One Vision

balance mod for
Tactics Ogre: Let Us Cling Together (PSP)

by raics

Tactics Ogre is surely one of the classics of turn based tactical games, it can boast a complex storyline with a memorable cast of characters and
multiple endings, as well as a deep combat system with a vast arsenal of equipment, items and spells. Its PSP port can also serve as an example of
how such things should be done, with the game getting not only a much needed facelift but also a thorough redesign of most combat elements.

Sadly, the game isn't without faults, as some of the new features make it extremely prone to exploits which an experienced player can use to fully
remove any challenge from the game. The main goal of this mod is to render such exploits more difficult, bringing weapons, classes and skills
closer to the level they should perform at, as well as to each other. Its secondary goal is to provide tweaks to immersion, visuals and some of the
more cumbersome game systems like crafting and endless skill farming.

That said, balance work is by its nature a subjective matter, some tweaks were done according to popular demand but many more were made
according to my own design and ideas on how things should function. That, of course, means all feedback is more than welcome, this is still very
much a work in progress and it would be unrealistic to expect everything just falling into place right away, so, testing, testing, more testing and we
might get somewhere.

To-do list:
- Nothing, all done

Special thanks to:
- Gibbed, for help with reverse-engineering some parts
- Github https://github.com/gibbed
- CoffeePotato, for covering the mod pretty much from the start
- Guide: https://nichegamescom.wordpress.com/2018/10/02/one-vision-the-guide/
- Youtube: https://www.youtube.com/c/CoffeePotato
- Shiina, for spreading the word in the Chinese community

- 3RS https:/ /shiinal8.github.io/games/2020/06/24/ov-guide/
- And many others, for suggestions and bug reports

Terms of use:
- You are free to use this modification on game files you own, and distribute the download package in its entirety. You are also free to use it as a
starting point for your own maodification, just mention me somewhere.



Installation

First, you will need a piece of software called UMDGen, you can get it here:
https:/ /www.romhacking.net/ utilities/1218/
Download and extract it somewhere.

Once you got the tool, you will need to dump your game ROM to an ISO file, there’s no shortage of online guides on that so I won't cover it here.

Then just follow these steps:

1. Extract the archive you downloaded from the mod page.

2. Start UMDGen, hit 'Open' button and navigate to your ISO image, open it.

3. You will see the root of your ISO on the right, grab the folder ‘PSP_GAME’ and just drag&drop it into the window, you will get an
overwrite confirmation, click 'yes to all' like on the image below.

4. Take the ‘PSP_GAME' folder from ‘Datalnstall Fix EUR’ or ‘Datalnstall Fix USA’, depending which version of the ISO you have, Europe or
United States, and do the same as above.

5. Hit the save button and pick 'Uncompressed (*.iso)'".

6. Browse to the location you want to save the new ISO to, type some filename and hit 'save'.

7. Wait until the new ISO image is built.

Or alternatively:

If you're playing the game on an emulator and have no access to a PC where you could run UMDGen, you can also unpack the iso contents to a
folder, extract the mod content over it so they overwrite the matching files and then just point the emulator to that folder so it runs the game from
there. This process can be done even on a smartphone, you just need an archiver app that can extract ISO and 7zip archives. There’s a video and
picture guide to this method on the link with extra tools, mentioned below in the FAQ section.

*IMPORTANT*
If updating from an older version of the mod first save your game normally, update the ISO and then load the save, do not load a saved state
after patching if playing on an emulator because the game won‘t load new values and may irreversibly botch your newly created

saves.
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FAQ

e Is there a place where I can get more information about changes to items or classes?
- Yes, you can find a consolidated changelog as well as item/class tables and the damage calculation breakdown here
https://drive.google.com/drive/folders/1T7TupkvrKhnHOHtmU20_-csqQuYQrjHf
there's a wiki here with information on gear, classes, abilities, loot table, code generators, install guides and more
https://ogre-db.github.io/one-vision/
also, CoffeePotato is mainitaining a guide elaborating on the major changes and their impact on the game
https:/ /nichegamescom.wordpress.com/2018/10/02/one-vision-the-guide/
and there’s a guide in Chinese by shiina

1 SCHE R : https://shiina18.github.io/games/2020/06/24/ov-guide/

Do I have to start a new game?

If you try to load an old vanilla save it should be free of any game-breaking glitches, however your units will likely have incompatible items,
skills and spells equipped or be in wrong classes, which will take a while to tidy up. Also, your units will still have their old base stats which will
most likely be significantly higher than they should be and still be able to potentially mess up a lot of the balance. So, it will work, but it's
strongly recommended to start a new game.

Can I donate a wee amount of cash to the cause? I like your work and wish to support it.

This has been asked a few times and the answer is — not really. Even if we make an extremely tall assumption that I'm able to gather a
monthly amount that would allow me to leave my job and comfortably do this full time it would still be a poor decision longterm, so, if you're
looking to donate in hopes of speeding up the project, I won't be able to accept that because there’s nothing I could spend that cash on and
speed it up. On the other hand, if there are those that really insist on buying me a beer just as a token of appreciation for the work done so far
or because I'm handsome as a possum you can do so below:

https://www.paypal.com/paypalme/supportonevision



Patch notes v1.11b

General
- Ocionne could be hard to rescue at high levels, so her equipment setup will now be more defensive
- Haymaker innate attack that some monster classes used was renamed to Smash
- As Last Resort skill now does several things along with activating its readied state, the state was renamed to Adrenaline, for cases where it's
activated by other means

Spells and Abilities
- Electrify lightning spell was renamed to Overcharge, it will now also activate Adrenaline
- Infesta will now properly convert damage to TP
- Golem's Granite Fist was renamed to Haymaker and merged with Shockwave, gaining a chance to inflict Sleep and losing 1 range
- Shockwave was removed
- Broaden Force TP cost was reduced to 20

Class
- Golem lost access to Shockwave, the class has a lot of skills so equipping both of its single target specials to choose between them in battle
was unlikely

Consumables
- The draconic scrolls for angel songs will now be available in shops earlier, after Heim in chapter 4

Patch notes vli.11a

General
- The game version on newly created saves was wrong, which might confuse peple into thinking that the patch didn't work, so this needed a fix
- As the focus attack damage formula now includes some dexterity, it will also be affected by strengthen/weaken in addition to
spellcraft/feeblemind. These are all mutually exclusive so they won't stack, and the change just adds some flexibility

Class
- Blade Knight has been renamed to Sword Saint. We already had a lot of 'something-knight' classes even before death knight, this class name is
fitting enough for him and there have been some requests here and there to change it



Patch notes v1.11

General

As the tier II of forbidden spells doesn't exist anymore, there's no real need for Primal orbs anymore, so they have been removed. Forbidden
spells won't be craftable anymore, and all enemies that previously dropped the orbs will now directly drop the spell. If you have any primal
orbs in your inventory, you should convert them to arcana before applying the new patch. Of course, it would be possible to load
into the previous version, craft the spells and load the new version again, but nobody needs that kind of a hassle

Leonar will be a white knight in all his battle appearances

Xaebos will now be a death knight when you fight him, he's close to Nybeth's faction and has a necromancer on his team in one of the battles
so it's unlikely he'd scoff at the upgrade in that kind of situation. He will also be accompanied by two zombie terror knights, but he still uses a
1h sword so he won't have access to the life drain axe art, his necromancy spell selection will also be limited at that level and he won't have
either of the death knight unique spells. This will likely still make the battle harder but we can tone it down in other ways if it's too much and I
expect it should be more interesting

Dievold will also be a death knight in his act 4 chaos battle during Cresida's quest line

The level of some story battles in endgame was adjusted to more closely match the battles before them

Equipment

Weapons that were supposed to do 1 damage, like Kirin Blowgun, could under some conditions deal more damage. It would happen because it
was using the defensive side of a regular attack formula, but they got their own now, so it shouldn't happen anymore

All bows are a bit lighter. Attacking with the 2h ones also costs a little less RT

Heavy shields have 1 less weight

Spells and Abilities

The descriptions for basic elemental damage spells are now shared, more description slots are needed for new ones and there isn't much
difference between them anyway. Arcana will still have the old description that specifies the element

Shaman skills Call Storm and Clear Skies have been converted to spells and updated. There are 6 temples now but only four sisters so the class
has been added to a few other characters that could cover the lightning and ice element, and a unique spell has been added to each one. The
spells have a very large area, centered on the user and typically have some sort of a global benefit and a side effect that usually isn't available
in standard spells of that element

Call Storm is now a lightning spell that still worsens weather, it has a fixed chance to slow enemies and make everyone grumpy

Clear Skies is now a fire spell that improves weather and hits 1-4 units at random, granting quicken to allies or blinding enemies. Rain is over,
time to run and touch grass again, just don't look directly into the sun without protection

Air Raid has been added as the wind shaman spell, it deals minimum damage, knocks back all enemies in the area, and has a fixed chance to
stun. The knockback direction can be selected by targeting a different part of the effect area with the cursor, so if you target a tile behind the
caster, it will pull enemies one square closer

Phase shift has been added as the earth spell, it deals a large amount of damage too obstacles and has a fixed chance to delay RT

Star Ocean has been added as the water spell, it hits units in the area 1-10 times at random, clearing allies of debuffs or reducing enemy TP
Frozen Throne has been added as the ice spell, it prevents undead from rising and has a fixed chance to inflict sleep on enemies

Melta and Corrosion swapped one of the effects, Melta got TP damage and Corrosion got Breach

Winter Siege will now activate DASH (extra movement) on the target along with Battering Ram and Waterwalk

Abyss spell will now also inflict Daze

Galaxy Stop now costs 100 MP

Life Force will now deal raw damage instead of a percentage

Miasma was feeling a bit generic, so it now got the old effect from poignant melody that removes TP and deals the removed amount as
damage, in addition to inflicting poison. It's more dangerous now so its MP cost was raised to 30

Infesta has been added as a unique necromancy spell, it deals raw damage, absorbs it as TP for the user and inflicts Fear by implanting a
parasite. This spell always hits but works only from the back, I'll leave the messy details to your imagination

Songstress songs won't force the audience to face her anymore

Meta Morph geomancy will now do lightning damage instead of piercing

Snow Blind geomancy will now do ice damage instead of crushing

Requiem skill was converted into a draconic spell, it's cost is lower than when it was a skill

Celestial Aria was converted into a draconic spell

Heartbreaker dagger finisher now uses the focus weapon formula. As this finisher is more specialized, it was moved to rank 4 and Mesmerize
was moved to rank 2, as more generally useful

Gate of Truth staff finisher now uses the focus weapon formula

Heaven & Hell sidearm finisher lost the extra range, but it will now heal the user for the amount of TP spent

Death knight's Relic axe art was renamed to Dracul, the name also matches one of the SNES abilities and fits the theme better

Double Strike and Double Shot now cost 80 TP, and will not add any extra RT on top of what attacking twice with that wepon would cost
Limelight will now force all units in the area to face the user, so abilities that use the gaze formula, like dances, will have higher accuracy
Added Armata Strigoi, an active skill that advances the RT counter of undead by TP spent, similar to Time of Need, except it damages units
instead of healing them

Pumpkin Bomb isn't cast on the user anymore, it now has to blow up a Jack-o-Lantern. Its RT cost is now 30 and area was lowered by 1

Day of Reckoning TP cost was lowered to 50



Classes

- Base RT for most heavy armor classes is a little lower

- Some classes were missing the third tier of area spells, as they peviously lacked the fourth one. However, now that projectiles and area have
just three tiers losing a tier is a bigger drawback, and hybrids can't match the power of a full mage anyway so damage spell users can now
access all three tiers of projectile/area, and both tiers of burst

- This would mean that Patriarch/Matriarch would now have full spell access, which is a bit much for a generic class, so their area spells were
replaced with bursts, which could work considering that their skills are defensive and they can afford to take some risks

- Lich got access to Anatomy

- Angel Knight lost access to Silent Song and Poignant Melody, Requiem and Celestial Aria are still available as draconic spells. The class had too
many skills to fit into the list and some of the above were fairly redundant as they overlapped with Day of Reckoning. For now the class got
boiled down to the basics, we'll see if it needs some sauce

- Shaman got access to all Resonances except light and dark, and the Liftoff skill. The class can now cast six new unique elemental spells

- Songstress lost access to Silent Song and Poignant Melody, she got Coquettish Kiss instead

- Geomancer got access to Instill Lightning and Ice

- Sacred Fist lost access to Fell Seal, the class is fairly strong and doesn't really need it

- Death Knight got access to Armata Strigoi, he lost Entomb and Jump as the class can now teleport, he can also cast the unique spell Infesta

Skills
- Racial skills don't have their bugged defensive bonus anymore, so the restriction for most of them has been lifted. The exception is anatomy
because of how common humans are during campaign, so it will remain a special perk for certain classes. Let's just say that the church banned
it, so it's mostly avaliable to barbarian classes
- Trajectory has been renamed to Perception. The skill does more than just showing trajectory and its active portion affects all attacks, not just
ranged, so indicating the change is probably a good thing
- Silent Song, Poignant Melody, Requiem and Celestial Aria have been removed from the skill list

Consumables

Monkey Scroll icon has been fixed

Some tarot card effects on use had to be shuffled as a part of the above fix, so The Magician will now grant Spellstrike, Hierophant inflicts
spoilheal, The Lovers inflicts Rupture (not a typo), and The Star grants Warp

Druid's Mark can now be crafted with the Equilibrium crafting book

Primal orbs have been removed

Added arcana for Air Raid, Phase Shift, Storm Call, Star Ocean, Clear Skies and Frozen Throne. They drop from temple guardians of their
element in both story and random battles

Added arcana for Requiem and Celestial Aria, they can be bought from Deneb's and PotD shops

Added Infesta arcana, it drops from an Incubus in Pirate's Graveyard #6 - Memories of Turquoise

Oghma Infinium was renamed to Equilibrium

Racial Templates

Now that racial skills don't have the problematic part anymore it's also possible to spread some racial-specific classes around a bit

Voltare got access to Hoplite

Sara got access to Trickster

Folcurt got access to Death Knight

Bayin got access to Patriarch, it's the beard

Felicia got access to Commando. After Donnalto got priest, his stand-in was lacking a bit

Phaesta and Arycelle got access to Shaman and Geomancer, you can't use them to trigger the quest but they can serve as the honorary ice and
lightning sister if you really want one

Phaesta will now be neutral aligned when she joins and Tamuz will be chaos



Patch notes v1.10a

General

Spell damage will now ignore half of the target's DEF value

It will also ignore half of the target's crush/slash/pierce resistance if the spell is doing those damage types, however it will still be boosted by
the full amount of those resistances on jewelry that the attacker is wearing

This means there's no need for high stat advantage in order to keep up with gear upgrades, so they will now scale at 1.2 spell power per point
of INT and 0.6 per point of MND, versus 1 resilience per point of RES and 0.5 per point of MND

This should smooth out the damage progression and make spells more consistent, especially for physical spells like bursts or ninjutsu. It should
also make the formula less volatile when stacking a lot of percentage bonuses, like spellcraft/rupture/aversion

Projectile spells are now getting 0.4 accuracy per point of AGI instead of 0.6, they were almost always hitting and that's no fun

Sign and Gaze formula has 0.1 more evasion per point on defensive side so the advantage is a little lower

Fixed some description inconsistencies and minor bugs

Equipment
- Weapon ATK scaling has been changed so early game weapons (up to baldur) are stronger and late game weapons are somewhat weaker.
Damage bonus will also start from a higher value, maximum is unchanged. Early game can be fairly slow, so this should speed things up a bit
and help with damaging exceptionally tough units

Spells and Abilities
- The damage bonus of all spells that use the regular damage formula has been readjusted
- Decay now costs 20 MP
- Abyss now affects an area and its RT cost is lowered to match the elemental minor debuffs, but it doesn't do damage anymore
- Wormhole RT cost was also lowered to match the elemental major debuffs
- Ninjutsu summons are now 10TP cheaper
- Secret of mana is now doing raw damage to MP



Patch notes v1.10

General

The accuracy system has been rebalanced for more baseline consistency and consolidated to make room for more formula types
Minimum attack hit chance from the front is now 20% instead of 25% and from the back it's 60% instead of 55%, this will make character
positioning and facing more important when using high dodge units or fighting them. Indirectly, it's also a buff to Feint (back attack)
As with damage formula, scaling for base stats and gear bonuses is now equal, so there are no hidden bonuses and penalties anymore
This also means that AVD values on shields aren't adding more evasion per point anymore, instead the AVD values they come with are higher
Attack accuracy now scales as following:

- Weapon attacks (melee and ranged): 1.2 accuracy per point of AGI, 0.6 per point of DEX

- Unarmed attacks (melee and ranged): 1.2 accuracy per point of AGI, 1 per point of DEX

- Guaranteed hit: Ignores evasion so it should be 100% at all times
Attack evasion now scales at 1.2 per point of AVD, 0.6 per point of DEX
Weapon skills are now adding 8% accuracy per rank instead of 10%
Having an unarmed formula for melee and ranged means that innate attacks will naturally be more accurate so there's no need for monsters to
have much higher AGI values anymore. This is a class change so there will be no difference in recruited monster base character stats
Truestrike and Trueflight effects have been merged into Precision which adds 30% accuracy to both melee and ranged
Falsestrike and Falseflight effects have been merged into Blind which reduces melee and ranged accuracy by 40%
Dodge and Sidestep effects have been merged into Dodge which adds 30% evasion to both melee and ranged
Stagger and Misstep effects have been merged into Stagger which reduces melee and ranged evasion by 40%
Spell accuracy now scales as following:

- Projectile spells: 1.2 accuracy per point of MND, 0.6 per INT, 0.6 per AGI. Evaded with 1.2 per point of AVD, 0.6 per MND. They will now
have the same minimum accuracy from front/side/back as attacks
Default status: 1.2 accuracy per point of MND, 0.8 per INT. Evaded with 0.8 per point of MND, 0.8 per AVD. This is mostly used for
elemntal debuffs
Tllusion status: 1.2 accuracy per point of MND, 0.8 per INT. Evaded with 0.8 per point of MND, 0.8 per INT. This formula tends to work
better on fighters, especially evasive ones, it's used by illusion spells, mostly light and dark
Sign status: 0.8 accuracy per point of MND, 0.6 per INT, 0.6 per point of DEX. Evaded with 0.6 per point of MND, 0.4 per INT, 0.4 per AVD.
This formula has a higher caster advantage, mostly used for ninjutsu and some special spells or skills
Gaze status: 1.2 accuracy per point of MND, 0.8 per INT. Evaded with 0.6 per point of AVD , 0.4 per MND, 0.4 per INT. This formula also
has a higher caster advantage, however its accuracy is a lot lower from the sides and can't hit from the back
Spellstrike now adds 30% spell accuracy, Spellslip will reduce it by 40%
There are two new effects that affect spell evasion. Ward adds 30% spell evasion, Daze will reduce it by 40%. By default, those will use
Sidestep/Misstep icons, but they will get their own in the HD pack
Stun will now reduce melee, ranged and projectile spell evasion by the same amount, 20%
Leaden will now reduce melee, ranged and projectile spell evasion by the same amount, 30%
Paranoia will now increase the target's melee, ranged and projectile spell evasion by 30% due to being more cautious, however it will reduce
evasion versus all other spells by 30% due to reduced mental stability
Spell damage now scales at 1.2 spell power per point of INT and 0.8 per point of MND, versus 1 resilience per point of RES and 0.4 per point of
MND. The baseline difference is same as before but scaling per stat is a bit lower which should somewhat reduce the difference between high
and mid stat casters, and resilience between various targets

Equipment

The amount of some stat bonuses on gear has been adjusted because of accuracy formula changes

Chance for Slow has been increased to similar values as stun on most weapons

Legion Waster is now a rapier basetype

Godhand now uses the unarmed accuracy formula

Quarterstaff sidegrade now has 1-2 range up to first target, same as rapiers

Whips and Vritra sidearm now inflict Blind

Vritra now has a Fire element

Soul Reaver and Astral Cord now have negative weight to reduce the RT cost of resulting weapon (and give people a hint that it matters). They
are now 2H and have large stat penalties to prevent them from being exploited as a weight reduction stat stick. Snapped weapons are still 1H
Astra crossbow now drops from Lamia Rogue in San Bronsa - Tower of Law Eternal #6

Chance for Hobble on Throwing Spears has been increased to the same values as on 1H Spears

Valkenheim has 1 less range and Reptile racial bonus instead of Human

Added Alexander, a 1H, light element fusil with focus scaling and undead slayer bonus that exorcises undead on kill. Dropped by Female
Nephalem in San Bronsa - Floating Ruins #3

Innate attacks now use the unarmed accuracy formula

Bane and Malediction have 1 exta range

Shield bash also uses the unarmed accuracy formula

Power fist ATK was higher than it should be so it has been corrected

Spell shields now have two uses of Spellstrike

Shields have higher evasion values to compensate for equalized scaling across gear pieces

Added Mantis Earring, an earring with a large luck penalty intended to reduce crit chance when dual wielding. Lowering luck also greatly
increases the chance for the user to get crit, so the earring provides some defensive bonuses to compensate. Crafted with Ways of the Wild



Classes

Wizard can now use Instruments

Rogue can now transfer the Instruments skill, giving you more opportunity to train the skill early on

Lich can now use minor buffs

Paladin got access to 2H swords, Axes, Hammers and Staves, so if you want to skip on their unique weapon arts, you can

Monster classes and Sacred Fist have normal agility because the new unarmed accuracy formula scales more favorably

Tiamat can use Shadowfax

Dark status spells had to be redistributed for all classes with access to them, it changed too much to list here so it will have to be checked in
game or on website

Spells and Abilities

Most spells got a bit more extra damage, combined with the formula adjustment it should result in more consistent damage output across
different casters and targets

Element aversion now reduces resistance by 30% instead of 40%, rotating aversions should still be a worthwhile bonus but with more reliable
spell damage it should feel less required in order to deal damage to resistant targets

Projectiles II and III got 1 extra range

Forbidden magic always hits now, the accuracy formula it previously used was so favorable that it would require quite an extreme scenario to
have a chance of missing, so this is just making it official

Elemental status spells are all using the Default status formula

Sky Pillar has been renamed to Sky Burial because that's a thing, winged folk probably do it because it just makes sense, but don't quote me
on it. It's now an area spell that inflicts Bind and Rupture

Mute is now single target, it's rare to hit multiple casters anyway, and it uses the Gaze status formula. It should be easier to mute casters now,
as this formula is favorable for the user and they usually face the front

Oblivion uses the Illusion status formula

Torana uses the Sign formula

Dark magic doesn't have weaker copies of elemental status effects anymore, it now has three separate groups of minor/major status spell.
Main group is Abyss and Wormhole which use the Default formula and work on undead, the secondary group are Charm (gaze) and
Deadscream (illusion) and the third group are single target damage spells with a fixed status percentage Decay and Nightmare, everything else
was scrapped

Abyss deals 25% of current HP, inflicts Hobble and delays RT by 40-60

Wormhole has 1 extra range and costs 10 more RT

Charm has 1 extra range, uses the new Gaze formula and its cost has been lowered to 20MP/30RT

Deadscream cost has increased to 30MP/50RT, it got 1 extra range and affects an area now

Decay costs 30MP/40RT, it got 1 extra range, it deals similar damage to first tier of area spells and has a fixed 60% chance to inflict Poison and
Weaken

Nightmare is a return of the snes fan favorite, it deals similar damage to tier II area spells and has a fixed 50% chance to inflict Sleep
Draconic damage spells now use the projectile spell formula

Acrobatics was renamed to Discipline, it now grants Precision and Dodge which affect accuracy and evasion for both melee and ranged
Ballistics was replaced by Blasphemy, it grants Spellstrike and Ward which affect spell accuracy and evasion

Miasma now uses the Sign formula

Necromancy status spells use the Illusion formula except Tainted love which uses the Gaze formula

Barren Soul now uses the projectile spell formula

Shadowbind and Deadlock ninjutsu now use the Sign formula

Offensive War Dances now use the Gaze formula

Songs now use the Illusion formula except Secret of Mana which uses the sign formula

Windshot now uses the ranged unarmed accuracy formula

Shellbust now uses the Sign formula

Stormrider stun effect now uses the Default formula

Sunblossom finisher now inflicts Blind

Huapango Winds now grants Dodge instead of Sidestep

Touch actives like Iron Maiden, Fell Seal and Conviction now use the Sign formula

Storm Brand and Righteous Fire now use the Sign formula

Eagle Eye now only grants Precision which affects both melee and ranged accuracy

Vigorous Attack has been renamed to Vanguard, it now grants only Dodge which affects both melee and ranged evasion

Mind's Eye now grants Dodge instead of Sidestep

Healing Strike now uses the melee unarmed accuracy formula

Beckon now uses the Illusion formula

Last Resort cost has been lowered to 20TP/15RT, but the HP cost is now 10% of current HP and it grants Pain Aura until next turn, so the
move is lest costly and potentially more rewarding, but also more risky to use

Blood Price was renamed to Blood Brothers, the skill now needs to target an ally to leech 30% of their current HP and charge 1/3 of the
amount back to them as TP. This should improve Berserker survivability, similar to the old Risk Management except it's more controllable and
the ally also gets something in return, I assume they're proud of becoming brothers with a bloodthirsty maniac

Turn Undead TP cost has been lowered to 50, it uses the Gaze formula and if the enemy is Frightened there's now also a 10% chance to
instantly get stilled

Entomb uses the Sign formula

Pumpkin Strike and Crystal Pumpkin now use the ranged unarmed accuracy formula

Angel Knight song specials now use either the Illusion or Sign formula



Skills
- Anima Core now passively increases ranged accuracy too

Consumables

Mercurial Phial now grants Precision

Philtre of Ashes now grants Ward

- Haunt's Tome now inflicts Blind

Skulldust Nostrum now inflicts Daze

- Hair of the Unicorn was removed

Cursed Unicorn Blood was removed

The Star card grants Escalade on use

The Moon card grants Ward on use

The Sun card grants Emblaze on use

Added the Nightmare arcana, it's available in Deneb's or PotD shop after the start of chapter 4
Added the Blasphemy arcana, it's available in any shop after mid chapter 3
Palsy Skein arcana has been removed

Petriburst arcana has been removed

Slow arcana has been removed

Stasis arcana has been removed

Shackle arcana has been removed

Fixate arcana has been removed

Ballistics arcana has been removed

Racial Templates
- Donnalto will be able to change to Priest when you find the classmarks
- Folcurt got access to Death Knight
- Vyce and Xapan got access to Headhunter



Patch notes v1.09

General

The damage formula has been rebalanced to favor offensive stats, giving the percentage bonuses a more consistent base to work with, as
opposed to often doing nothing unless the stat difference is very high
This also means that there's less need for more spell tiers, as the basic damage spells will stay usable for longer and be a good way to save MP
even at high levels
There's also no need for the global VIT reduction that was done as a temporary measure anymore, so all VIT values were restored, usually at
the expense of offfensive stats. These values will not update for characters you already recruited
Some unintuitive discrepancies were fixed, like weapons adding more ATK than displayed, shields adding less DEF than displayed , or getting
different amounts of stat bonus from gear than from base and class stats
There are now four attack damage formulas in the game that scale as follows:

- Strength favored: 1.2 offense per point of STR, 0.6 per point of DEX

- Dexterity favored: 1.2 offense per point of DEX, 0.6 per point of STR

- Mind favored: 1.2 offense per point of MND, 0.6 per point of INT, this is affected by spellcraft/feeblemind instead of strengthen/weaken

- Bash: 1.2 offense per point of VIT, 0.6 per point of STR, also adds your shield DEF and half of DEF in both armor slots as extra ATK
Defense from attacks now scales at 1 toughness per point of VIT and 0.5 per point of STR, this is the same for mind scaling weapons
Weapon skill rank still adds 4 offense per point but it doesn't provide extra toughness versus the same weapon anymore. There are too many
weapon types to equip this with a specific purpose so it's mostly felt in gameplay as randomly doing less damage, which wasn't ideal
All attack damage is now increased by slash/crush/pierce bonuses on jewelry, previously it affected only STR weapons
Spell damage now gets 1.4 spell power per point of INT, 0.7 per point of MND
Defense from spells now scales at 1 resilience per point of RES and 0.5 per point of MND
Spell damage will now also be increased by the slash/crush/pierce bonuses on jewelry if the spell deals that type of damage
There's also a dedicated Raw damage formula now, it gets 0.1 damage from STR/DEX/INT/MND, but no core stat defends from it. It's also
affected by augments (if elemental), racial skills, petrify, pain aura, elemental and racial resists or aversions, but all of those apply at half value
Augment skills now add 6 offense/spell power per rank and add the same amount of toughness/resilience versus the same element, both
numbers are higher to reinforce the character's alignment with the chosen element as the damage taken will be notably lower
Racial skills now add 8 offense/spell power per rank but don't provide any toughness/resilience bonus. The latter normally won't matter
because defensive bonuses are bugged so the racial skill access has been restricted to classes unavailable to the race, which could now be
relaxed, and if someone cheats a character into a banned class, the skills won't behave in an unintended manner anymore
Petrify will now add 50% attack/spell damage resistance to the target instead of 100%
Strengthen will now add 20% attack damage bonus, Weaken will reduce it by 30%
Fortify will now add 20% attack resistance, Breach will reduce it by 30%
Spellcraft will now add 20% spell damage bonus, Feeblemind will reduce it by 30%
Resilient will now add 20% spell resistance, Rupture will reduce it by 30%
Pain aura will now reduce the target's attack/spell damage resistance by 20% instead of 50%
Resist [element] will now add 80% elemental resistance
[Element] averse will now reduce elemental resistance by 40%, trying to match the aversion is much more rewarding now
These changes are pretty extensive and likely won't feel exactly the way they should right away, but we'll eventually get there
Balxephon's lines in act 3 where he says to Denam 'you killed mu liege' have been corrected to say that Denam killed his own liege
Xadoba in PotD floor 3 story battle will now drop some Enchanter marks so you can start training the class earlier

Weapons

Baldur weapons have no undead racial bonus on top of their hidden anti-undead double scaling because it was too much with the new formula,
those weapons will now display the undead racial icon with no bonus so they will be easier to tell apart from weapons that just have an undead
damage bonus. This doesn't apply to endgame sidegrade 1h hammers which still have their bonus vs other races as well as the anti-undead
scaling but they're easy to identify by their MND bonus

Dex weapons have less of a gap in damage bonus to Str weapons, as they don't have a higher scaling formula anymore so there's no need to
penalize them as much

Weapon classes that use the new mind/int formula will have the [FOCUS] tag

Damage bonuses, racial bonuses and ATK values have been readjusted to make more sense with the new scaling

Sidegrade daggers use the MND damage formula

Some 1h swords have changed places in lower level weapon list so Rapier could be moved to level 16 and potentially last you a longer time, it
also has a 2h sidegrade

Fandango and Oracion have been changed to the rapier subtype

Shaytan's Bulova inflicts Curse on hit

2h Katana sidegrades get to keep their deflect bonus

Caster staves now use the MND damage formula, quarterstaff sidegrades still scale with STR

Iron Staff is now a quarterstaff sidegrade, that early the casters won't miss one upgrade tier much and it will be easier to start using staves
with classes that can only use quarterstaves, or don't have good caster stats

Elemental staves are back to the opposing element aversion system instead of cyclic

Spellbooks and Instruments use the MND damage formula

Added Blindside, a 1-2 range innate melee attack that throws dust in target's eyes to do 1 damage with a chance inflict Falsestrike on hit, it's
mostly available on ranged or tricksy classes

Replaced the Hex innate ranged attack with Bane, a light element ranged attack with Mind anti-undead scaling and a chance to inflict Breach
on hit, it's mostly available on divine casters that use projectile spells

Classes that had Hex as innate ranged attack got Malediction instead, which also has mnd scaling and inflicts Rupture instead of Wither



Armor

Armor resistances are a little higher

Light and heavy armor has a bit of elemental resistance

Heavy accessories and shields are a bit lighter

DEF and VIT bonuses on armor aren't penalized anymore

Shields now have their own bash damage formula that uses their DEF so most of them don't have an ATK score. Special shields like Main
Gauche or Power Fist still have their usual scaling, and orbs use Mind scaling

Flame and Void has -1 weight instead of 1, as a nod to SNES orbs

Warrior's Band and Defender's Band have been removed, they had a lot of overlap with core stat rings

Classes
- Class stats have been adjusted for the new scaling
- Rogue can transfer the Cudgels skill from other classes and use the quarterstaff sidegrade, it's one of the suboptimal choices but it's an
incospicuous weapon that would make sense for a rogue
- Princess can use Instruments
- Lord can also use Instruments, strictly for bonking, Denam still can't carry a tune to save his life
- Shaman gets Blood Magic instead of Meditate, and Field Alchemy I, as it was the only mage that couldn't use intermediate items
- Golemsbane can be learned earlier

Spells and Abilities
- Spells have been reverted to the opposing element aversion system, air - earth, lightning - water, fire - ice, light - dark. It's a pretty nice
gameplay mechanic and it was hard to use with the cyclic system, it was done to match the prevailing element system but it was discovered
that it works only for light and dark, so there's no point in matching it anymore
Most buffs that lasted 6 turns will now last 5 turns
Projectile IV spells have been removed, the other ones were spread out more as there's no need to have as frequent upgrades. Projectile II
now costs 30MP and projectile III is 50
Summons I will now cost 80 MP and hit up to 5 times in a very large area but at fixed range, so it's hard to target a single enemy with it.
Hitting 1-2 times didn't really work out because in that case the chance seems to be skewed towards hitting only once, approximately 70:30
Apocrypha I will now cost 100 MP
With the current scaling there's no need for Summon II and Apocrypha II so those have been removed, Summon I will be dropped by the same
enemies as Summon II previously was. Primal orbs will likely be removed at a later date and Apocrypha scrolls will drop directly
Decay doesn't do direct damage anymore, it still inflicts poison and weaken
Decay II has been removed
Draconic damage spells now have MND scaling, just like spellbooks or instruments and are also affected by spellcraft/feeblemind. They still
count as attack damage so they're defended from with vit/str, fortify and so on
Barren Soul and Acid Cloud also have MND scaling
Ogumo I/II/III will hit 1-3 times again
Grenades now have Raw damage scaling
Ahriman minor finisher will now inflict Curse instead of Wither
Heartbreaker finisher now converts damage done into MP
Lament of the Dead now inflicts Curse and Weaken instead of Fear and TP damage
Intimidate now has a 60% chance to remove half of target's TP instead of inflicting Weaken
Righteous Fire and Storm Brand don't inflict Breach anymore, it's a bit much now that elemental averse is more impactful
Shadowbreak, Fusrodah and Conviction use the Raw damage formula

Consumables
- Arcana for Projectile IV, Summon II, Apocrypha II and Decay II have been removed
- Arcana for Projectile III and Summon I has been removed from the shops
- Thaumaturgy Arcana can now also be bought in Deneb's shop
- Treatise on Seduction can now also be bought in Deneb's shop
- High level elemental temple boss story battles will drop 1 primal orb, same as the low level one

Misc
- New saves made on the modded game will now have different icons. Big thanks to Gibbed for adding these to game resources
- Saves will also have the version of the mod in their description. To clarify, these two changes are purely cosmetic, all hard saves can
still be used on any version of the mod or the vanilla game without issues, no matter what they look like or what their text says



Patch notes v1.08b

Equipment
- Brynhildr got Auraheal on use instead of Righteous Fire, as it doesn't match its element anymore
- Famfrit had the wrong use ability instead of Allheal II, as the healing spells moved around
- Octopus melee attack got 1 extra range and can attack diagonally, like whips do
- Fixed some errors with equipment crafting ingredients

Spells and Abilities
- Fixed an error with cost and description of Celestial Aria
- Fixed the dark summons inflicting wrong averse

Patch notes v1.08a

General
- Phaesta and her team are now outfitted more defensively so they should be easier to rescue
- Phaesta now joins as White Knight with Augment Light
- Lanselot will now join with Augment Fire instead of light
- Heal II arcana drops from the same location Heal IV used to, Female Nephalem in San Bronsa - Floating Ruins #5
- Allheal II drops from the same location Allheal III used to, Hawkman Cleric in San Bronsa - Floating Ruins #12
- Patch 1.08 was live for a very short time so the notes were merged with 1.08a for easier reading

Equipment
- Throwing weapons have now been split into four types, heavier variants are throwing axes and spears which are best used as main weapon,
and the lighter variants are slashers and bolas, which are better suited to use as sidearms. Some are available in shops and others as an
upgrade to the lower level version, and all versions have a high level representative
Throwing Axes have the shortest range but do the most damage and can inflict Breach
- Throwing Spears do a bit less damage but have the longest range and can inflict Hobble
Slashers have lower range and moderate damage, but can inflict Slow
- Bolas have a bit more range, similar damage to rippers and can inflict Bind
Lombardia is now fire element, it swapped some of its AGI bonus for MND and has fear immunity
- Added a slightly weird 1H Whip that can be crafted with Secrets of the Master

Classes
Terror Knight can equip all 1H Swords. They can still use only the Power Fist and focus shields but they don't have to wait for Wukong Blade to
start using them
Ninja can now transfer Whips from other classes
White Knight can now also use some offensive magic, their set is now a combination of Knight and Dragoon (plus Dispel)
Paladin/Freya can now use Fire Magic, access to fire spells is the same as for lightning spells with the addition of the unique spell Balefire. The
class has lost access to Consecrate as it now serves a dual purpose
Knight Commander lost access to Intercession skill
- Sacred Fist has lost access to Cross Chop and Lariat, the class isn't a strong damage dealer and can't be empowered like monsters, so the
abilities were a poor fit. He got the Holy War special skill instead, as the status effect on it would likely be more useful, and can now learn the
Healing Strike special skill
- Added Harbinger/Furia, a special class for Arycelle, it requires Tempest's Marks which are available only on Chaos and Neutral routes
- The class can equip Daggers, Bows, archer gear and mage gear
- Passive skill access is similar to Archer, with the addition of standard passives for hybrid mages, Instill Lightning, Counterhit 2, Bash 2/3,
Intercession, Eagle Eye, Dragonfly and Storm Front
- They can use two Bow arts, Conduit at rank 1 and Levin Array at rank 5
- The spell selection includes Thunderflare 1/2/3, Stunbomb, Rattle and the unique spell Storm's End

Spells and Abilities

- As it was proven that only light and dark prevailing element actually works, only those spells will affect it now

- To make the mechanic less susceptible to spamming low cost abilities, it will now only be affected by powerful ones, including summons,
forbidden, Spirit Bomb, Grim Dawn, Day of Reckoning, Celestial Aria and Requiem. The amount has been increased to around 1/10 of the
MP/TP cost so each use should be more noticeable

- Prevailing element now affects divine heal spells at 50% strength, it was scaling too well after the healing rework

- To reduce their reliance on RNG, summons will now strike 1-2 times but the damage per hit was increased to compensate. Their MP/RT cost
has been increased, and the level requirement of summon 1 has been increased to 24



Spell healing has been nerfed somewhat as it could scale too high, especially later on but it has received a fixed bonus amount to compensate
at low levels. It now gets 0.8 per point of MND, 6 per augment rank and 8 per racial rank

Torana costs more MP

Added Storm's End, an expensive spell that deals heavy lightning damage to targets in a large area and has a 50% chance to halve their TP
Purify now scales like divine healing spells, but it doesn't get the fixed bonus amount

Added Balefire, a short range fire spell that strikes targets in a line 1-3 times. Each strike does a fire damage hit with a 50% chance for an
additional one. Undead targets always receive an additional light damage hit

Winter Siege will now also nudge the unit's RT counter a bit, roughly by 10 points as the effect can't scale on this type of ability

Heal and Allheal now cost more RT, now that basic heals stay useful they were probably a bit too spammable

Heal II and Allheal II now require level 26 and can't be bought in shops, we tested them enough so they don't have to be as easily accessible
anymore

Dark damage spells have a small damage bonus versus living targets again

Lancet will now heal the target for 40% of caster's current HP, and also give half of the sacrificed amount back after healing the target
Ogumo II and III also do 1-2 strikes like the basic Ogumo, but the damage per hit is higher

Circle of Life also scales like a healing spell

Large AoE abilities centered on self, like Galaxy Stop or Grim Dawn have 2 more area

Hamstring dagger art was removed, it was initially added for flavor and I needed more room for other abilities

Smite and Purgatory sword arts now do Fire damage

Added Conduit, a bow art that does lightning damage to a single target and steals its MP

Added Levin Array, a bow art that strikes enemies in a line and charges 50% of current TP to allies

Mother's Blessing doesn't have Healcraft anymore. It was fine to have it before as a little extra because the buff was barely doing anything, but
now that it's a much more valuable buff and considering that the entire healing amount is multiplied by the skill, it's a bit too good
Consecrate Dead was renamed to Consecrate and will now also buff allies in the target area with Healcraft, which should make the skill less
situational. Its area of effect has been reduced by 1

Reflection is now a targeted 5-tile skill, which should make it easier to buff only the targets you want, it is also cheaper now

Shadowbreak now behaves like a regular target-restricted skill that can be cast only on shadows, so we don't need the ground hit animation. It
will now do spell damage to units and 10 damage to any obstacle, shadows can have up to 10 HP so that's enough to destroy them

Guiding Light was renamed to Righteous Fire, it now inflicts fire averse and buffs the user with Fire-Bringer

Added Healing Strike, a special skill that does a high amount of Light damage but will heal it all back if it doesn't kill the opponent. Unless
they're undead, in which case it will do additional Light spell damage instead

Virtuous Dance, Selfless Kiss and Celestial Aria now scale like healing spells

Consumables

Arcana cost has been reduced by roughly 30%, equipment can be reused on other characters but arcana is consumable, so maintaining a large
army could get too expensive

Added Storm's End Arcana, it drops from Cherub in Temple of Nestharot #4 - 2nd Descent

Added Balefire Arcana, it drops from Balor in Temple of Xoshonell #4 - 2nd Descent

Added Tempest's Mark, they only drop from Modiliani in Chapter 3 Chaos battle #9 - Bahanna Highlands, and also from Botis in Chapter 3
Neutral optional battle - Quadriga Fort during Phaesta/Tamuz/Chamos rescue mission or Orgeau in Chapter 3 Neutral optional battle - Golyat,
so you will get them whichever of the two battles you choose in neutral route

Monster crafting materials are more expensive



Patch notes v1.07

General
- Heal IV and Allheal III arcana will not drop in endgame anymore
- Fixed the skills on some of the endgame bosses, and some other minor issues

Equipment

- Claw sidegrade have a higher res bonus

- 1H Sword sidegrade has the same amount of AGI bonus as the default version instead of half, it also has a higher AVD bonus

- 2H Sword sidegrade inflicts Slow instead of Stagger, it also has one more rank of Overpower and a slightly higher damage bonus

- Wukong blade has a lower AGI penalty and one more rank of Overpower

- 1H Spear sidegrades are now pronged spears / tridents so sprites were shifted around a bit and some weapons were renamed. They now have
a chance to inflict hobble in addition to their MND bonus

- Longinus has been switched to default 1h spear, as the sprite doesn’t match and there are less default versions in endgame than sidegrades

- 1H Katana that do piercing damage will be a bit lighter and cost less RT to use to compensate for their damage type not matching the finishers

- Goddess Bound has +1 Parry instead of +1 Katana skill rank, a small AGI bonus and can hit targets one tile further, like rapiers do

- Goddess Scorned has a penalty to INT instead of MND, so it can still hinder spell usage without penalizing spell resistance and avoidance, its
RES bonus has been lowered as it's now a straight bonus instead of penalty reduction

- Now that healing scales better with MND, caster staves got a MND bonus at the same amount as sidegrade staves, so they would be more
useful to healers. Their INT bonus is lower but the total spell power you get from both stats is a bit higher than before

- Default crossbows have a bit less ATK

- Boltcasters can hit at point blank again, as AI doesn’t understand the gap on that type of targeting range

Classes
- Fusilier lost access to Fumerolle, it wasn't very useful on a long range class. The class is now a little tougher and it got First Aid instead, so they
can provide some back line support, having a skill like that would probably be handy for traveling mercenaries that hate magic
- Juggernaut has a bit more magic resistance and their movement cost is lowered to match other generic melee classes
- Buccaneer lost access to Fumerolle
- Commando can now learn Fumerolle instead of Torinoko, he got tired of seeing ‘Jump in the ocean and swim back to Japan’ in his inbox
- Cyclops is a bit tougher and has more accuracy

Spells and Abilities

- The scaling of divine healing spells has been reworked. Previously they barely scaled, you would get something like an extra 5 HP per 100 MND
or 2HP per 100 of the target’s VIT, but it was also lowered by the target’s RES at 3 points per 100 MND. It was also boosted by healcraft (on
both caster and target) and jewerly light resistance, while being resisted by spoilheal and all sources of light resistance, but none of this made
much difference because the base amount was in single digits for most of the game. Big thanks to gibbed for finding this too
Divine healing spells will now heal 1 point of HP per 1 MND, 8 points per rank of Augment Light and 10 points per rank of racial skill. This base
amount will get a 20% increase from Healcraft, 30% reduction from Spoilheal, it's affected by prevailing element and increased by jewelry
elemental resistance and won't be resisted by anything. We'll see if it scales well enough, but it can be adjusted as needed
There are a few more things, likely effects and conditions that affect it but I couldn't find what they were so let me know if you notice anything
else affecting it, like a status effect or readied state
Since the heals scale better there’s no need to have as many tiers, so there will be just the basic Heal for classes that would previously get Heal
I-IIT and dedicated healers will get the more powerful Heal II. In the same vein, only dedicated healers will get Allheal II with larger area
Her Blessing will now have 100% chance for Fear
Black Mucus now costs 30 TP and 10 RT
Fell Seal has 1 extra range and will also deal some damage, making it more useful against other targets, but the cost will now be the same as
the touch abilities of Princess and Heretic. The Petrify part will still work only on undead and umbra
Princess’s Whim is now cheaper and the effect lasts for a longer time
El Colas Winds will now heal some HP and grant Reflection to self. Its cost was also lowered to 40 TP and 15 RT
Added First Aid, a cheap skill that heals some HP and removes one debuff
Recall was renamed to Entomb, the skill will now also be able to Still living allies, so they can rise again in several turns like undead do. Living
allies will not be able to be exorcised during their power nap, as they aren't undead
Abilities used by some endgame bosses (like Radius, Umbra, or Sunny-side-up Cataclysm™) will now inflict the same status effects as dragon
breaths of matching element

Consumables
- Removed Heal III, Heal IV and Allheal III arcana
- Heal II and Allheal II arcana will be available at Deneb’s and PotD shop for now
- Blackwing Leg and The Lovers tarot card will inflict Spoilheal on use again, instead of Hobble

Misc
- The descriptions of Instill Light/Dark as well as Augment Light/Dark have been updated to show that those skills protect against the opposite
element, unlike other instills and augments



Patch notes v1.05

General

Selecting the middle answer in the starting tarot quiz will now give you +2 to AGI and AVD instead of +1, but some of the cards you draw that
give you those stats will add 1 point less. You can see the full list on the website when it updates: https://ogre-db.github.io/one-
vision/tarot.html

Black Plume arcana drops from Female Lich in Pirate's Graveyard #6 - Memories of Turquoise

Torana arcana drops from Blackguard in Chapter 3 Phorampa #11 — Frostfen

Spirit Bomb arcana drops from Nightwing in Chapter 4 Phorampa #13 - Land of the Supplicant

Fixed a number of minor bugs and description errors

Equipment

Damage bonus of meele dex weapons is higher

Knight Commander weapons have a higher INT bonus

Daggers have a higher chance to inflict status effects

Sidegrade daggers don't have the Spellstrike usable ability anymore, they got a higher MND bonus instead

Piercing 1H Swords (Rapier and Fragarach) now have 1 extra range but can hit only the first target in the line, have a slightly lower damage
bonus, lose Stagger on hit and +1 Overpower

Ambicion now has a bonus vs Humans

Glamrock is a 1H Axe, there’s Shaytan’s Bulova as a dark element 2H option. Your death knight Dievold might be less unhappy with his career
choices now

All 1H Spears are now 1-2 range, they're available to most tanks and those would lose a good chunk of damage by not being able to counter.
The main variant has an AVD bonus and sidegrade has the MND bonus

Default 2H spears are now 2-3 range, and their sidegrade are halberds, which have 1-2 range, do a larger amount of slashing damage but have
higher weight and RT cost, lose some AVD bonus and swap +1 Parry for +2 Overpower

Osric’s Spear is now 1H

Bentisca and Longinus have swapped places in item table, so Longinus is now a high level holy spear with 2 uses of Aura

Sidegrade hammers don't have a damage penalty anymore

Khatvanga now has Soul Harvest on use instead of mana charge

Spellbooks now have a MND bonus instead of INT

Bows have a slightly higher damage bonus

2H Bows have lower weight but siege bows have a higher RT cost

Icarus Bow can inflict Weaken on hit

Ji'ygla's Bow is now a 1H weapon, it was renamed to Legion Span and is now part of the Legion set

All Crossbows are 1H now

Default crossbows have lower range than before, but hit harder

Sidegrades are assassin crossbows with lower range and power, but they also have low RT cost and can inflict Poison on hit

Only some crafted crossbows are still boltcasters, so you won't see enemies using them much, but they’re more powerful

All Fusils have a luck bonus now, they also have much higher ATK but no damage bonus

2H Fusils have 12 range and are a little lighter

Thrown weapons have a slightly higher damage bonus

Thrown weapon upgrades are available at same levels as other ranged wepaons past level 10

Ji'ygla equipment was changed or removed, you now get the bonus by equipping the full Sniper set

Ji'ygla's Darkcoat was renamed to Sniper Ghillie, it's lighter now but has low stats and Siege as passive effect. It's still part of Jiy'gla set
Raven'’s Corona has no passive effect anymore, it got Spellstrike as a usable ability instead

Sage’s Mitts are usable by several more caster classes

Ji'ygla’s Bracers have been removed

Snipe Bracers have been renamed to Sniper Gloves, they're now part of the new Sniper set

Some of the higher level boots are stronger

Snipe Gators have been replaced with Sniper Mark, a unique accessory from the Sniper set with a high AGI bonus and AVD penalty

Classes

Wizard got access to Field Alchemy I

Spellblade/Valkyrie have more agility and evasion

Princess got +1 jump and Resonance skills instead of Instill skills

Cyclops has more HP

Some of the endgame boss classes were renamed to something else. They were often just their name, like ‘Sirene of the class... Sirene’

Skills

Most transfer skills are now be learnable with a delay, usually at the next skill threshold for the origin class. Notable exceptions are weapon
skills and the entire Lord class, as transferring skills is the main point of the class

Siege has been removed as a usable skill, it still exists for use on some NPCs or equipment

Opportunist skill now grants use of Flank active ability, it's supposed to be a less restrictive alternative to Siege

Arbiter, Grim Dawn and Galaxy Stop special skills were removed



Spells and Abilities
- Electrify lightning spell will now double the target’s TP instead of charging a fixed 50 points. It can now also be used on self
Arbiter, Grim Dawn and Galaxy Stop are now draconic spells
Grim Dawn and Galaxy Stop now affect a large area around the user instead of all enemies
Springboard and Teleport draconics are a bit cheaper to use
Warcraft and Thaumaturgy draconic are a bit more expensive to use
Secret of Mana and Blaze of Glory dances will charge less MP and TP
Added Flank, a cheap ability that grants Battering Ram to the user for 1 turn
Meditate will now charge 5 + 15% MP instead of 10 + 10%, making it more powerful in late game
HP Infusion will now restore 25% of max HP in addition to TP spent, HP values are higher in the mod so the ability wasn't as good
Last Resort will sacrifice less HP
Distill Power and Distill Remedy cost less TP
Recall has 3 range and costs less TP/RT
Iron Maiden will deal a bit more damage
Conviction will dow deal raw damage, like grenades, making the damage more consistent, and drain the inflicted amount as MP
Storm Call costs more TP and affects a large area around the user instead of all enemies, it will now inflict Stun instead of Falseflight
Clear Skies costs more TP and affects a large area around the user instead of all enemies, it will now have separate rolls to inflict Weaken and
Breach instead of Falsestrike
Evanescence will charge less MP, however, it will also restore some HP
Devour got a significant range boost
Piledriver has 1 extra range
Granite Fist will now hit indirectly, so you can hit through obstacles like Tail Lash does
Shockwave lost 1 range
Lariat costs less TP
Crystal Pumpkin now does more damage to undead, making it easier to finish them off
Selfless Kiss will now heal HP and remove debuffs, the healed amount is higher and the amount the user sacrifices is lower
Lingering Kiss will now accelerate RT and double TP. This way each of the kisses has a clear purpose, one is for support, the other is for
recovery
Vortex Breath and Radiant Gale will now always inflict Silence and Rupture
Stormrider spear art is now a single target ability that delivers a lightning attack, if that hits it rolls projectile spell hit chance to add an
additional hit of lightning spell damage, and if that also hits, it rolls status spell hit chance to Stun
As Silence is a fairly specialized effect, some of the finishers and abilities that infict it will also inflict Rupture
Some of the caster weapon finishers weren't following the extra power convention properly and have been adjusted accordingly
Ice Prison axe finisher inflicts Stop instead of Bind
Ruination spear finisher also inflicts Rupture
Crystallize and Jihad cudgel finishers have 1 extra range
Gate of Truth cudgel finisher also inflicts Curse
Annihilate spellbook finisher now does 1 hit, drains HP for the amount of damage dealt and inflicts weaken
Obliterate spellbook finisher now inflicts Petrify
Devastate spellbook finisher now inflicts Stun
Final Fortissimo instrument finisher also inflicts Rupture
Fata Morgana fusil finisher also inflicts Rupture

Consumables

Buff consumables are more expensive

Added the Arbiter Arcana, it drops from Nephalem in Chapter 4 Phorampa #15 - Wonder at the Gods Above

Added the Grim Dawn Arcana, it drops from Female Lich in Pirate's Graveyard #5 - Ripples of Grief story battle and Male Lich in Pirate's
Graveyard #5 - Ripples of Grief random battle

Added the Galaxy Stop Arcana, it drops from Dragonlord in Chapter 4 Phorampa #15 - Wonder at the Gods Above

Thrown Weapons II crafting book was removed from the game

Thrown Weapons I crafting book was renamed to Thrown Weapons and now has recipes from both books. Those recipes are just sidegrades so
there was no point to delaying the availability of higher level recipes, as they're gated by obtaining the base weapons anyway

Racial Templates
- The formula I used to evenly distribute points to racial defaults has been adjusted somewhat to value AGI and AVD less highly, which resulted
in some characters getting a few more points. These values won't update for existing saved games, but the differences are fairly small so they
probably aren’t enough to warrant a restart
- Heavenly generals and a few other bosses are more durable



Patch notes v1.01

General
- Fixed some small bugs with battle setups, like one enemy Death Knight not having the proper skill loadout, and Black Plume arcana dropping
only in the story version of the battle

Equipment

- Crafting sidegrade equipment during campaign requires less materals, except when the equipment piece is a side-upgrade, as is the case with
axes, spears and hammers. Some of the other crafts also require different materials but the changes are mostly for consistency and for using
some underutilised materials more

- Femakk’s Blowgun and Rahula swapped the status effects, as the latter is a heavenly general weapon and they tend to have stop ward

- Bragi’s Harp got stop ward instead of stun ward

- Ytiva and Centeotl’s Rib also swapped status immunities

- 2H Crossbows got +1 to Overpower

- Hex innate ranged attack costs less RT

- Duelist robes are now classified as general cloth armor and can be used by more non-mage classes

- Shagreen boots are now the same subtype as padded leggings so they can be used by more classes

- Cloud Shoes now have Leaden immunity

- Sparkguard boots now have Slow immunity

Classes
- Archer got Shuriken instead of Throw Stone
- Beast Tamer got Throw Item instead of Throw Stone, for increased non-monster utility
- Angel Knight got Hex as innate ranged attack
- Trickster can use Drain Mind and Drain Power
- Monsters are a bit more resistant to magic

Skills
- EXP gain for all skills has been increased to more convenient numbers, so you gain 1%, 2% or 2.5% instead of 0.96%, 1.92% and so on
- The cheapest kisses for faerie and gremlin got weaker, but they are now active skills instead of specials, I suppose it's now a quick smooch
rather than a kiss. They often get replaced by the more powerful kisses later and having an active skill could be a reason to keep them on

Spells and Abilities
- Draconic damage spells II now do a bit less damage
- Added a new ninjutsu Deadlock, a short-range indirect ability that inflicts Stop, it costs 20TP/20RT and requires 1 Black Yarn to use. It can be
used by Ninja, Lord and Astromancer
- Hamstring will now do damage in addition to inflicting Bind
- Coquettish Kiss will no longer inflict Bewitch
- Tainted Kiss will no longer inflict Silence

Consumables
- There were some removed consumables that could sometimes still be found as buried treasure and would usually show a blank icon with the
text 'REMOVED'. All those have now been replaced with treasure items so you will be able to get some cash for them at least
- Added Black Yarn as reagent for the Deadlock ninjutsu, purchaseable in regular and PotD shop
- Added the Domination Scroll that teaches the Deadlock ninjutsu, purchaseable in regular and PotD shop



Patch notes v1.0

General
- All of the battles have been updated at this point, so this patch is mostly dedicated to the few things I never got around to add

Equipment
- Added the Adamantine tier of light helmet, circlets are fine but light armor classes were left without high level headgear with parry bonus
- Added a very light unique throwing weapon with some defensive bonuses, with the drawback of flying in a straight line. It drops from Rackham
in Pirate's Graveyard #12 - On Holy Ground story battle, or Skeleton Hoplite in Pirate's Graveyard #12 - On Holy Ground random battle if you
already completed the story battle

Classes

- Added a new unique Spirit Bomb spell for Sacred Fist class

- Made the Death Knight class playable, it's a dark themed tank class with good access to necromancy spells, best used with undead units,
there have been requests for such if you'll believe it. The class can use 1h Swords, 2H Swords, 1H Spears, 2H Spears, 1H Axes with a unique
axe finisher, 1H Hammers and 1H Crossbows. They have a similar general skill access to Terror Knight with full access to Rampart Aura and
Resonance instead of Instill, also being able to learn Phalanx, Squash, Check, Howl, Double Strike and Recall. They can use all
Necromancy spells except Living Dead, Tainted Love and Black Plume, but with the addition of a unique Miasma spell. You can only get
classmarks for it in a specific mission on chaos route, and only Denam can use the class there, but if you have Dievold from the neutral route
he will also be able to (and probably hate every minute of it). If you already completed Cressida’s sidequest I'll probably provide a code for the
classmark, with the condition to use it responsibly

Skills

- Renamed Double Attack to Dual Wield, it's a very common name for the ability, and Double Attack was sometimes easy to confuse with the
Double Strike active skill

Spells and Abilities
- Added a new divine magic spell, Spirit Bomb. It can only target stilled undead, destroying the remains like the Exorcism spells. However, the
process is somewhat less gentle, triggering an explosion that destroys other undead remains in the area, as well as dealing Light damage to
undead that haven't been stilled yet
- Added a new necromancy spell, Miasma. It's a short-range spell with large area that attempts to inflict Slow, Poison and Dark Averse, each one
with separate proc chance. The spell is fairly cheap and fast, but only affects the living
- Added Relic, a dark elemental axe art for Death Knight that drains HP from a single target

Consumables
- Added the Miasma Arcana, it drops from Overlord in Pirate's Graveyard #12 - On Holy Ground random battle
- Added the Spirit Bomb Arcana, it drops from Nephalem in Ch4 Phorampa #15 - Wonder at the Gods Above
- Added Fiend’s Mark, it drops from Hektor, Cassandra and Moldova during Cressida's rescue mission



Patch notes v0.998a

Racial Templates
- Fixed the issue with Deneb not being able to change class to Wicce

Patch notes v0.998

General
- The battles in Palace of the Dead — Floor 101-114 have been updated
- These are the notable drops on those floors, the rest has been removed or relocated:
Spiked Bola drops from Archer in PotD - Floor 102
Muramasa drops from Sellsword in PotD - Floor 104
Ji'ygla's Bow drops from Gorgon in PotD - Floor 105 story battle, or from Deathwyrm in random battle on the same floor if you already
completed it
Gorgon's Head drops Gorgon in PotD - Floor 105 story battle
Caladbolg drops from Slayer in PotD - Floor 106
Dragonet drops from Slayer in PotD - Floor 106
Rudra's Braid drops from Cannibal in PotD - Floor 107
Caliburn drops from Blackguard in PotD - Floor 108
Snipe Bracers drops from Female Deadeye in PotD - Floor 108
Shaytan's Bulova drops from Dreadnought in PotD - Floor 109
Masamune drops from Sellsword in PotD - Floor 110
Rifle drops from Female Sniper in PotD - Floor 110
Dagda's Hammer drops from Male Draug in PotD - Floor 111
Jormungand drops from Overlord in PotD - Floor 111
- Livela's Tanbur drops from Gorgon in PotD - Floor 112
Gorgon's Head drops from Gorgon (instrument) in PotD - Floor 112
- Gae Bolg drops from Male Hexblade in PotD - Floor 113
Mordred's Song drops from Nightwing in PotD - Floor 114
- Bars drops from Female Deadeye in PotD - Floor 114
- Some of the other drops have been moved:
- Astra now drops from Female Nephalem in San Bronsa - Floating Ruins #3
- Kusanagi now drops from Male Nephalem in San Bronsa - Floating Ruins #9
- Argetlahm now drops from Male Nephalem in San Bronsa - Floating Ruins #10
- Blooming Score now drops from Female Nephalem in San Bronsa - Floating Ruins #11
- Veritas now drops from Male Nephalem in San Bronsa - Floating Ruins #12
- Arcane Score now drops from Male Nephalem in San Bronsa - Floating Ruins #13
- As always, consult the item and ability tables here for up to date drop locations
https://drive.google.com/drive/folders/1T7TupkvrKhnHOHtmU20_-csqQuYQrjHf?usp=sharing
- The Heavenly General battles have been updated
- The generals now always drop a Rack and a Pinion, so you can craft replacement Forks after the battles and chain them more easily
- The heavenly general class stats are now more aligned with the generic class they resemble, they were previously all identical
- Bahamuts can now spawn instead of amarogs in Phorampa #3 - Field of Fallen Shadow, they might look a bit different than normal ones but
they will serve just fine if you need a bahamut for Deneb and you missed the ones in story battles

Equipment
- The new highest level for gear is now 36 instead of 40, so the level for most gear between 24 and 40 has been adjusted accordingly. This is
just a level requirement change, stats are the same
- Elemental staves now inflict the same elemental weakness on hit as damage spells of the same element
- Inbuilt Steadfast has been moved to sidegrade heavy shields, instead of sidegrade heavy armor
- Added the Owl's Earring with bonuses spread among physical and magic stats, it is crafted with Jewelry Enchiridion. Note that it had to swap
places with Raven Corona so you if you had any of those, you will have to craft them again

Classes
- Necromancer gained access to Field Alchemy II
- Blade Knight can learn the Ghostblade ninjutsu



Consumables
- Added the Discharge Scroll, it drops from Sellsword in Phorampa Ch3 - Whisper of Leaf and Water
- Angel's Feather is now a consumable that grants flight on use

Spells and Abilites
- The elemental weakness that elemental damage spells inflict has been changed to the same system used by the prevailing element mechanics,
and will also be used in Reborn, it goes as follows:
Air -> Ice Averse
Earth -> Air Averse
Lightning -> Earth Averse
Water -> Lightning Averse
Fire -> Water Averse
Ice -> Fire Averse
Light -> Dark Averse
Dark -> Light Averse
The range of most necromancy spells has been increased
Songs will now make all units turn towards the user
The maximum amount absorbed by the Leech ability (accessible through Absorb MP skill) is now 15% of the target’s max MP
Squash can now also be used to Stagger units
Added Ghostblade, an indirect ninjutsu that removes all of the user’s MP and damages the target by the same amount, it can be learned using
the Discharge Scroll
Silverado is now exclusive to Buccaneer instead of Priest, they have plenty of anti-undead tools already
Blade Knight's Soulstrike TP cost is reduced to 20



Patch notes v0.996b

Equipment
- There were some errors in drop lists
- Flare spiral drops from Lamia Witch in PotD - Floor 39
- Bentisca drops from Female Blackguard in PotD - Floor 66
- Adrammelech wasn't dropping from Sellsword in PotD - Floor 80
- Teleport drops from Female Dragonlord in PotD - Floor 93
- Sky Pillar now removes 30% of current HP. Also, it wasn't properly spinning the target on hit like most other air spells, we can't allow that

Patch notes v0.996a

Equipment
- Fixed a bug with monsters being able to equip the cursed spear
- Snapdragon sword and spear can now be equipped by most humanoid classes to make getting the desired element easier



Patch notes v0.996

General
- The battles in Palace of the Dead — Floor 75-100 have been updated
- These are the notable drops on those floors, the rest has been removed or relocated:
Painside IV arcana drops from Overlord in PotD - Floor 76
Hashmal drops from Female Slayer in PotD - Floor 77
Marid drops from Female Deadeye in PotD - Floor 77
Zalera drops from Female Stalker in PotD - Floor 78
Leviathan drops from Female Cannibal in PotD - Floor 79
Shadowfax II Arcana drops from Female Hexblade in PotD - Floor 79
Adrammelech drops from Sellsword in PotD - Floor 80
Snipe Gators drop from Female Sniper in PotD - Floor 80
Dumas drops from Male Dreadnought in PotD - Floor 81
Orm Embar drops from Raptor in PotD - Floor 82
Jezzail drops from Sniper in PotD - Floor 83
Marlene drops from Female Arcanist in PotD - Floor 84
Cherubis drops from Male Deadeye in PotD - Floor 85
Rofocale drops from Male Outlaw in PotD - Floor 86
Thunderfists drop from Scarecrow in PotD - Floor 86
Mateus drops from Uruk in PotD - Floor 87
Skull Mask drops from Basilisk in PotD - Floor 87
Shadow Tramplers drop from Deathwyrm in PotD - Floor 89
Dark Star III arcana drops from Overlord in PotD - Floor 89
Belias drops from Marauder in PotD - Floor 90
Aegir drops from Male Dragonlord in PotD - Floor 91
Elidibus drops from Apostate in PotD - Floor 91
Ultima drops from Wizard in PotD - Floor 92
Cerberos II arcana drops from Overlord in PotD - Floor 92
Cuchulainn drops from Female Hexblade in PotD - Floor 93
Teleport arcana drops from Dragonlord in PotD - Floor 93
Shembhazai drops from Female Outlaw in PotD - Floor 94
A'Tuin drops from Female Stalker in PotD - Floor 94
Famfrit drops from Cherub in PotD - Floor 95
Zeromus drops from Male Cannibal in PotD - Floor 96
Ysaar drops from Deadeye in PotD - Floor 96
Exodus drops from Archer in PotD - Floor 97
Moon Blade drops from Uruk in PotD - Floor 98
Ji'ygla's Darkcoat drops from Nightwing (Bow) in PotD - Floor 98
Solas drops from Sniper in PotD - Floor 99
Lipul's Rod drops from Dragonlord in PotD - Floor 99
Thanatos Armor drops from Nybeth in PotD - Floor 100 story battle, and Female Slayer (2h sword) in PotD - Floor 100 random battle if you
already killed Nybeth
Ring of the Dead drops from Nybeth in PotD - Floor 100 story battle
Elixir can be stolen from Nybeth in PotD - Floor 100 story battle
Astral Cord (new) drops from Female Draug (spear) in PotD - Floor 100 story battles and also from Female Slayer (spear) in PotD - Floor
100 random battle if you completed both story battles
Core Collapse Arcana drops from Male Overlord in PotD - Floor 100 random battle
Primal Dusk crafting material drops from Male Overlord in PotD - Floor 100 random battle, one more can be stolen with steal rank 2
Elixir drops from Blackmoor in PotD - Floor 100 story battle (with four wind god weapons)
Primal Dusk crafting material also drops from Blackmoor in PotD - Floor 100 story battle (with four wind god weapons)
- Some of the other drops have been moved:
- Mandrake (new) drops from Male Dragonlord in PotD - Floor 45
- Valaraukar drops from Balor (fire magic) in PotD - Floor 71
- Gran Grimoire drops from Female Nephalem in San Bronsa - Floating Ruins #16 (Central Garden)
- Primal Dawn crafting material now drops and is stolen from the Male Nephalem with 1h sword in same battle
- As always, consult the item and ability tables here for up to date drop locations
https://drive.google.com/drive/folders/1T7TupkvrKhnHOHtmU20_-csqQuYQrjHf?usp=sharing
- The third octopus won't be able to spawn in chapter 2 aqueduct story battles, it's probably too early for quite that much tentacle action

Equipment
- A new earth elemental Whip has been added to the game, it drops from Male Dragonlord in PotD - Floor 45
- Rosebud isn't female exclusive anymore, it's up to the player to decide if it's manly enough to be used by the bros
- A new ice elemental instrument has been added to the game, it can be crafted with Instrument Enchiridion in your own kitchen
- A new snapdragon spear has been added to the game, it drops from Female Draug (spear) in PotD - Floor 100 story battles and Female Slayer
(spear) in PotD - Floor 100 random battle. If you already have the cursed spear, this will take its slot and you'll have to get it again



Classes
- Cleric and Priest can't use heavy helms/boots/gloves anymore, they should still be tough enough to function in all roles, but we'll see
- Spellblade/Valkyrie can transfer 2H Katana
- Terror Knight can transfer Whips, probably not a great choice but it’s kinda fitting
- Trickster can transfer Fists
- Blade Knight got Shadowbreak instead of Mindblast, it's now a Lich skill and that would give him two skills from a single generic class
- Knight Commander lost access to Shadowbreak for the same reason

Spells and Abilites
- Stormbound air spell was renamed to Sky Pillar. It now removes 40% of current HP from a single target and inflicts Bound. Most likely by
compressing the air above the target, but that’s probably more physics than the setting could handle. The important thing is that it works



Patch notes v0.994

General
- The battles in Palace of the Dead — Floor 50-75 have been updated
- These are the notable drops on those floors, the rest has been removed or relocated:

Painside IV Arcana drops from Female Arcanist in PotD - Floor 53
Femakk's Blowgun drops from Female Outlaw in PotD - Floor 54
Golok drops from Nightwing in PotD - Floor 56

Emberwake drops from Male Slayer in PotD - Floor 58
Shadowfax II Arcana drops from Female Arcanist in PotD - Floor 59
Balmung drops from Female Slayer in PotD - Floor 60

Protection drops from Lamia Witch in PotD - Floor 62

Bentisca drops from Female Blackguard in PotD - Floor 66
Shams drops from Female Deadeye in PotD - Floor 67
Windbreaker drops from Male Stalker in PotD - Floor 68

Angol Moa drops from Male Sellsword in PotD - Floor 70

Dark Star III Arcana drops from Male Occultist in PotD - Floor 70
Aegir drops from Amazon in PotD - Floor 71

Spellguard drops from Overlord in PotD - Floor 72

Shenyi's Gaze drops from Male Deadeye in PotD - Floor 73
Cerberos II Arcana drops from Male Arcanist in PotD - Floor 75
Ji'ygla's Bracers drop from Female Deadeye in PotD - Floor 75

- Some of the drops on other floors have been moved:

Cloud Ring now drops from Gryphon in PotD - Floor 11

Scythe Lord Scroll drops from Nightwing (1h katana) in PotD - Floor 32

Arach Lord Scroll drops from Female Stalker in PotD - Floor 36

Samehada drops from Female Sellsword in PotD - Floor 36

Barapha drops from Nightwing in PotD - Floor 43

Leilah drops from Female Deadeye in PotD - Floor 49

Mateus drops from Male Slayer in PotD - Floor 76

Stardust drops from Hawkman Beast Tamer in San Bronsa - Floating Ruins #1
Kamaitachi drops from Hawkman Warlock in San Bronsa - Floating Ruins #2

- Ars Magna has been removed from the game, it was just a crutch until I get to work on endgame dungeons so the spells crafted there
have been moved elsewhere as drops. Elemental spells are now in their temples, dark ones are in PotD and divines are in San Bronsa. Below is
the list of moved spells, but you can also see the full arcana list in the ability table in my extras folder
https://drive.google.com/drive/folders/1T7TupkvrKhnHOHtmU20_-csqQuYQrjHf?usp=sharing

Summon II spells, except Wisp II, that were dropping on high floors of San Bronsa were relocated - OK
Deadshot IV Arcana drops from Hawkman Wizard in Temple of Hahnela #2 - Within the Fortress
Scathe II Arcana drops from Human Wizard in Temple of Hahnela #3 - 1st Descent

Tornado III Arcana drops from Human Sorceress in Temple of Hahnela #5 - 3rd Descent
Sylphide II Arcana drops from 