power = 36.

Counter, Critical, and Evade do not stack beyond their maximum of 20, 15, and 15 respectively. Everything else does, however. For example, if you got Resistance +40 from your created Weapon and Resistance +30 from your Accessory, you would gain +70 to that Resistance. Each purchase equals one Stone. If you buy Agility +3 from Ruby, that is 3 Stones. Each Stone costs GP, and the purchase of each attribute also costs GP. You cannot exceed the maximum number of Stones, nor can you exceed the maximum GP cost or maximum Base Power. You also cannot have BOTH Use for Magic and W. Magic on a weapon. Moreover, not all weapons were created equal. See below for the natural Base Power of Mithril/Dark Matter/Orihalcon weapons:
	Base Power [Mithril/Dark Matter/Orihalcon]

	Anchor: 15/17/19
	Ankh: 14/16/18
	Arrow: 15/17/19
	Axe: 15/18/20

	Blade: 15/18/20
	Claw: 14/17/19
	Glove: 14/17/19
	Halberd: 15/18/20

	Hatchet: 14/16/18
	Katana: 15/18/20
	Knife: 13/15/17
	Knuckle: 14/17/19

	Lance: 15/18/20
	Mace: 15/18/20
	Quarrel: 15/17/19
	Rapier: 15/18/20

	Rod: 14/16/18
	Shell: 15/17/19
	Shuriken: 13/15/17
	Spear: 14/16/18

	Sword: 15/18/20
	Wand: 14/16/18
	Whip: 14/16/18
	Wing: 15/18/20


Ivory - 300 GP per Ivory Stone

Per 150 GP

Per 850 GP
Power (4 M*)

Regen: HP (5 M)

* NOTE: M = Maximum number of stones that can be applied to the chosen attribute.

Obsidian - 200 GP per Obsidian Stone

Per 150 GP

Per 200 GP
Power (4 M)

Resistance* (10 -> 20 -> 40 M)

* NOTE: You can buy more than one Resistance. The total of the Resistances may not exceed 80, however. For example, you could have two Resistances at 40. Or, you could have 4 Resistances at 20. However, each time you need to pay the full amount. The first example (40, 40) would cost 2,400 GP and 6 Obsidian Stones. The second (20, 20, 20, 20) would cost 3,200 GP and 8 Obsidian Stones.

Ruby - 300 GP per Ruby Stone

Per 50 GP

Per 150 GP

Per 2,000 GP


Per 2,700 GP
Agility (3 M)

Power (4 M)

Magic Proficiency (3 M) *
Luck (2 M)

* NOTE: You can only choose one Magic Proficiency per weapon.
Sapphire - 200 GP per Sapphire Stone

Per 100 GP

Per 150 GP

Per 1,250 GP

Per 1,050 GP
Defense (1 M)

Power (4 M)

Move (2 M)

Counter (10 -> 20 M)

Emerald - 200 GP per Emerald Stone

Per 50 GP

Per 150 GP

Per 800 GP
Agility (5 M)

Power (4 M)

Evade (5 -> 10 -> 15 M)

Topaz - 300 Gold per Topaz Stone

Per 150 GP

Per 1,100 GP


Per 1,700 GP
Power (4 M)

Counter/Crit (+4 -> +8 M)
Regen: MP (3 M)

Diamond - 200 Gold per Diamond Stone

Per 100 Gold

Per 150 Gold

Per 1,300 Gold

Defense (5 M)

Power (4 M)

Critical (5-> 10 -> 15 M)

Jade - 600 GP per Jade Stone (** = costs 2 Stones)

Per 1,500 GP

Per 2,000 GP **
Per 3,000 GP **

Att Up OR Mag Up*
Use for Magic (1 M) 
W. Skill (1 M) OR W. Magic (1 M) 

* NOTE: Att Up and Mag Up max at rank A.

Per 2,500 GP **

W. Property (1 M)

DARK MATTER ONLY:

You can only have ONE of the following below. Each costs 2 Jade Stones + a negative aspect + 2,500 GP.

Hinder (Negates the bonuses from enemy critical hits, including bonus damage)


Negative aspect: -2 Luck

Lacerate (+10 Critical, stacks with other criticals)


Negative aspect: -15 Defense

Revenge (+20 Counter, stacks with other counters)


Negative aspect: Lose your weapon advantage (If your weapon has no advantage, 
gain a disadvantage)

Ruin (33% chance to lower foes’ collective Resistance by 60 just for the spells you cast, 
even into negatives)


Negative aspect: -15 Resistance abroad, -1 HP and -1 MP every turn



 (Passive damage can kill you, but does not affect your friendship levels/points)

ORIHALCON ONLY:

You can only have ONE of the following below. Each costs 1 Jade Stone + 1 other Stone.

Aid (Increases Skill Level with the unique weapon by 1 up to a maximum of Lv. 3) 4,500 GP - Topaz

Dodge (Pass through enemies as if they were allies) 4,000 GP - Obsidian

Empathy (Prevents loss of Friendship points) 6,000 GP - Ivory

Flight (Grants continuous flight) 5,000 GP - Emerald

Mastery (10% chance of having weapon advantage on attacking even when you would not) 4,500 GP - Diamond

Prolong (Grants 2 extra turns from support magics like Attack and Resist) 4,000 GP - Ruby

Safeguard (Removes weapon disadvantage with the unique weapon) 6,000 GP - Sapphire

Unbreakable (Prevents cracking/breaking) 5,000 GP - Jade

ACCESSORIES:

You can also use Stones to make Accessories. Accessories attune to element types here too. Accessories cannot have Summon magic, nor can they have magic above level 3.

Mithril accessories can hold 5 Stones and have a base cost of 100 GP. Maximum cost of 5,000 GP.

Dark Matter accessories can hold 10 Stones and have a base cost of 300 GP. Maximum cost of 10,000 GP.

Orihalcon accessories can hold 15 Stones and have a base cost of 500 GP. Maximum cost of 15,000 GP.

Ivory - 300 GP per Ivory Stone

Per 400 GP

Per 1,000 GP
Attack (5 M)

Regen: HP (2 M)

Obsidian - 200 GP per Obsidian Stone (Follows the same rules as it does in Weapons)
Per 350 GP
Resistance (5 -> 15 -> 30 M)

Ruby - 300 GP per Ruby Stone

Per 300 GP

Per 1,500 GP


Per 2,200 GP
Agility (2 M)

Magic Proficiency (1 M)
Luck (2 M)

Sapphire - 200 GP per Sapphire Stone

Per 300 GP

Per 2,000 GP

Per 1,050 GP
Defense (2 M)

Move (2 M)

Counter (5 -> 10 M)

Emerald - 200 GP per Emerald Stone

Per 200 GP

Per 1,050 GP
Agility (5 M)

Evade (5 -> 10 M)

Topaz - 300 GP per Topaz Stone

Per 1,200 GP


Per 1,700 GP
Counter/Crit (2 -> 5 M)
Regen: MP (2 M)

Diamond - 200 GP per Diamond Stone

Per 350 GP

Per 1,550 GP
Defense (5 M)

Critical (5 -> 10 M)

Jade - 600 GP per Jade Stone (** = costs 2 Stones)

Per 1,000 GP



2,000 GP**

3,800 GP**

Attack/Defense/Agility (2 M)

Use for Magic (1 M)
R. Curse (Nulls wpn. curse)
DARK MATTER ACCESSORIES ONLY:

You can only have ONE of the following below. Each costs 2 Jade Stones + a negative aspect + 1,000 GP.

Aggressive (+10 Evade, stacks with other evades)


Negative aspect: Negative status effects have their power and duration doubled on 
you. (Curse excluded)

Rampage (Always have advantage when using normal attacks)


Negative aspect: When you willingly attack, you're Confused for 3 turns. This 
Confusion can't be cured.

Separate (Attack +5, Defense +5, Agility + 5, Move +1, Resistance abroad +10)


Negative aspect: Your Friendships change into Ally status and remain it while 
worn (You also cannot gain points towards friendships while it is worn)

Treachery (Lowers the cost of spells by 25%)


Negative aspect: All your spells affect allies AND enemies

ORIHALCON ACCESSORIES ONLY:

The following options cost 1 Jade Stone plus 1 other Stone. You can only have ONE of the following below for your unique accessory.

Boost (Criticals/Specials have a 25% chance to deal 25% more damage) 4,500 - Diamond

Convert (Turns element type into another type that the character also naturally possesses) 4,000 GP - Topaz

Delay (For neg. status effects; the 1st turn ignores penalties) 3,500 GP - Obsidian

Harmony (Increases friendship range by 1 to a maximum of 3) 4,000 GP - Ivory

Momentum (10% chance to attack 2x when using a normal attack) 5,000 GP - Emerald

Pierce (25% chance of halving the targeted enemy's overall Resistance) 5,000 GP - Ruby

Reduce (Normal attacks the character receives have a 10% chance of halving damage) 4,500 GP - Sapphire

Unbreakable (Prevents cracking/breaking) 3,500 GP - Jade

Determining the Use for Magic Spells:

The decided spell is based on the majority type of the collective Stones, how strong the majority is, as well as how offensive or defensive the chosen abilities are. The number of Stones of that type also determines the spell. The spell is declared OFFENSE, DEFENSE, UTILITY, or SUPPORT, determined by the contents of the chosen bonuses granted by the chosen Stones. A strong majority in OFFENSE (3 or more) means that the Stone will grant a spell in the OFFENSE column. A strong majority in DEFENSE (3 or more) means that the Stone will grant a spell in the DEFENSE column. UTILITY spells are given when Stones give a slight majority in OFFENSE (1 or 2). Conversely, SUPPORT spells are given when the Stones give a slight majority in DEFENSE (1 or 2). If both OFFENSE and DEFENSE are completely equal, the player may choose whether to have a UTILITY spell or a SUPPORT spell. Below explains what contributes to OFFENSE and DEFENSE:

OFFENSE: Attack, Power, Critical, Magic Proficiency, Magic Up, Attack Up, Use for Magic, W. Skill, W. Property

DEFENSE: Defense, Agility, Counter, Evade, Luck, Move, Resistance, Regen

The Element type is determined by which Stones you use. A majority of Ruby Stones would lead to a Fire Element, for example. If there is a tie between two Stones, you can choose between the two for which to be considered the majority. Jade Stones can supplement for any of the other Stone types if you have at least one of them. Thus, if you have 1 Topaz Stone, you can use a Jade Stone to make Topaz count as 2. You also can use Jade Stones to obtain Summon Magic from Dark Matter (Max. level 1) and Orihalcon (Max. level 2). Simply spend 1 extra Jade Stone on your weapon and if your weapon gains magic of the Offense type, you will gain the Summon equivalent instead. Level 3 Elemental spells equate to a level 1 Summon spell, and level 4 Elemental spells equate to a level 2 Summon spell. Elemental spells below level 3 cannot be turned into Summon spells, with the exception of Desoul, where level 1 equates to a level 1 Summon spell and level 2 equates to a level 2 Summon spell. Fire and Ice have two Summons, so Burst becomes Phoenix and Blaze becomes Hell Dragon, and Freeze 3 becomes Wendigo and Freeze 4 becomes Proserpina. Wind has two Elemental spells but both become Zephyrus.

MITHRIL:

	Ivory:
	OFFENSE
	DEFENSE
	UTILITY
	SUPPORT

	1 Stone
	-
	-
	-
	-

	2 Stones
	-
	-
	Transfer 1
	-

	3 Stones
	Shine 2
	Heal 2
	Transfer 1
	Antidote 1

	4 Stones
	Shine 3
	Heal 3
	Charm 1
	Bond 1

	5 Stones
	Shine 3
	Aura 1
	Charm 1
	Bond 1

	Obsidian:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	-
	-
	Dispel 1
	-

	3 Stones
	Wrack 2
	Drain 1
	Bane 1
	-

	4 Stones
	Desoul 1
	Drain 1
	Suppress 1
	Resist 1

	5 Stones
	Wrack 3
	Drain 1
	Suppress 1
	Resist 1

	Ruby:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	Burst 2
	-
	-
	-

	3 Stones
	Blaze 2
	Firewall 1
	Unluck 1
	-

	4 Stones
	Burst 3
	Firewall 1
	Unluck 1
	Luck 1

	5 Stones
	Blaze 3
	Firewall 1
	Unluck 1
	Luck 1

	Sapphire:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	-
	-
	-
	Swim 1

	3 Stones
	Freeze 2
	Icewall 1
	Sleep 1
	Swim 1

	4 Stones
	Freeze 3
	Icewall 1
	Slow 1
	Support 1

	5 Stones
	Freeze 3
	Icewall 1
	Slow 1
	Support 1

	Emerald:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	Blast 2
	-
	-
	-

	3 Stones
	Spiral 2
	Fly 1
	Push 1
	Step 1

	4 Stones
	Blast 3
	Fly 1
	Push 1
	Step 1

	5 Stones
	Spiral 3
	Fly 1
	Push 2
	Step 1

	Topaz:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	-
	-
	Paralyze 1
	-

	3 Stones
	Bolt 2
	Extend 1
	Paralyze 1
	-

	4 Stones
	Bolt 2
	Extend 1
	Confuse 1
	Valor 1

	5 Stones
	Bolt 3
	Extend 1
	Confuse 1
	Valor 1

	Diamond:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	-
	Thorn 1
	-
	-

	3 Stones
	Quake 2
	Thorn 1
	Weaken 1
	-

	4 Stones
	Quake 3
	Flatten 1
	Weaken 1
	Attack 1

	5 Stones
	Quake 3
	Flatten 1
	Weaken 1
	Attack 1


DARK MATTER: (* NOTE: The spells below do not actually give level 4 spells. The level 4 spells only appear there to determine which Summon spell to give. Spells that show level 4 in the Dark Matter table actually give level 3 spells normally.)
	Ivory:
	OFFENSE
	DEFENSE
	UTILITY
	SUPPORT

	1 Stone
	-
	-
	-
	-

	2 Stones
	-
	-
	Transfer 1
	Antidote 1

	3 Stones
	Shine 3
	Heal 3
	Transfer 2
	Antidote 2

	4 Stones
	Shine 3
	Aura 1
	Charm 1
	Bond 1

	5 Stones
	Shine 4
	Aura 2
	Charm 2
	Bond 1

	Obsidian:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	Wrack 2
	-
	Curse 1
	-

	3 Stones
	Wrack 3
	Drain 1
	Bane 2
	-

	4 Stones
	Desoul 2
	Drain 1
	Suppress 1
	Resist 1

	5 Stones
	Desoul 2
	Drain 2
	Suppress 2
	Resist 1

	Ruby:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	Burst 3
	Firewall 1
	-
	-

	3 Stones
	Blaze 3
	Firewall 1
	Unluck 1
	-

	4 Stones
	Burst 4
	Firewall 2
	Unluck 1
	Luck 1

	5 Stones
	Blaze 4
	Firewall 2
	Unluck 2
	Luck 1

	Sapphire:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	Freeze 2
	-
	-
	Swim 1

	3 Stones
	Freeze 3
	Icewall 1
	Sleep 1
	Swim 1

	4 Stones
	Freeze 3
	Icewall 2
	Slow 1
	Support 1

	5 Stones
	Freeze 4
	Icewall 2
	Slow 2
	Support 1

	Emerald:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	Blast 3
	-
	-
	Step 1

	3 Stones
	Spiral 3
	Fly 1
	Push 1
	Step 1

	4 Stones
	Blast 4
	Fly 1
	Push 1
	Step 1

	5 Stones
	Spiral 4
	Fly 1
	Push 2
	Step 1

	Topaz:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	Bolt 2
	-
	Paralyze 1
	-

	3 Stones
	Bolt 3
	Extend 1
	Paralyze 2
	-

	4 Stones
	Bolt 3
	Extend 1
	Confuse 1
	Valor 1

	5 Stones
	Bolt 4
	Extend 1
	Confuse 2
	Valor 1

	Diamond:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	Quake 2
	Thorn 1
	-
	-

	3 Stones
	Quake 3
	Thorn 2
	Weaken 1
	-

	4 Stones
	Quake 3
	Flatten 1
	Weaken 1
	Attack 1

	5 Stones
	Quake 4
	Flatten 2
	Weaken 2
	Attack 1


ORIHALCON:

	Ivory:
	OFFENSE
	DEFENSE
	UTILITY
	SUPPORT

	1 Stone
	-
	-
	-
	-

	2 Stones
	Shine 3
	Heal 3
	Transfer 1
	Antidote 1

	3 Stones
	Shine 3
	Aura 1
	Transfer 2
	Antidote 2

	4 Stones
	Shine 4
	Aura 2
	Charm 1
	Bond 1

	5 Stones
	Shine 4
	Aura 3
	Charm 2
	Bond 2

	Obsidian:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	Desoul 1
	-
	Curse 1
	-

	3 Stones
	Wrack 3
	Drain 1
	Bane 2
	-

	4 Stones
	Desoul 2
	Drain 2
	Suppress 1
	Resist 1

	5 Stones
	Wrack 4
	Drain 2
	Suppress 2
	Resist 2

	Ruby:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	Burst 3
	Firewall 1
	-
	-

	3 Stones
	Blaze 3
	Firewall 2
	Unluck 1
	-

	4 Stones
	Burst 4
	Firewall 2
	Unluck 2
	Luck 1

	5 Stones
	Blaze 4
	Firewall 2
	Unluck 2
	Luck 2

	Sapphire:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	Freeze 3
	-
	Sleep 1
	Swim 1

	3 Stones
	Freeze 3
	Icewall 1
	Sleep 1
	Swim 2

	4 Stones
	Freeze 4
	Icewall 2
	Slow 1
	Support 1

	5 Stones
	Freeze 4
	Icewall 2
	Slow 2
	Support 2

	Emerald:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	Blast 3
	-
	-
	Step 1

	3 Stones
	Spiral 3
	Fly 1
	Impede 1
	Step 1

	4 Stones
	Blast 4
	Fly 2
	Push 1
	Step 1

	5 Stones
	Spiral 4
	Fly 2
	Push 2
	Step 1

	Topaz:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	Bolt 3
	-
	Paralyze 1
	-

	3 Stones
	Bolt 3
	Extend 1
	Paralyze 2
	-

	4 Stones
	Bolt 4
	Extend 2
	Confuse 1
	Valor 1

	5 Stones
	Bolt 4
	Extend 2
	Confuse 2
	Valor 2

	Diamond:
	
	
	
	

	1 Stone
	-
	-
	-
	-

	2 Stones
	Quake 3
	Thorn 1
	-
	-

	3 Stones
	Quake 3
	Thorn 2
	Weaken 1
	-

	4 Stones
	Quake 4
	Flatten 1
	Weaken 2
	Attack 1

	5 Stones
	Quake 4
	Flatten 2
	Weaken 2
	Attack 2


Determining W. Magic:

The rules for determining W. Magic are somewhat different than the rules for determining Use for Magic. Here, the player chooses which spell they want to put into the Weapon, provided they have the gold for the magic and the right properties within the weapon. If there is a tie in the amount of Stones that are not Jade, the player may choose which Stone to assume as the majority. However, it will count as a slight majority. The player does not buy the level of the weapon. Instead, the level is determined by their Mastery with the weapon type and the type of ore used. Mithril and Dark Matter have a maximum of level 3 for Elemental spells. Dark Matter has a maximum of level 1 for Summon spells. Orihalcon has a maximum of level 4 for Elemental spells and a maximum level of 2 for Summon spells. Mithril cannot contain Summon spells at all and its Utility/Support spells have a maximum level of 1. You first pay simply to unlock the W. Magic option. Then, you purchase the W. Magic itself. Below are the costs for the types of spells as well as the requirements for each specific spell:

OFFENSE

Strong majority Ivory and offensive:

Strong majority Obsidian and offensive:

Shine - 1,500 GP



Desoul - 2,000 GP
Thanatos - 3,000 GP + 1 Jade


Wrack - 1,500 GP






Tiamat - 4,000 GP + 1 Jade

Strong majority Ruby and offensive:

Strong majority Sapphire and offensive:

Blaze - 1,000 GP



Freeze - 1,500 GP
Burst - 500 GP



Wendigo - 2,000 GP + 1 Jade
Phoenix - 1,000 GP + 1 Jade


Proserpina - 4,000 GP + 1 Jade
Hell Dragon - 3,000 GP + 1 Jade Stone

Strong majority Emerald and offensive:
Strong majority Topaz and offensive:

Blast - 1,000 GP



Bolt - 2,250 GP
Spiral - 1,750 GP



Thor - 5,000 GP + 1 Jade
Zephyrus - 1,000 GP + 1 Jade
Strong majority Diamond and offensive:

Quake - 1,500 GP
Behemoth - 2,000 GP + 1 Jade Stone

DEFENSE

Strong majority Ivory and defensive:

Strong majority Obsidian and defensive:

Aura - 2,500 GP



Drain - 1,250 GP
Heal - 1,000 GP
Strong majority Ruby and defensive:

Strong majority Sapphire and defensive:

Firewall - 750 GP



Icewall - 500 GP
Strong majority Emerald and defensive:
Strong majority Topaz and defensive:

Fly - 1,500 GP




Extend - 1,500 GP
Strong majority Diamond and offensive:


Thorn - 500 GP

Flatten - 500 GP
UTILITY

Slight majority Ivory and offensive:

Slight majority Obsidian and offensive:

Charm - 1,500 GP



Dispel - 1,500 GP
Transfer - 500 GP



Curse - 2,000 GP






Bane - 1,500 GP






Suppress - 1,500 GP
Slight majority Ruby and offensive:

Slight majority Sapphire and offensive:

Unluck - 1,250 GP



Sleep - 1,500 GP






Slow - 1,500 GP
Slight majority Emerald and offensive:
Slight majority Topaz and offensive:

Impede - 500 GP



Paralyze - 1,500 GP
Push - 750 GP




Confuse - 1,500 GP
Slight majority Diamond and offensive:

Weaken - 1,500 GP
SUPPORT

Slight majority Ivory and defensive:

Slight majority Obsidian and defensive:

Antidote - 1,500 GP



Resist - 2,000 GP
Bond - 1,500 GP
Slight majority Ruby and defensive:

Slight majority Sapphire and offensive:

Luck - 1,750 GP



Swim - 1,000 GP






Support - 2,000 GP
Slight majority Emerald and offensive:
Slight majority Topaz and offensive:

Step – 1,000 GP



Valor - 1,750 GP
Slight majority Diamond and defensive:

Attack - 2,000 GP
Determining W. Skill:

Weapon Skills activate on critical hits, counting as the highest level for maximum effect. When you create a weapon and add a Skill to it, it simply gains that one benefit. However, you can also attach an Element to it based on the majority Stone AND/OR include a special bonus to the weapon Skill, like a status effect. Jade Stones do NOT count toward the Element's affinity. That will be based on the other Stones within the weapon, the majority Stone attached to an affinity being the chosen Element. In addition to the cost of the Jade Stone for a Skill Bonus, you also will have to pay extra gold. You could add two Skill Bonuses onto the same Weapon. However, you cannot give the Weapon an Element with that option. You also would need to expend the appropriate combined cost of the Skill Bonuses. Furthermore, the second Skill Bonus MUST be Instant Kill, and you CANNOT have two Skill Bonuses if you choose Steals HP or Through. Below are the costs:

Weapon Element:


Skill Bonus:

Cost of W. Skill + 1,000 GP

Cost of W. Skill + 1 Jade + Bonus cost

Bonus Costs:

Charm - 1,800 GP

Paralyze - 1,200 GP
Confuse - 900 GP

Poison - 900 GP
Dispel - 600 GP

Sleep - 1,200 GP
Freeze - 600 GP

Slow - 1,200 GP
Illusion - 600 GP

Steals HP - 2,400 GP
Instant Kill - 3,000 GP
Through - 3,000 GP
Below are descriptions of the Skill Bonuses and their use/possible use:

Charm - Afflicts the enemy with the Charmed status. Has an 80% chance of working.

Confuse - Afflicts the enemy with the Confused status. Has an 80% chance of working.

Dispel - Afflicts the enemy with the Dispelled status. Has a 90% chance of working.

Freeze - Afflicts the enemy with the Frozen status. Has a 90% chance of working.

Illusion - Afflicts the enemy with the Illusioned status. Has a 90% chance of working.

Instant Kill - Instantly kills the foe. Works just like Desoul.

Paralyze - Afflicts the enemy with the Paralyzed status. Has an 80% chance of working.

Poison - Afflicts the enemy with the Poisoned (10% HP loss) status. Has an 80% chance of working.

Sleep - Afflicts the enemy with the Sleeping status. Has an 70% chance of working.

Slow - Afflicts the enemy with the Slowed status. Has an 80% chance of working.

Steals HP - Always works. HP equal to 1/4 the damage inflicted is restored to the user.

Through - Halves the enemy's Defense for the attack. Has a 50% chance of working.

Foes with 9 Luck will be immune to these effects (except Steals HP, Through, and the Element). Generally, that only applies to boss enemies. Otherwise, Luck is ignored except for Instant Kill, where the Skill Bonus acts just like Desoul. Also note that Steals HP cannot be chosen if you can obtain a Skill with that Skill Bonus normally through your class. Archers, for example, cannot choose to take the Steals HP option for their weapon.

Determining Property:

You can choose the Property for your Weapon. Different Properties will have different costs. You can only have ONE Property on a Weapon. Each Property costs the standard W. Property cost plus the gold amount listed next to it:

Holy - 1,500 GP
Magic - 1,500 GP
Demon - 1,500 GP
Arrow – 4,500 GP (Ranged only - extra cost NOT factored in, changes max range to 3)

Random Weapons:

1d3


1d3 for number of Stones

1d2

1 = Mithril

1 = 10/12/14



1 = Melee

2 = Dark Matter
2 = 11/13/15



2 = Ranged

3 = Orihalcon

3 = 12/14/16

For every 2 Jade Stones gained and if Dark Matter or Orihalcon, roll 1d4 for chance of special ability, 4 = success. If successful, roll 1d4 for Dark Matter. Roll 1d8 for Orihalcon.

If ranged, roll 1d8.


If melee, roll 1d6.

1 = Anchor



1 = Roll 1d3: 1 = Ankh, 2 = Rod, 3 = Wand

2 = Arrow



2 = Roll 1d2: 1 = Axe, 2 = Mace

3 = Hatchet



3 = Roll 1d3: 1 = Blade, 2 = Rapier, 3 = Sword

4 = Knife



4 = Roll 1d3: 1 = Claw, 2 = Glove, 3 = Knuckle

5 = Quarrel



5 = Roll 1d2: 1 = Halberd, 2 = Lance

6 = Shell



6 = Roll 1d3: 1 = Katana, 2 = Whip, 3 = Wing

7 = Shuriken

8 = Spear

Roll (number of Stones)d8 (extra Jade are automatically used to enhance Skill/W. Magic)
1 = Ivory (1d2 for effect)

2 = Obsidian (1d2 for effect) (1 Dark/2 Earth/3 Fire/4 Light/5 Lightning/6 Ice/7 Wind)
3 = Ruby (1d4 for effect)

4 = Sapphire (1d4 for effect)

5 = Emerald (1d3 for effect)

6 = Topaz (1d3 for effect)

7 = Diamond (1d3 for effect)

8 = Jade (1d4 for effect) (only half of Jade’s effects are rolled/round up)
 (if 3, roll 1d2: 1 = Skill, 2 = W. Magic)

 (if A./M. Up, roll 1d2: 1 = A, 2 = M)

 (if W. Magic, roll 1d3 or 1d4, depending on majority – if extra Jade, roll 1d4 = 4 = summon spell)

 (if W. Property, roll 1d3 or 1d4, depending on weapon)

 (if W. Skill, roll 2d3: 1 = nothing, 2 = weapon element/Jade stones ignored, 3 = skill bonus, for skill bonus, roll 1d12 – only if you have the extra Jade)

