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====================================================


INTRODUCTION


	Welcome wanderer.  This Guidebook is intended to aid you in understanding the various nuances of The Way.  You will find information about all the various systems used in The Way as well as information about various characters, societies, establishments, locations, etc.  


	The Wanderer's Guide Book will be updated each time a new episode is released, and will probably be updated periodically between episodes as I recieve feedback from all of you.  If there's something you want to know about "The Way", or don't understand, just ask me in an e-mail.  After I reply to you, I may update the guidebook with new information relating to your question.


	So don't be afraid to write me, as it will only help me craft this guidebook into a more helpful and interesting resource.  Until next time, may the Purpose guide you. =)


  


                                                  Lun


====================================================








===================================================





Terms of "The Way"





Basic People Groups





Wanderer -  The standard term for a living person who exists on the way.





Three Main Classes of Wanderers


(There are different extremes of each of the following classes)





Guided - A wanderer who believes the Purpose guides them. 





Stray - Some wander the Way not because they believe it's what the Purpose wants, but because they are adventurous or for other reasons.  The organized Guided call these people Strays.





Deserter/Settlers - A term used by some wanderers to describe people who have forsaken the Way, and settled down.  Some don't even think these people deserve to be called wanderers.  They call themselves settlers.








Fellowships, Establishments, and Coalitions of the Way





The Paradans - Followers of the path of Para.  They are called Paradans, and are extreme pacifists.  They will not kill other wanderers, even in self defense.  Some refuse to kill even animals. 





The Vigilante - Loyal to the Vigilance Council, the vigilante patrol the Way always looking to bring criminal offenders to justice.  They have become an extremely powerful and influential establishment.





The Guided - Formed after the destruction of Janwen, this organization/institution is dedicated to obeying and enforcing the will of the Purpose on the Way.  They see settlements as an abomination and will destroy and kill the inhabitants of such settlements if they deem it necessary.  They are also bitter enemies of the Blana Sera.





The Lyn - A warrior class that follows a very basic code.  A  Lyn is a wanderer committed to advancing themselves in the art of armed combat.  One on one combat is a staple of their philosophy, and it is believed that the plunge evolved out their value system.  


Subversive tactics are not looked down upon in general, except during a plunge.  To taint the plunge is one of the few offenses among those who follow the code of the Lyn.  There are 7 classes of Lyn with the Plyn being the lowest class, and the Pharaphalyn being the highest class.





1 - Plyn


2 - Hylyn


3 - Corlyn


4 - Deralyn


5 - Portalyn


6 - Vandralyn


7 - Straphalyn


8 - Pharaphalyn





As the classes progress their are fewer and fewer Lyn of that class.  The greatest living Lyn is known as the Pharaphalyn.  There is only one Pharaphalyn in existence at a time.  Legends state the the pharaphalyn is marked in a special way so that other Lyn will be able to recognize him/her.  Currently the whereabouts of the Pharaphalyn on the Way are unknown.  It's been so long since there was an active Pharaphalyn that many doubt that there ever was such thing.  Regardless, it lives on in Lyn folklore.








The Blana Sera - (the Blood Lyn)The Blana Sera are a very mysterious entity.  Not much is known about them in particular, but everyone is familiar with their "communes" known as Battle Grounds and their practice of training young children into warriors at these Battle Grounds along the Way.  When these children reach the age of 18 they are contracted out to various employers. All the children are initiated into the way of the Lyn.  They are known as Blood Lyn, because of their blood oaths to serve the Blana Sera or whoever the Blana Sera contract them out to.  Blood Lyn who break their blood oaths by leaving the battle grounds early or by breaking their contracts are hunted down and executed.  The Blana Sera are bitter enemies of the Guided.  





Blue Scarves - Led by Dancing Violet(some say it, "the Dancing Violet"), the Blue Scarves are composed of several bandit fists and have begun to make quite a name for themselves.  Rumor has it, that the Vigilance Council has dispatched two of their top Shadow Foot's to bring Dancing Violet to justice.





Other People Terms





Forerunner - A wanderer at the forefront of the Way who prepares the path for others.  They are a thing of legend in that the only way to meet a forerunner is to be one yourself.





Independent - A wanderer who helps protect and serve in their fist, 


yet is not an official family member.





Fist - A group of usually five wanderers.  Often a husband, wife, two children, and an independent.





Shifter - People who are able to shift their aura's, usually by attaining a certain state of mind. 





Shadow Foot - The elite hunters of the Vigilance Council.


�Senser - A person with the ability to sense other wanderer's auras.





Blue Scarves - Led by Dancing Violet(some say it, "the Dancing Violet"), the Blue Scarves are a bandit fist currently terrozing the Shanto Stretch.











LOCATIONS





Stretches - The Way is divided into stretches of various sizes and lengths.  Forerunners are credited with the naming and creation of stretches.





Home Stretch - Many wanderers refer to their home stretch when giving their full name.  "I am Therin of the Nelin Stretch."  Wanderers can pick whatever stretch they want to name as their home stretch.  However, most wanderers choose stretches that are special or significant to them for some reason.





Delhara Battle Grounds - Two Blood Lyn escaped from this battle grounds, breaking their blood oaths in the process, and lived to tell the tale.  They are still at large even now.





The Landorin Stretch - The Landorin stretch is a somewhat well known stretch because it bears the scars of two extremely horrific events that occured many years ago.  Very few name this stretch as their home stretch as some wanderers are very suspicious of anyone from Landorin. 





Janwen - A city of legend that many believe was burned to the ground because it was so evil.  Wanderers refer to this event when they use curses such as, "Flaming fires!" or "Flaming fires of Janwen!".  Janwen is THE most highly studied historical city of old.





The Rolling Mists - Supposedly existing at the rear and front edges of the Way.  They are said to exist in order to keep wanderers from getting too far ahead, while punishing those who fall too far behind by swallowing them up.





The End of the Way - Many are beginning to believe that the end of the Way is very close.  Rumors are beginning to spread that the first wanderer to reach it's end will become all powerful.  They will in a sense become the new Purpose.  Others believe there is no end, and that the Way continues on endlessly.  











====================================================


(Here are the Four Prime Attributes of The Way along with their four sub attributes.  These attributes will be talked about a good bit, so I'm listing them here just as reference material.)





Weapon - ( a prime attribute)


	Piercing   (sub attributes)


	Slashing


	Smashing


	Ripping


Elemental - (a prime attribute)


	Fire  (sub attributes)


	Water


	Earth


	Sky


Oneness


	Mind	


	Flesh


	Spirit


	Blood


Transcendent


	Shadow


	Light


	Cosmo


	Atoma


===============================


Roll Table


1 = 1-2


2 = 1-4


3 = 1-6


4 = 1-6 + 1-2


5 = 1-6 + 1-4


6 = 1-6 + 1-6


7 = 1-6 + 1-6 + 1-2


8 = 1-6 + 1-6 + 1-4


9 = 1-6 + 1-6 + 1-6


10 = 1-6 + 1-6 + 1-6 + 1-2


11 = 1-6 + 1-6 + 1-6 + 1-4


12 = 1-6 + 1-6 + 1-6 + 1-6


13 = 1-6 + 1-6 + 1-6 + 1-6 + 1-2


14 = 1-6 + 1-6 + 1-6 + 1-6 + 1-4


15 = 1-6 + 1-6 + 1-6 + 1-6 + 1-6


16 = 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-2


17 = 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-4


18 = 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6


19 = 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-2


20 = 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-4


21 = 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6


22 = 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-2


23 = 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-4


24 = 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6


25 = 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-2


26 = 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-4


27 = 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6


28 = 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-2


29 = 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-4


30 = 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6 + 1-6





This table is used for various functions, mostly for things having to do with the Plunge.  How does it work?  Example time.





EXAMPLE


Say you have a Plunge skill of 11.  To find your initial damage, 11 would be rolled on the roll table.  Looking down the list we see that 


11 = 1-6 + 1-6 + 1-6 + 1-4





This translates to - 


If Plunge is equal to 11 then:


Initial Damage = (random number between 1 and 6) + (random number between 1 and 6) + (random number between 1 and 6) + (random number between 1 and 4) 





It may help if i change the notation to...


Initial Damage = 1D6 + 1D6 + 1D6 + 1D4


(Think of the 1-6's as six sided dice, the 1-4's as four sided dice, and the 1-2's as two sided "dice".)





So whenever you hear about "rolling a value" this is what is occuring.


1. The value is plugged into the roll table as the first value you see on the left.  


2. The "dice" are rolled.


3. The sum of the "dice" is returned as the result.


=============================


				SWORD AURAS





Sword auras are very important to Rhue's offensive power.  They do several things.





	1. Teach Rhue new skills


		Most sword aura's will teach Rhue new skills starting at level 3.


		Skills under the same Prime attribute will be available so long as 		you use a sword aura with the same Prime attribute.	  Sweet 		lands, what does that mean you ask?





		Example


		Near the start of Episode 2, Rhue will know two sword auras.  


		They are: Piercer and Slasher.


		The prime attribute of both of these sword auras is WEAPON.





		So if you learn a skill by leveling up your Piercer sword aura, 		you will still have that skill available should you switch to the 		Slasher sword Aura.





		But, if you were to change your sword aura to Fire Edge 			(Prime attribute = ELEMENTAL), you would not have any 		skills that you learned from the Piercer or Slasher sword auras 		for use in battle.





	








	2. Determine how much XL Rhue naturally draws per turn.


		The amount of XL a sword naturally draws is listed when you 		put the cursor over a sword aura in the Aura menu.





	





	3. Give Rhue's attack a prime and sub attribute.


	This can increase or decrease the damage he deals to certain foes.


		


	Example 


	Rhue has the Fire Edge equiped.  All weapons have two attributes.   	They have a prime attribute (Weapon, Elemental, Oneness, 	Transcendent) and then a sub attribute.  In the case of the Fire Edge, 	it's prime attribute would be Elemental, and it's sub attribute would be 	Fire.  Thus Elemental-Fire.





	Extra Damage Due to Attribute


	Some enemies are weak to certain attributes.  If an enemy is weak to 	the prime attributes of your sword (Weapon, Elemental, etc.) they may 	take as much as 3 times the normal amount of damage.





	On the other hand, if an enemy is weak to a sub attribue, they will at 	most take 2 times the normal amount of damage.








SWORD AURA FAQ





Q1: 	How do I level up my sword auras?





A1: 	You must equip the sword aura you want to level up and then gain        	AR points.  This can be done by finding special treasure chests and 	by defeating enemies.








Q2: 	How do I equip a sword aura?





A2:	Press Escape.  The main menu will come up.  By pressing right, you 	will enter the Aura menu.  Now, move the cursor to Sword.  Press 	enter.  You will go to a place where all your sword aura's are 	represented by small rectangular boxes.  Press down and you can go 	and look at the various stats of each sword aura you have.  Just press 	enter to adopt(equip) one.  It should now appear on the main Aura 	menu.








Q3: 	If I change sword aura's will I lose all the AR I acquired on my 	previously adopted aura?





A3:	Nope.  Any AR you acquire using a sword aura is saved and will not 	go away.  So don't worry!  Switch between auras as much as you like.


	





e-mail further questions to wandertheway@hotmail.com





====================================================





	


			PATTERNS and FLOWS





Patterns are defensive auras.  They do two things.


	


	1. Decrease damage of some attacks


	All patterns have a Prime attribute and a Sub attribute.


	If an enemy uses an attack with the same Prime and Sub attribute as 	your Pattern, you will only take 1/2 normal damage.





	2. Teach Flows.


	Every Pattern can teach 3 flows.


	


	There are three levels of flows.


	Level 1 flows are learned first and are the weakest.


	Level 2 flows are learned second.


	Level 3 flows are learned last and are the most powerful.





	Think of flows like various pieces of armor.


	Level 1 flows would be like a helmet.


	Level 2 flows would be like a shield.


	Level 3 flows would be like a breastplate.





	Having said this, each type of flow can only be used once.  Confused 	yet?  Don't freak out on me yet, here's an example.








	EXAMPLE


	Ok, let's say you leveled up the Point Bender Pattern and the Chain 	Link Pattern to level 4(that's the highest possible).





	You would have the following flows available.


			Point Bender                      Chain Link


	Flow 1  -   Poison Filter 1                     Clear Sight 1


	Flow 2  -   Poison Filter 2                     Clear Sight 2


	Flow 3  -   Focus+                                Will+


	------------------------------------------------------------------


	*Poison Filter 1 - 60% chance to prevent poison


	*Poison Filter 2 - 100% chance to prevent poison


	*Clear Sight 1 - 60% chance to prevent blindness


	*Clear Sight 2 -100% chance to prevent blindness





	So now how do you decide which flows to use with your pattern?


	It's all a matter of what kind of protection and bonus's you want.


	


	If you're afraid of being poisoned you would select Poison Filter 2 to 	use in Flow 2.  This would give you 100% protection.  Again think of 	it like equiping a shield with 100% poison prevention.  


	


	So if you have a shield with 100% poison prevention, there really isn't 	a reson to equip a helmet (Flow 1) with 60% poison prevention is 	there?  That would not help you at all.  So instead you could fill Flow 	1 with Clear Sight 1 and get 60% protection against blindness.


	


	For flow 3 you could use either Focus+ or Will+.  Just look over the 	bonus each provides and then decide which you think would benefit 	you the most.


	---------------------------------------------------------------------


	Ok so you're current set up would be...





	PATTERN: Point Bender (or Chain Link)


	


	FLOW 1: Clear Sight 1      = 60% prevention of blindness


	


	FLOW 2: Poison Filter 2   = 100% prevention of poison


	


	FLOW 3: Focus+              = 5 extra focus


	------------------------------------------------------------


	


	IMPORTANT


	1. Whenever you switch patterns, you will need to set your flows up 	    again.





	2. As with Sword Auras, all Patterns are classified under one of the 4 	prime 	attributes (Weapon, Elemental, Oneness, Transcendent).  The 	flows you learn with various Patterns can only be used when a 	pattern with a corresponding prime attribute is in use.





	What the crap am I talking about? 


	First let's look at the attributes of some of the Patterns of the way.





	WEAPON PATTERNS       (defensive)


	Point Bender (piercing sub)


	Chain Link    (slashing sub)


	Rubber Skin  (smashing sub)


	Triple Thread (ripping sub)





	ONENESS PATTERNS       (defensive)


	Mental Flow (mind)


	Body Armor (flesh)


	Soul Glow   (spirit)


	Red Shine   (blood)


				


	Let me put this as simply as possible.





	Any flows you learn from Point Bender, Chain Link, Rubber Skin, or 	Triple Thread, can only be used while your main pattern is set to one 	of those four patterns.  They are ALL WEAPON Patterns.  That is 	there common link.





	If you switch your pattern to a ONENESS Pattern like Mental Flow, 	Body Armor, Soul Glow, or Red Shine, none of the flows you 	learned with Point Bender, Chain Link, Rubber Skin, or Triple Thread 	will be available.  Only flows learned from Mental Flow, Body Armor, 	Soul Glow, or Red Shine will be available to use.








PATTERN AND FLOW FAQ





Q1:	When I'm selecting my flows there is no text that describes what each 	one does.  What's up with that?





A1: 	I haven't had time to add that yet.  If they're is a public outcry I may  	go ahead and do it, but it would be a pain.  Information on the flows  	can be inconvieniently viewed by looking at the Patterns.  Each 	Patterns flows and their effects are listed if you put the cursor over 	their box.








Q2:	How do I learn Patterns?





A2:	Many of them are sealed inside special chests.  But, you will gain them 	in other ways...





-----------------------------------------------------------------------------------------------














				NOTCH ITEMS





The idea behind notch items is quite simple.  You set certain items in notches of your sword and absorb the powers/bonus of these items after they amass 100 CTP.





All notch items have the letter E followed by a number in the upper right corner of their information window.  This is their Efficiency.


This speeds up the absorption of that particular item by multiplying the CTP it received by the number after the E.





Example


Pocite has an Efficiency of 6.  When you have Pocite placed in a notch, it will gain 6 CTP for every 1 CTP you earn.





So if you earn 5 CTP, your Pocite will gain 30 toward being absorbed.


5 * 6 = 30.





----------------------------------------------------------------------------------------------






































THE PLUNGE


This section will explain how the Plunge works.











THE PLUNGE





THE BASICS


	Plunge Stats


		Classification


		Plunge


		Damage Threshold


		Critical Hit%


		Critical Strength


	Life Cycle


		HP


		PL


		DT


	Winning and Losing


		HP


		4th Degree Injury


		Weak Victories


		Special Circumstances


	Three Attack Choices


		Bonus of choosing correct attack


			Extra damage


			Better chance of performing link attack.


			Reducing opponent chance for link attack.


			


	Determining Damage


		Initial Damage


		Correct Attack Bonus		


		Critical Hit Bonus


		Risk Attack Bonus	


		Blade Art and Finisher Bonus


	FP 


		Natural gain of 3 per turn.


		Risk attack use.


		Finisher use.


		Link Attack use.





BLADE ARTS AND FINISHERS


	Acquiring Blade Arts


	Adopting Blade Arts


		Restrictions (1 equiped)


		Stride Usage (higher steps use more)


	Determing Usage in battle (random 1-8 slot choice)


	Base Chance for Success (some automatic, but base chance can be 				      	  altered.  Using right attack)


	


	List of Blade Arts and effects.


	List of Fininshers and effects.





LINK ATTACKS


	Restrictions - Can only link to a slot once.








=========================================

















THE BASICS





Plunge Stats





Classification


The main purpose of your classification is to determine what your Finishing manuever is for the Plunge.  However, it also serves other less obvious purposes... 








	0 - Wanderer    Finisher #1


	1 - Plyn            


	2 - Hylyn          Finisher #2


	3 - Corlyn         Finisher #3


	4 - Deralyn       


	5 - Portalyn       Finisher #4  


	6 - Vandralyn      


	7 - Straphalyn     Finisher #5  


	8 - Pharaphalyn   Finisher #6





Plunge


1. This value is rolled to determine your initial damage to your foe.


2. This value is key in modifying the Base Chance of Success for all Blade Arts.


3. This value carries the most weight in determining the Classification of a character.





Damage Threshold


1. This value is the amount of damage you can take before you incur an injury.  There are 4 degrees of injury which impose penalties on the victim if they are sustained.  The degree of injury a combatant recieves depends on how much the damage they recieved exceeds their Damage Threshold.





1st Degree Injury 


If damage recieved is 1 point over Damage Threshold


-1 Critical Hit%





2nd Degree Injury


If damage recieved is 5 points over Damage Threshold


-1 Critical Hits%


-1 Plunge





If damage recieved is 10 points over Damage Threshold


-1 Critical Hits%


-1 Plunge


-2 Damage Threshold





If damage recieved is 20 points over Damage Threshold


- Automatically defeated!








�Critical Hit%


1. This is the percentage chance of a combatant performing a critical hit against their opponent during a pass.


2. This value, like the Plunge, is key in modifying the Base Chance of Success for all Blade Arts.





Critical Strength


1. Determines the severity of a critical hit to an opponent.  If this value is low, your critical hits won't do hardly any extra damage.  If it's high, your critical hits will decimate your foes.


-----------------------------------------------------------------------------------------------











The Life Cycle


The Life Cycle is a tool by which you can gauge your current condition during a plunge.  The condition of your three most vital stats are listed.


HP - Hit Points


PL - Plunge 


DT - Damage Threshhold





Each stat has it's own circle which changes to 1 of 6 colors depending on the condition of the stat.





Blue  -   101%+ 


Green -  80-100%  


Light Green -60-79% 


Yellow - 40-59% 


Orange - 20-39% 


Red   -    1-19% 





Here's an example of how things work.





EXAMPLE


You have a max HP of 40.  You've just taken 20 damage though.


If you work it out, you're at 50% of your max HP.  Your HP life circle will be Yellow.





EXAMPLE 2


You have a max Plunge of 15.  During the course of battle your Plunge has been lowered to 10.  That's 66% of your max plunge.  Your Plunge life circle  will be Light Green.


----------------------------------------------------------------------------------------------














Winning and Losing


Let's be generous and pretend that after you pay your dues in Episode I, you begin to win.  There's two ways in which you can beat your opponent.





1. Damage them enough so that their HP drops to 0 or below





2. Inflict a 4th degree injury on them.





Once one of these events occurs you will have won the plunge.  However, be warned, some plunges may have certain conditions for victory.





Weak Victories


Sometimes you will achieve what is called a "Weak Victory".  For all intensive purposes, this is a draw.  It means that both you and your opponent defeated one another at the same time.  In many games, if you fight to a draw you will see a gameover screen.  In "The Way" you are allowed to continue your game, but you will not get any BONUSES that you could have gotten had you achieved a complete victory (Learn a new Blade Art, etc.).  Weak Victories will usually be possible, but not always.





Special Circumstances


While the object of most plunges will be to defeat your opponent, some may have other objectives.  These will be explained at the time of the Plunge, but I just thought I'd mention this concept here.











Three Attack Choices


For each pass, you will choose to use one of three attacks.  It works a little like the game paper, rock, scissors.  So which attack beats which?





Cross Sweep beats Lunge Cut


Lunge Cut beats Drop Slash


Drop Slash beat Cross Sweep.





   / ->Cross Sweep


    /            |||


   |           beats


   |	       V


 beats   Lunge Cut


   |             |||


   |           beats


   \            V         


     \- - - Drop Slash











The difference is that choosing the correct attack does not automatically mean you will do the most damage. It just gives you several bonuses.





1. 40% extra damage to opponent.


(More details of how this bonus is applied will be discussed later.  








2. Better chance of performing link attack.








3. Reducing opponent chance of performing link attack.








4. Can increase Base Chance of Success for Blade Art that is used.








   





Determining Damage (Note the order of these operations.)





1. The Plunge skill of the character is Rolled. 


(see Roll Table)


The value that is returned is the base damage the character will deal to his opponent.  





2. Correct Attack Bonus is added


If you choose the correct attack against your enemy you will gain a 40% damage bonus.   So if the base damage from your Plunge skill roll = 10, you will do an additional 4 damage.  





base damage + 40%ofbasedamage = total damage





10 + 4 = 14.








3.  Critical Hit Bonus is added


If you perform a critical hit, your Critical Strength attribute is Rolled in the same way as your Plunge skill is, and is then added to your total damage. 


Otherwise nothing is added.








if Critical Hit is performed


	Roll(CriticalStrength) + total damage = total damage


	


            0  + 14 = 14  (nothing added if there is no critical hit)





EXTRA


If you perform a critical hit on the pass that you perform your FINISHER, your finisher will not only do more damage, but it will also have other added effects.  This is called a Critical Finisher.








4. Risk Attack Bonus is added


Assuming you chose the right attack against your opponent, and opted to use a risk attack, you can get a risk bonus.


In Episode 1, you will get a 10%, 25%, or 35% damage bonus.


However, in all future episodes you will get a 35% damage bonus no matter what attack you use.


So what does a 35% bonus mean?  It means 35% of your base damage is added on to the total damage.





Risk Example A


Let's continue where we left off, with the total damage (to enemy) at 14.


Let's now say that you win the risk attack and get a 35% bonus.


It is applied in the following way.





Hero Risk Bonus + Total Damage = Total Damage





(35/100*14) + 14 = Total Damage





.35 * 14 + 14 = ???





(.35 * 14 is 4.9, Rm2K would round this to 4)





4 +14 = 18





Total Damage = 18





Risk Example B 


Now, let's pretend that the enemy also used a risk attack.


Since you won, you would get a bonus from the enemies risk attack as well!!


Let's say the enemy was also set to do 14 damage.





In Rm2K 35% of 14 would work out to be 4.


So 4 additional damage would be added to your total damage.





18 + 4 = 22





So your total damage for your attack would be up to 22 damage!


Remember, if you were to use a risk attack and lose (choose the wrong attack(Cross Sweep against Drop Slash for example), these bonuses would go to the enemy!


---------------------------------------------------------------------------------------











5. Blade Art and Finisher Bonus


Blade Arts and Finishers can effect damage in a variety of ways.  This topic is given it's own section, so take a look there.





NOTE: It is worth mentioning however, the % bonuses of Finishers and Blade Arts are the most powerful because they take the sum of all the other bonuses and then give yet another bonus based on the size of the near final Total Damage value.  Think about it.





You start with just 10 damage, but if you get a lot of bonuses you can drive them number way up! 





40% of 10 is 4.





40% of 20 is 8.





The point is, that % bonuses from finishers and blade arts can really deal some damage because they are the last bonus applied.  This stacking process is important to keep in mind for the development of a competent battle strategy.








===================================================











FP - FINISHER POINTS





Intro to FP


After every pass each combatant gains 3 FP.  Once 20 FP is amassed by a combatant, they will be able to execute a Finishing manuever.  However,  FP can also be spent on various actions to give a fighter and edge in at any time in combat.





FP Spending





Risk Attacks - Cost 2 FP


Link Attacks - Varies


Finisher - 20 FP





FP and Link Attacks


At the start of most battles your three Link Attacks will be set to cost 1 FP.  However, after each use during battle, the FP requirement will increase by 1 point.  


This continues until the cost reaches 10 FP.  At this point the cost will be set back to 1.  Remember this!!!





Example


You have just begun a battle.  Your Cross Sweep Link, Lunge Cut Link, and Drop Slash Link, each cost 1 FP to attempt to use.





For the first pass you attempt to use your Cross Sweep Link which is connected to your Slot with the Jagged Edge blade art in it.





The FP required to use your Cross Sweep Link goes up by 1.  It now costs 2 FP.  Your Lunge Cut Link and Drop Slash Link still only cost 1 FP though.


-------------------------------------------














BLADE ARTS AND FINISHERS


		


Acquiring Blade Arts


You will acquire Blade Arts in many different ways.


1. They can be in treasure chests.


2. You can learn them by beating certain opponents.


3. Some notch items may teach them.


	


Acquiring Finishers


Finishers are completely dependent on a combatant's Classification.


Classification is determined by putting the Plunge, Damage Thresh, Stride Points, Critical Hit%, and Critical Strength of a combatant into a mathematical formula.  The higher these stats are, particularly the Plunge stat, the higher the Classification will be.


			


Adopting Blade Arts


To adopt a blade art, you go to the Blade Art menu.  


Choose which slot (1-8) you want to place it in. 


Select the step of the blade art.


Then choose the blade art itself.





Restrictions


Each blade art can only be in one slot at a time.  If you have the blade art in slot 4, you will not be able to set a "duplicate" of it in slot 1,2,3,5,6,7, or 8.


However, you can remove the blade art from slot 4, and then place it in another slot.





Stride Usage


Each blade art is classified as either a Step 1, Step 2, Step 3, Step 4, or Step 5 blade art.  Step 1 Blade Arts cost 1 Stride point to use, and Step 5 Blade Arts cost 5 Stride points to use.  Clearly higher steps use more Stride points.  If you don't have enough Stride points, you will not be able to adopt a blade art.  


The most common way strides can be gained is by absorbing Stricite, a notch item.





Step 1 Blade Arts require 1 Stride points.


Step 2 require 2 Stride points


Step 3 require 3 Stride points etc...








Blade Arts During The Plunge


Ok, great you've got you've adopted some Blade Arts, but now how do you use them in battle?  Well, before each pass, your sword randomly chooses to draw from one of the 8 slots.  If the slot it chooses, has a blade art present, that blade art is executed during the pass.  If it's empty, then no blade arts are used.





What?  You think that really sucks?  Don't worry, advanced Lyn are able to control which blade art they use to some extent.  This is done by using Link Attacks.  For more information, see the Link Attack section.





Blade Art Success


Some Blade Arts will automatically work if you use them, while others have a base chance for success.  If this is the case, their base chance for success will be given in the blade arts information window.





Modifying the Base Chance of Success


The base chance of success is modified by two factors.


1. The Max Plunge of each combatant is examined.


The chance for success gets a 5% bonus for every point higher than the opponent.


The chance fo success will get a 5% penalty for every point lower than the opponent.





Example


You are using a blade art with a base chance of 30%.  You have a max plunge of 12.  You opponent has a max plunge of 10.  


Your max plunge is greater by 2 points.  This gives you a 10% bonus to your chances for success with any blade art.





2 * 5% = 10%





Base Chance + Modifer = Total Chance





30% + 10% = 40%








Example 2


You are using a blade art with a base chance of 30%.  You have a max plunge of 8.  Your opponent has a max plunge of 11.


Your max plunge is lesser by 3 oints.  This gives you a 15% penalty to your chances for success with any blade art.





3 * 5% = 15%





Base Chance + Modifier = Total Chance





30% + (-15%) =15%





--------------





IMPORTANT - Base Chance for success does not effect your odds of USING your Blade Arts.  It effects the odds of their effects occuring!  For example, if you use the NEW HIGH blade art, you aren't guaranteed that your Damage Threshold will rise by 2 points.  Only if the roll against the Total Chance% is successful will it's effects take place.








2. Choosing the Correct Attack


If you chose the correct attack (Lunge Cut against Drop Slash for example), the value of your current Critical Hit% will be added to your Base Chance for Success.  If your Critical Hit% is below 0, you will get a 1% bonus.





=====================================


LIST OF FINISHERS AND EFFECTS





FINISHER #1 (Wanderer and Plyn)


1-6 Extra damage.


Nothing on critical.





FINISHER #2 (Hylyn)


Normal damage multiplied by 1.5.


Critical Finisher- Enemy Threshold lowered by 20%.





FINISHER #3 (Corlyn)


Normal damage multiplied by 1.5, enemy damage thresh down 20%.


Critical Finisher - Plunge down by 20%





LIST OF BLADE ARTS AND EFFECTS





STEP 1


1. Jagged Edge - Adds an additional 1-4 damage to attack.





2. New High -  Base chance of 30% to raises Damage Threshold by 1-2 points.





3. Critical Eye - Raises Critical Hit% by 1-4 points. 





4. Cool Wind - Restores 3-6 Hit Points.





5.  Ray of Light - Base chance of 25% to increase Plunge by 1-2 points.








STEP 2


7. Burning Edge - Adds an additional 2-6 damage to attack





8. Crippler - 35% base chance of lowering Damage Threshold of                       opponent by 1-2 points.





9. Dust Spray - Lowers Critical Hit% of opponent by 1-4 points.





10. Fenshu  - Drains 1 FP from enemy and gives it to user.


 


11. Lanner - 30% base chance of lowering Plunge by 1-2 points.








STEP 3


13. Slammer - Adds 4-8 damage to attack.





14. Weak Link - Weakens enemies strongest Slot Link by 5-15%                               for duration of plunge.  50% base chance. 





15. Slot Plug - 40% base chance of plugging random slot of enemy for 2-5 passes.





16. Downpour -  Restores 20% of max Hp.  Cannot exceed Max HP.





17. Backlash - Divides user Plunge by 4, and rolls the result on the roll table then adds the amount to damage against the enemy.   





STEP 4


Will be included later.





STEP 5


Will be included later.





=============================================








LINK ATTACKS


Will be included later.


=============================================











Send questions, comments, and suggestions to wandertheway@hotmail.com


	





