Final Fantasy

Tonberry Jobs

Tier 1 Jobs

Stalker (Soldier)


Modifiers: +1 Vitality 


Equipment: Dagger, Sword, Spear, Bow, Crossbow, Shield, Light Armour, Medium Armour


Intrinsic Abilities: None


Expert Skills: Tactics


Prerequisites: None


Leads To: Dark Shell, Crossbowpug, Thief, Butcher

1. Aptitude: Tunnel Sense (passive: +2 to Monster Lore and Survival, for checks pertaining to underground situations)

2. Cunning: Stalker's Strike (technique: enhanced melee attack, -2 Initiative, -2 AM, +1 DC, 1 MP)

3. Cunning: Creeping Advance (active enhancement: +2 stealth, -50% movement, 1 MP)

4. Reaction: Cower (reaction: enhanced shield guard, +2 AM, doubles shield armour, gives defender –3 to next action, 2 MP)

5. Equipment: Shield Use

6. Cunning: Flee! (enhancing shout: -3 attack, x3 movement, so long as you continue to retreat, 1m radius, 1 MP)

7. Cunning: Staunch Wound (technique: self or inactive character, stabilise wounds and heal 1 point of Wound Penalty, 1 MP)

8. Cunning: Ankle Stab (technique: enhanced melee attack, -3 AM, automatically hits leg, reduces Movement by 25% until healed, 2 MP)

9. Cunning: Die, Fools! (enhancing shout: +1 AM, +1 DC when striking opponents who are surprised, 10m radius, 2 MP)

10. Support: Assess Strength (passive: shows currently set jobs and abilities of anyone in sight)

11. Aptitude: Low Cunning (passive: +2 to Tactics for planning or evading ambushes)

12. Cunning: Blackened Blade (technique: enhanced melee attack, -2 AM, Dark element, AP2, inflicts Poison, 4 MP)

Poisoner (Alchemist)


Modifiers: +1 Spirit 


Equipment: Dagger, Rod, Staff, Light Armour, Mage Armour


Intrinsic Abilities: None


Expert Skills: Poisons & Narcotics, Mage Lore


Prerequisites: None


Leads To: Shadow Mage, Machinist

1. Aptitude: Venom Lore (passive: +1 to Narcotics & Poisons)

2. Alchemy: Tainted Mist (technique: applies restorative item, thrown attack, half normal range, 1m radius, effects of potions may be reversed if desired – causing damage instead of healing)

3. Alchemy: Apply Charm (technique: applies charm item, thrown attack)

4. Alchemy: Mix Restorative 1 (crafting: potion)

5. Alchemy: Create Charm 1 (crafting: eye drops, antidote)

6. Alchemy: Create Charm 2 (crafting: echo herbs, smelling salts)

7. Alchemy: Mix Restorative 2 (crafting: hi-potion)

8. Alchemy: Create Charm 3 (crafting: incense, gold needle)

9. Alchemy: Bitter Charm (technique: thrown attack, causes a status effect by using up the appropriate item, where an item cures several status effects, the item causes one at random)

10. Support: Perfect Dosage (passive: doubles effect of restorative items)

11. Alchemy: Create Charm 4 (crafting: phoenix down, remedy)

12. Alchemy: Mix Restorative 3 (crafting: ether)

Tier 2 Jobs

Darkshell (Knight)


Modifiers: +1 Vitality 


Equipment: Dagger, Sword, Greatsword, Spear, Shield, Light Armour, Medium Armour, Heavy Armour


Intrinsic Abilities: None


Expert Skills: Tactics


Prerequisites: Stalker 4


Leads To: (Mage Blade), Grudgebringer

1. Breaks: Dark Delay (technique: enhanced melee attack, Dark element, reduces foe’s initiative by 6, 1 MP)

2. Breaks: Strength Break (technique: enhanced melee attack, inflicts Strength Break status using Power instead of Magic Power, 2 MP)

3. Breaks: Magic Break (technique: enhanced melee attack, inflicts Magic Break status using Power instead of Magic Power, 2 MP)

4. Support: Shell Ward (passive: +1 Armour and +1 Magic Armour when wearing Heavy Armour)

5. Equipment: Greatsword Use

6. Breaks: Break Recovery (technique: remove one Break Status from self, 1 MP)

7. Breaks: Defence Break (technique: enhanced melee attack, inflicts Defence Break status using Power instead of Magic Power, 4 MP)

8. Breaks: Resistance Break (technique: enhanced melee attack, inflicts Resistance Break status, 4 MP)

9. Breaks: Speed Break (technique: enhanced melee attack, inflicts Speed Break status using Power instead of Magic Power, 8 MP)

10. Equipment: Heavy Armour Use

11. Support: Unbreakable (passive: immune to secondary effects of all Breaks techniques)

12. Breaks: Dark Buster (technique: enhanced melee attack, Dark element, +1 DC, reduces foe’s initiative by 10, 4 MP)

Butcher (Duellist)


Modifiers: +2 Power


Equipment: Dagger, Sword, Shield, Light Armour, Medium Armour, Monk Armour


Intrinsic Abilities: Offhand Weapon


Expert Skills: Tactics


Prerequisites: Stalker 6


Leads To: (Mage Blade), (Dark Blade), Blade Kin

1. Aptitude: Sinister Manner (passive: +1 to Intimidate)

2. Butchery: Butcher's Salute (active enhancement: +2 Intimidate, +1 AM with melee weapons vs chosen foe, lasts 4 turns, 1 MP)

3. Butchery: Lethal Stab (technique: enhanced melee attack: stabs only, -3 AM, automatically hits vitals, 1 MP)

4. Reaction: Crossblade Parry (reaction: enhanced defence: parry using both weapons, +2 AM, 2 MP)

5. Equipment: Sword Use

6. Butchery: Two-Blade Feint (technique: enhanced melee attack: feint with main weapon and hit with offhand, if opponent defends against feint then defending against real attack incurs multiple defence penalty, +1 DC for offhand weapon, 1 MP)

7. Butchery: Hamstring (technique: enhanced melee attack: -3 AM, blow hits leg, halves Movement until healed, 2 MP)

8. Reaction: Sinister Counter (reaction: enhanced defence: parry with main weapon, -2 AM, hit back with offhand weapon on success)

9. Butchery: Bloody-Handed Blow (technique: enhanced melee attack: cuts only, only against an already wounded foe, -2 AM, +1 DC, Dark/Drain type, 4 MP)

10. Support: Offhand Weapon

11. Butchery: Slaughter (technique: enhanced melee attack: strike with offhand weapon as well as main, +1 DC, -3 AM, 4 MP)

12. Aptitude: Master Butcher (passive: +1 AM with stabbing attacks)

Shadow Mage (Black Mage)


Modifiers: +1 Intellect


Equipment: Dagger, Rod, Staff, Mage Armour


Intrinsic Abilities: Sinister Aspect (passive: +2 to Intimidation, +2 to Disguise to hide specific identity, -2 to Social Skills to seduce or persuade, adds one level of Black Magic Mastery)


Expert Skills: Spellcasting, Mage Lore


Prerequisites: Poisoner 6


Leads To: (Cursebringer), (Summoner), (Dirge)


Shadow Mages have an alternate Black Magic spell list that favours Quake and Water over Aero and enhances Drain and Osmose.

1. Aptitude: Occult Expertise (passive: +2 to Mage Lore)

2. Intrinsic: Blood Rod (technique: enhanced rod attack, triggers Drain on hit, 2 MP)

3. Support: Chosen of Uthorvyn (optional passive: Black Magic spells also inflict Poison and Blind, increases MP cost by 75%)

4. Black Magic: Black Magic Mastery 1 (allows use of Black Magic 2 as Black Mage, or Black Magic 1 as any other class)

5. Intrinsic: Blood Pact (technique: suffer a -1 Wound Penalty in order to regain 50% of your maximum MP) 

6. Reaction: Shadow Aura (reaction: retaliatory magic attack that automatically strikes melee attacker for the same damage they inflicted, Dark element, inflicts Blind, 4 MP)

7. Equipment: Rod Use

8. Black Magic: Black Magic Mastery 2 (allows use of Black Magic 3 as Black Mage, or Black Magic 2 as any other class)

9. Support: Blackest Magicks (optional passive: adds status effects to Black Magic spells – fire/berserk, lightning/stun, ice/silence, air/confu, water/sleep, earth/slow, dark/poison/blind/silence , doubles MP cost)

10. Reaction: Absorb Magic (reaction: guard against magic attack using Spellcasting skill, ignore penalty for guarding vs ranged attack, bonus Magic Armour equal to Spirit, gain MP equal to half spell's casting cost on successful guard, +2 AM, 2 MP)

11. Support: MP Turbo (optional passive: direct-damage spells gain +1 DC but cost twice as much to cast)

12. Black Magic Mastery 3 (allows use of Black Magic 4 as Black Mage, or Black Magic 3 as any other class)

Thief


Modifiers: +1 Speed 


Equipment: Dagger, Sword, Crossbow, Light Armour


Intrinsic Abilities: None


Expert Skills: Locks & Traps, Stealth


Prerequisites: Stalker 4


Leads To: (Dark Blade), (Dirge)


Abilities as normal.

Crossbowpug (Archer)


Modifiers: +1 Speed 


Equipment: Dagger, Sword, Bow, Crossbow, Light Armour, Medium Armour


Intrinsic Abilities: None


Expert Skills: Tactics


Prerequisites: Stalker 4


Leads To: Trapper

1. Aptitude: Keen Eared (+2 to aural Awareness)

2. Support: Quick Aim (increases maximum turns of aiming from 1 to 2) 

3. Archery: Crippling Shot (technique: enhanced ranged attack, -3 AM, automatically strikes vitals, 1 MP)

4. Archery: Black Bolt (technique: enhanced ranged attack, Dark elemental, -2 AM, -2 Initiative, +1 DC, 2 MP)

5. Equipment: Crossbow Use

6. Support: Snapshooter (passive: halves snapshot penalty [round down]) 

7. Archery: Poison Tips (active enhancement: ranged weapon inflicts Posion, 4 MP)

8. Archery: Piercing Shot (technique: enhanced ranged attack, AP2, 4 MP)

9. Equipment: Medium Armour Use

10. Archery: Power Shot (technique: enhanced ranged attack, +1 DC, 4 MP)

11. Support: Rapid Fire (increases RoF with ranged weapons by one category)

12. Archery: Dark Charge (active enhancement: lasts two rounds, ranged weapon gains AP2, Dark element, inflicts Poison, Silence and Blind at Magic Power -2, 6 MP)

Machinist (Gadgeteer)


Modifiers: +1 Intellect 


Equipment: Dagger, Hammer, Crossbow, Gun, Bomb, Light Armour, Medium Armour


Intrinsic Abilities: Lantern Bearer (passive: lanterns do not count towards accessory limit)


Expert Skills: Locks & Traps, Science & Technology, Driving & Piloting


Prerequisites: Alchemist 4


Leads To: Industrialist, (Shadow Hunter)

1. Aptitude: Technophile (+1 to Science & Technology)

2. Gadgets: Lantern Maker (crafting: Shadow Lantern, Grudge Light, Glimmer Box)

3. Gadgets: Cheap Shot (technique: enhanced ranged attack, -3 to foe’s defences, 2 MP)

4. Gadgets: Bombmaker (crafting: basic bombs, basic gun ammunition)

5. Equipment: Bomb Use

6. Reaction: Grudge Guard (reaction: enhanced guard, equipped Grudge Light projects a defensive force field, AM, Armour and Magic Armour all equal to 4 vs foe who has drawn blood today, 6 vs foe who has killed or drawn blood of attacker today, 8 vs foe who has KO'd or killed attacker today, 4 MP)

7. Gadgets: Toxic Blast (technique: enhanced bomb attack, does no damage but instead inflicts Critical Poison, 2 MP)

8. Gadgets: Hair Trigger (active enhancement: increases gun, tech gun or crossbow RoF [increased to 1 if less than 1, otherwise doubled], +2 Initiative, -2 AM, for two rounds, 2 MP)

9. Equipment: Gun Use

10. Gadgets: Dark Shot (technique: enhanced ranged attack, +1 AM, Dark element, inflicts Blind, 1m radius, 4 MP)

11. Support: Extra Gear (passive: provides a bonus accessory slot)

12. Gadgets: Grudge Shot (technique: enhanced ranged attack, requires equipped Grudge Light, counts as a magic attack, Dark element, +1 DC vs foe who has drawn blood today, +2 DC vs foe who has killed or drawn blood of attacker today, +3 DC vs foe who has KO'd or killed attacker today, 4 MP)

