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STORY

20th of Goldsun: The sun shines in an unfamiliar sky.
Today is the day my adventure begins.

Summer vacation’s so close I can taste it!
Clean the library . . . are you kidding!?

That book, it looks so old . . .

“One is fated to fill these barren pages.
Know you his name?”

Luso . . .
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dramatis personae
DRAMATIS PERSONAE

An energetic boy with more than 
enough curiosity. Fearless, which 
gets him into trouble. A prankster, 
which also gets him into trouble. 
Never abandons someone in need.

Luso

The leader of Clan Gully, Luso’s new 
family in Ivalice. A mentor and help 
to Luso in many ways, though ties to 
a mysterious organization shadow 
his past. Though a revgaji, Cid has 
mastered the jobs of the bangaa.

Cid

An attractive, competitive headhunter with few 
weaknesses . . . save a love for gil. Seems cold, 
though it’s hard to say whether that is who she 
is, or the result of some internal conflict. 
Known to other hunters as “Adelle the Cat.”

Adelle

A wandering moogle 
minstrel. Younger brother 
to Montblanc and Nono, 
and former resident of the 
far-away city of Rabanastre. 
Encounters Luso in his 
travels and promises to 
compose a song for him.

Hurdy
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the races
the races

Hume
The most common of the races, humes 
can be found throughout Ivalice. In 
skill and ability they are perhaps 
the most balanced race. While they 
excel in no single area, they perform 
capably in most any role.

Viera
Oft called the People 
of the Wood, the 
viera are a lithe 
and swift race. Like 
humes, they can 
fill a great variety 
of roles on the 
battlefield.

Moogle
This short-statured race is 
distinguished by the pom poms 
on their heads and bat-like wings 
on their backs. They have no love 
of water, and will not venture 
into even the shallowest of 
pools. Moogles are accomplished 
machinists, and they boast a great 
many unique and odd jobs all 
their own.
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Seeq
Though one would not think it to look 
on them, seeq are remarkably quick 
and agile, making for formidable 
foes and valued allies. They are not, 
however, terribly bright, and their 
moral compass has lost all direction. 
They lust for gold, jewels, and the 
like, often adorning their bodies with 
such, whether ill-gotten or otherwise. 

Gria
Draconic wings and tail adorn 
this peculiar race. Able to fly for 
short distances, they move without 
hindrance across the battlefield. Gria 
much prefer a weapon’s cold steel 
to the more subtle arts of magick, 
eagerly taking to the front ranks.

Nu Mou
Canine features and long, droopy ears 
set this race apart. Even-tempered 
and thoughtful, they possess the 
capacity for great intellect. Like 
moogles, they shun water and avoid 
it at all costs. Though ill-suited for 
the front lines of battle, they make 
incomparable mages and weavers of 
magick.

Bangaa
Tough scales cover this reptilian race 
head to toe. Their violent tempers, 
powerful physique, and love of battle 
make them at home on the front lines.



First Aid Restore a small amount of the soldier’s HP.

Rend Magick Lower a target’s magick potency.

Shieldbearer Enables the unit to equip a shield, even if it’s no 
longer a soldier.
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jobs
jobs

The following pages contain descriptions of the jobs you’ll have 

access to in the earlier stages of the game.

Cure Restores HP to the white mage’s allies.

Esuna Remove harmful debuffs.

Raise Revive a KO’d unit.

Fire Burn foes with magickal fire.

Magick Counter Retaliate in kind when attacked with magick.

Geomancy When using offensive elemental magicks, foes’ 
elemental resistance is considered lower by 
one rank.

Swarmstrike A swift attack that damages and poisons its target.

Featherblow Though relatively weak, this attack rarely misses.

Reflex Enables the fencer to avoid basic attacks.

Soldier

Soldiers employ the arts of war to 
weaken and slow opponents.

ABILITY CATEGORY:

Arts of War

White Mage

White mages use curing magicks 
to mend allies’ wounds and restore 
them to health.

ABILITY CATEGORY:

white magick

Black Mage

Black mages wield the elemental 
powers of fire, ice, and lightning to 
decimate foes.

ABILITY CATEGORY:

Black magick

Fencer

Wielding a deadly rapier, the 
light-footed fencer strikes swift 
and sure.

ABILITY CATEGORY:

fencing
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Rend Power Reduces the target’s physical damage.

Body Slam Deals heavy damage to the target, but also 
damages the warrior.

Monkey Grip Enables the warrior to wield two-handed 
weapons with one hand.

Steal Gil Steal gil from the enemy.

Steal Items Steal items from the enemy.

Counter Counterattack after being the target of an 
attack.

Warrior

The warrior is a master of melee 
combat, wielding one and two-
handed swords with ease.

ABILITY CATEGORY:

Arts of war

Thief

Dextrous and nimble, thieves excel 
at stealing from the unwary and 
evading blows.

ABILITY CATEGORY:

Steal

100% Wool Places the Protect and Shell buffs on the animist.

Catnip Inflict the target with the Berserk debuff.

Archer’s Bane Enables the animist to evade attacks with bows 
or greatbows. 

Focus Increases the potency of the archer’s next attack.

Legshot An attack aimed at the legs to immobilize the 
target.

Concentration Raises the accuracy of the archer’s attacks.

Animist

Animists have learned the secret 
language of the animals, tapping 
their primal powers in battle.

ABILITY CATEGORY:

Calling

Archer

Archers stand out of harm’s way, 
raining arrows upon their foes 
from afar.

ABILITY CATEGORY:

PRECISION
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Oust Cause a monster to flee the battlefield.

Sonic Boom Unleash the inner power of the hunter’s weapon.

Regenerate Gain the Regen buff when damaged.

Sten Needle Set a trap that fires countless needles on unwary foes.

Mirror Items Cause items the ranger uses to have the opposite of 
their usual effect.

Item Lore Increases the potency of potions and other items.

Hunter

Hunters are at their finest when 
fighting monsters and other beasts 
of the wild.

ABILITY CATEGORY:

trapping

Ranger

Rangers favor battle in the wild, 
setting traps to harry the enemy.

ABILITY CATEGORY:

survivalism

Furore A violent attack that damages and knocks back sur-
rounding units.

Inner Calm Enter a state of calm, raising the berserker’s Evasion.

Attack Raises the berserker’s attack, increasing physical 
damage dealt.

Roundhouse Damage surrounding units.

Exorcise Destroy undead foes.

Air Render Focus the user’s ki, sending blades of air slicing 
at distant foes.

Berserker

These seeq warriors rely on their 
instincts, attacking with savage 
blows.

ABILITY CATEGORY:

Savagery

White Monk

White monks eschew the steel of 
swords, tempering instead their 
fists and bodies.

ABILITY CATEGORY:

Discipline
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trading
trading

By participating in a raffle with other players, you can obtain a raffle ticket that 

can be traded for rare items. Refer to page 63 for help preparing to trade.

How to Trade
Select “Trade” from the Title Screen and follow these simple steps: 

1

◆ What You Will Need
■   Two Nintendo DS or Nintendo DS Lite Systems.
■   Two FINAL FANTASY TACTICS A2: Grimoire of the Rift Game Cards.

Select the save data you would like to use for the trade. Once the data is loaded, you’ll 
be taken to the aerodrome.

After advancing through the dialogue, select “Sure, I’ll enter!” to begin searching for 
other players interested in participating.

Once a player is found, you’ll receive a raffle ticket. Your game will automatically be 
saved, after which you’ll be returned to the Title Screen. You can later view your raffle 
ticket in the clan primer (see p. 28).

Load the save data you used to trade. Travel to any 
aerodrome to redeem the raffle ticket and receive your 
item. Note that there is a 2,000 gil fee to redeem the ticket.

2

3

4

DS Wireless Communications
These instructions will help you set up for wireless communications.

◆ Setting Up

1 After ensuring both game systems are turned OFF, insert a Game Card securely into 
each system.
 

Turn both systems ON.

Tap “FINAL FANTASY TACTICS A2: Grimoire of the Rift” on the DS Menu Screen to 
begin the game.

See page 62 for an explanation of how to trade.

2

3

4
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The         displayed on the Nintendo DS Menu screen or the game menu is the Nintendo 
DS Wireless Icon. Choosing a menu option with a Nintendo DS Wireless Icon activates 
the wireless communications mode. Never activate this mode in areas where wireless 
communications are prohibited (such as on airplanes, in hospitals, on trains or on buses).

The         displayed on screen while wireless communications are in operation indicates 
the signal strength of the wireless signal. The icon has four modes depending on the 
signal strength, as shown below. The stronger the signal is, the more stable the wireless 
communications will be.

Please note the following points regarding wireless communications:

No. of Bars

Strength Weaker Stronger

When the wireless communications 
mode is active, the power light will flash 
at a different speed.

For the best wireless communications performance, please note the following:
• All Nintendo DS systems should be within 30 feet of each other or at a distance where the 
   signal strength icon shows two or more bars.
• The Nintendo DS systems should face each other as directly as possible.
• Avoid having people or other obstructions between the Nintendo DS systems.
• Avoid interference from other devices. If communication seems to be affected by other 
  devices (wireless LAN, microwave ovens, cordless devices, computers), move to another   
  location or turn off the interfering device.

Standard Wireless Communication Guidelines

0 1 2 3

bonus content
bonus content

If you have a FINAL FANTASY TACTICS ADVANCE Game Boy® Advance game pak, 

you can obtain special clan privileges by following these instructions.

1

2

3

4

Ensure the power on your Nintendo DS system is OFF. Insert the FINAL FANTASY 
TACTICS A2: Grimoire of the Rift Game Card securely into the Game Card slot, and the 
FINAL FANTASY TACTICS ADVANCE Game Pak securely into the Game Pak slot. 

Turn the power ON to display the screen on the right. 
Once you have read the contents, tap the Touch 
Screen.

Tap “FINAL FANTASY TACTICS A2: Grimoire of the 
Rift” on the DS Menu Screen to begin the game.

Select “New Game” or “Load” on the Title Screen to 
obtain the clan privilege “Libra.”

&  If your DS system is set to Auto Mode, you will not have to perform 
this step. Check your Nintendo DS Instruction Booklet for details.
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Useful Commands

HINTS
hints

The following commands and information may be useful as you advance through the game.

These commands can help you on your adventures in Ivalice.

Cycling 
Through Units

Press the L or R Button to cycle through the units on the battlefield. 
It’s a handy way to compare units’ equipment and stats.

Page Up, 
Page Down

When viewing a long list in a pub or shop, hold down the X Button and 
press up or down on the +Control Pad to scroll through the list one page 
at a time.

Telling Friend 
from Foe

Hold down the B Button during battle to highlight all friendly units 
blue, and all hostile units red. If you move the cursor over a unit while 
holding down the B Button, its movement range will be highlighted on 
the battlefield.

Learning Abilities
Once you’ve mastered an ability, equip a new piece of equipment or change to a new job to 
learn even more abilities. The more abilities a unit has mastered, the more versatile and 
powerful it is in battle. Be sure to set a unit’s abilities after changing jobs! (see p. 25)

Watch Your Step
Don’t rush toward your enemies without thinking. Pay careful 
attention to enemy placement and movement range before 
approaching. Enemies take more damage when attacked from 
behind, but so do you, so take care not to leave yourself exposed 
to unnecessary attacks.

Purchasing New and Exotic Equipment

Placing loot you’ve found on the bazaar will open up new 
equipment for purchase in the shop. The more loot you put up on 
the bazaar, the more equipment you’ll have access to. If you’re 
lucky, you may unlock rare and powerful equipment you can’t 
find anywhere else.

Dispatching Clanmates
You can complete some quests by dispatching members of your 
clan (see p. 33). Although this can save time completing the 
quest, you won’t receive any bonus EXP, so be sure to take this 
into account.

Advancing the Calendar
As you progress through the story, you’ll come across special 
places you can stop to rest for varying lengths of time. Depending 
on your choice, you can rest for 20, 60, or even 200 days, 
advancing the calendar by that amount. If you’re on any time-
sensitive quests, they may be canceled, so proceed with caution.
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