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Preface 

Ever since the rise of the Battlegrounds in Ivalacian society, there has been 
some debate what role monsters were to play in the growing pasttime. 
While some argued for outright banning of the beasts, it cannot be denied 
their role in the environment that inspired the games. The epic tales of 
our greatest heroes often include battles with our local creatures, and thus, 
it was eventually determined by majority vote that monsters would be 
permitted into the arena – at least those native to Ivalice. This guide will 
go through all fifty-five of the board-sanctioned monsters that can legally 
compete in the arena, giving a detailed account of each’s strengths and 
weaknesses. 

Monster Families 

While there’s fifty-five distinct monster species have the honor to compete 
in the arena, many of these species are related to others, even if only 
distantly. We call related monsters “Monster Families”, and the order of the 
monsters displayed in this guide will be grouping members of the same 
family together. That said, species of the same family can differ greatly 
from others of their family, both in power and tendency. Therefore, this 
guide strives to give not only an understanding of the Families, but also 
how each individual species stands out from their kin, as well. 

 

Note that all monsters, to some extent, must share some sort of common 
ancestor unshared by humans. They are savages at heart, and thus 
instinctively Counter when attacked, unlike humans who must be taught the 
technique. There has been some debate what this ‘proto-Monster’ was, but 
this guide will not touch on the subject. 
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1. The Chocobo Family 
1.1 Chocobo 

No creature native to Ivalice is as beloved as the proud Chocobo. 
The common Chocobo, occasionally known as the “yellow” Chocobo 
to differentiate it from its peers, are large yellow flightless birds. 

They have powerful legs, allowing them to move great distances in a short 
amount of time, either by running or swimming. This combined with their 
great endurance made them ideal for domestication by early Ivalacians as 
mounts and beasts of burden. In the wild, the Chocobo will typically live 
in a pack of eight to ten others. While their primary means of defense is 
using their beaks to pierce opponents (typically referred to as ‘Choco 
Attack’), the Chocobo’s use in battle extends far further than this. Unlike 
rarer Chocobo varieties, this species has terrific healing ability via its ‘Choco 
Cure’ and ‘Choco Esuna’ abilities. Likely to have evolved thanks to their 
social pack lifestyle, these abilities are raw forms of their White Magic 
equivalents. This makes the Chocobo an interesting supportive unit in the 
Battlegrounds, being able to heal damage and disruptive statuses alike. When 
paired with a competent Beastmaster, these beasts are also able to master a 
more offensive technique, ‘Choco Ball’, which is typically only seen in other 
Chocobo species. Like all members of the family, Chocobos are weak to 
Wind-element attacks. However, this variety of Chocobo’s uniquely rough 
feathers turn out to be solid insulators, allowing them to resist Lightning, 
unlike the rest of their family.  

STATS: 

HP: 284 MP: 21 Move: 6 Jump: 5 Speed: 9 PA: 14 MA: 38 EV: 22% 

Abilities: Choco Attack, Choco Cure, Choco Esuna, Choco Ball (Beastmaster) 



 
3 

1.2 Black Chocobo 

Despite being very rare compared to their yellow cousins, evidence 
suggests that the elusive Black Chocobo may actually have been 
the first of the family to evolve, with the other variants branching 

from this species at a later date. For one, the Black Chocobo is lighter 
and less hardy; so much in fact that it is the only Chocobo species known 
that retains the ability to fly. They also lack the swiftness of other 
Chocobo species, often lagging behind its allies in combat. That isn’t to say 
the Black Chocobo isn’t without remarkable abilities, however. Its talons and 
beaks are the sharpest of all Chocobo species, making its ‘Choco Attack’ 
unrivaled. Moreover, the Black Chocobo has the ability to shoot highly 
compressed liquid balls at its opponent, known as the ‘Choco Ball’. While 
science is still trying to determine what exactly this liquid is and where it 
comes from, observations confirm it is indeed a Water-element attack. While 
the Black Chocobo cannot cure its allies like the common Chocobo, it does 
have the ability to heal statuses with ‘Choco Esuna’, as well. With a proper 
Beastmaster guiding it, it can even master the rare ‘Choco Meteor’ magical 
attack, with the greatest power of all Chocobos using the technique. The 
Black Chocobo lives primarily in caves for shelter, and are also the least 
social. Like all Chocobo species, the Black Chocobo is weak to Wind, due 
to their bulk despite having feathers. However, the Black Chocobo has the 
most resistances of any species in the family: Dark due to its darker 
complexion as well as Earth due to being so lightweight. All in all, it is 
probably best to summarize the Black Chocobo as a ‘glass cannon’. 

STATS: 

HP: 241 MP: 32 Move: 6 Jump: 5 Speed: 8 PA: 18 MA: 42 EV: 27% 

Abilities: Choco Attack, Choco Ball, Choco Esuna, Choco Meteor (Beastmaster) 
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1.3 Red Chocobo 

The Red Chocobo is likely the most attuned for the conditions of 
the arena of any Chocobo species. Like the common Chocobo, the 
Red Chocobo typically lives in packs, sometimes with other variants 

of Chocobo. Its preferred biome tends to be mountainous areas near rivers, 
which are the beast’s preferred hunting grounds. The most evolved of the 
Chocobo species, the Red Chocobo boasts superior bulk and quickness 
compared to its family members. Its legs are so powerful that the beast can 
propel itself vertically to jump to heights of virtually any distance. Its most 
impressive quality, however, is arguably its innate ability to master the 
powerful ‘Choco Meteor’, using proto-Time Magic to summon medium-sized 
rocks from orbit to sling at its foes for massive damage. Combined with its 
speed, the Red Chocobo can make quick work of most of its foes in 
seconds, even with its inferior innate magical prowess. Unfortunately, it 
seems that due to its reliance on this ability, some of its physical attributes 
have dulled - its talons are not quite as strong as their Black cousins, and 
they have by far the least natural evasive abilities of any known Chocobo 
species. It is also the only Chocobo species not known to be resistant to 
any element, but like all Chocobos, it is still weak to Wind. While they 
mostly focus on ‘Choco Meteor’, the Red Chocobo also has ‘Choco Ball’ at 
its disposal, which it will use against Water-weak foes. Beastmasters can also 
train Red Chocobos to utilize some of their forgotten support abilities, 
adding ‘Choco Cure’ to their ability list. Despite its weaknesses, the Red 
Chocobo is clearly the king of all Chocobos. 

STATS: 

HP: 354 MP: 19 Move: 6 Jump: 4 Speed: 10 PA: 15 MA: 35 EV: 10% 

Abilities: Choco Attack, Choco Meteor, Choco Ball, Choco Cure (Beastmaster) 
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2. The Goblinoid Family 
2.1 Goblin 

Despite their humanoid appearance, make no mistake – Ivalacian 
Goblinoids are monsters, not people. Thankfully, the common 
Goblinoid, simply called the “Goblin”, are neither particularly strong 

nor smart. That isn’t to say they aren’t dangerous, though. Goblins typically 
reside in small villages or raiding parties and will attempt to use sheer 
numbers to overwhelm opponents if possible. They commonly raid small 
settlements and caravans for supplies, as they are incapable of being self-
sustaining. Obviously, such tactics cannot be utilized in the arena. The lone 
Goblin will therefore attempt to use underhanded combat tactics to fight. 
Their technique of choice is ‘Eye Gouge’, a move that blinds and confuses 
their foes. They will also use ‘Tackle’ to damage enemies. Finally, while a 
wounded Goblin would rather flee, if cornered, they are capable of using 
the powerful ‘Goblin Punch’, a special technique allowing them to turn their 
pain into power. While incapable of agriculture, Goblins do often 
domesticate and use other monsters for raiding. They are so competent, in 
fact, that they can unlock the Beastmaster-only abilities of allied monsters. 
This extends to even themselves to some extent, as the Goblin can even 
‘Turn Punch’ by itself after a short leading step. Like all Goblinoids, its 
elemental weakness is Ice, and has resistance to Lightning. The common 
Goblin interestingly has also shown to be resilient towards the rare Holy 
element, possibly due to the raw chaotic energy it stores in its body. 

STATS: 

HP: 314 MP: 8 Move: 4 Jump: 4 Speed: 8 PA: 13 MA: 34 EV: 18% 

Abilities: Tackle, Eye Gouge, Goblin Punch, Turn Punch (Beastmaster) 
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2.2 Black Goblin 

The Black Goblin is a specialized Goblinoid that evolved in thick 
forests and swamplands where the engulfing trees block most sunlight 
from reaching the surface. Due to this, they have excellent low light 

vision and cannot be blinded by traditional means. Of course, this also 
means that attempting to disable opponents in this way has not occurred to 
this species, and thus, this is the only Ivalacian Goblinoid in which your 
eyes should be quite safe while engaging. They do however pose unique 
threats. They scurry much quicker than the common Goblin and due to 
being skilled hunters, also pack a harder punch. In addition to the typical 
‘Tackle’ technique used by most Goblinoids, Black Goblins utilize a rather 
unique ‘Turn Punch’ technique as well, allowing them to damage several 
enemies at once while surrounded, similar to the human Martial Art Spin 
Fist. They too can use the Goblinoid special attack, ‘Goblin Punch’, but due 
to being a bit frailer than the common Goblin, it is rare a Black Goblin 
would choose to do this over retreating. Black Goblins live in smaller packs 
than most other Goblinoids, but like the common Goblin, the Black Goblin 
has been known to utilize other monsters to hunt and raid in the wild 
and are thus excellent Beastmasters. With a talented Beastmaster of their 
own, or by themselves after taking a short leading step, the Black Goblin 
can even use the most powerful of all Goblin techniques, ‘Mutilate’. Like 
all Goblinoids, Black Goblins take less damage from Lightning-element 
attacks but more from Ice-element attacks. Additionally, due to their natural 
habitat, the Dark element is also ineffective against them. 

STATS: 

HP: 268 MP: 7 Move: 5 Jump: 3 Speed: 8 PA: 15 MA: 35 EV: 21% 

Abilities: Tackle, Turn Punch, Goblin Punch, Mutilate (Beastmaster) 
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2.3 Gobbledeguck 

The Gobbledeguck has concerned many of my peers for some time, 
not due to having great strength, but what it could represent. The 
final Goblinoid native to Ivalice, the Gobbledeguck stands apart from 

its relatives in several ways. Most notably, Gobbledegucks show signs of 
intelligence – both in cunning, but also, the Gobbledeguck has been known 
to speak in human language to communicate. That isn’t to say the 
Gobbledeguck can be civilized, however. Its words are deceitful, and like all 
monsters, its intentions are almost always hostile. Being the highest evolved 
of all Goblinoids, they are also quicker than their peers. Since they prefer 
to live alone unlike other Goblinoids, they’ve also gained the ability to use 
the strongest Goblinoid attack, ‘Mutilate’ at will. This fearsome technique 
seems to have been developed to hunt stronger game without a party, as it 
drains a large percentage of the target’s lifeforce, absorbing it for itself. 
Thus, the Gobbledeguck is very effective against creatures and even humans 
with large vitality. Additionally, the Gobbledeguck is not above utilizing ‘Eye 
Gouge’ and ‘Tackle’ tactics against its foes when necessary. Unlike other 
Goblinoids, they do not typically keep domesticated monsters and thus lack 
the others’ natural Beastmaster skills. They also seemingly forgot how to use 
the signature ‘Goblin Punch’, but this ability can be taught to them by an 
allied Beastmaster. Gobbledegucks share the Goblinoid common elemental 
affinities of weakness to Ice and resistance to Lightning, and are not known 
to have additional affinities beyond that. My best advice to anyone fighting 
a Gobbledeguck is to be careful and not to underestimate it! 

STATS: 

HP: 303 MP: 16 Move: 4 Jump: 3 Speed: 10 PA: 14 MA: 37 EV: 19% 

Abilities: Tackle, Mutilate, Eye Gouge, Goblin Punch (Beastmaster) 
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3. The Bomb Family 
3.1 Bomb 

Perhaps the most curious of all types of monsters that call Ivalice 
home, there is some question about how the Bomb came to exist 
at all. It seems unlikely that nature would ever produce a creature 

willing to explode even if wounded, as such a thing would surely be an 
evolutionary dead-end. Thus, it has been hypothesized by scholars that the 
first Bombs might’ve been magically created by a powerful sage as traps to 
defend his atelier from intruders. No matter the case, it clearly got out of 
hand, as Bombs breed incredibly quickly and cannot be tamed for very 
long. For better or worse, Bombs are now a common sight in the forests 
of Ivalice. The common Bomb’s attack of choice tends to be ‘Flame Attack’, 
a technique that extends the flames of its own body to burn foes. In close 
range, they also possess a painful ‘Bite’ that can occasionally drench its foes 
in a flammable oil that makes its preferred Fire-based attack even more 
dangerous. Thankfully, Bombs are frail creatures that can easily be dispatched 
in a few hits – but beware, like all Bombs, when near death they will 
commonly ‘Self Destruct’ to attempt to take their foes with it. While it is 
possible for a Beastmaster to unlock a Bomb’s ‘Spark’ attack, it is 
inadvisable without Fire protection of their own. Like all members of the 
family, they heal from Fire, and due to their levitation, are immune to 
Earth damage. Ice-element attacks are also ineffective against their fiery 
bodies, so it is advised to drench them with Water-element attacks, instead.  

STATS: 

HP: 244 MP: 4 Move: 4 Jump: 4 Speed: 10 PA: 12 MA: 38 EV: 16% 

Abilities: Bite, Flame Attack, Self Destruct, Spark (Beastmaster) 
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3.2 Grenade 

There is much mystery with how the Bomb family came to exist 
at all, but given their high breeding rate and short life cycles, 
mutations were inevitable. The Grenade, boasting its radiant blue 

flames, is the fastest of all Bomb species, making it uniquely adept at 
cutting life short. Due to the condensed nature of its flames, it is actually 
incapable of using a Fire-element attack on its own. But it can use the 
chemicals in its body to shoot an explosive ‘Small Bomb’ instead. This 
attack has been known to deal force damage, mimicking the Dark element. 
Evidence also suggests that this force damage increases and decreases based 
on Faith in the divine, and like their ‘Bite’, can douse the target with 
sticky oil. Slightly hardier than the common forest Bomb, the Grenade is a 
bit more likely to ‘Self Destruct’ when critically damaged, paying back 
opponents in kind as well as also oiling up anyone lucky enough to 
survive the explosion. Due to their superior ability to spread oil compared 
to other Bomb species, the Grenade is the preferred species of Bomb for 
Beastmasters. They as they can teach the Grenade to use their forgotten 
‘Flame Attack’ skill, lighting an oiled foe for a double-damage Fire attack. 
Like all members of their family, they levitate over the ground and are 
thus immune to Earth, and heal when hit by Fire. Unlike other Bomb 
species, they do not resist Ice, but instead, the chemical makeup of their 
body provides an interesting and useful resistance to Holy. Of course, like 
all members of the family, when fighting a Grenade, you should ideally use 
a super-effective Water-element attack. It’s a dangerous foe in the arena. 

STATS: 

HP: 254 MP: 6 Move: 4 Jump: 4 Speed: 11 PA: 11 MA: 41 EV: 14% 

Abilities: Bite, Small Bomb, Self Destruct, Flame Attack (Beastmaster) 
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3.3 Explosive 

Despite its name, the Explosive differs from other members of the 
Bomb family as it is a slower but bulkier monster. Its flames have 
mutated to be so hot that they have literally turned black – one 

can feel the heat an Explosive generates from up to 20 meters away. 
Explosives are commonly found in the wild with other members of the 
Bomb family, and are often the leader of their social circles. The reason is 
obvious, as the Explosive makes a group of Bomb-family monsters incredibly 
difficult to defeat due to its signature ‘Spark’ attack. This attack engulfs 
their immediate area with intense flames, not only damaging enemies but 
also healing themselves and other Bomb-family members due to their shared 
absorption of Fire. This makes fighting an Explosive extra tricky, as with 
each attack they are constantly healing themselves while also damaging 
multiple foes. They possess the strongest ‘Bite’ of all members of the Bomb 
family, and can deal the most damage with ‘Self Destruct’ due to their 
superior bulk, but my observations suggest they prefer not use them. 
Beastmasters can unlock ‘Small Bomb’ for them to use, which they will 
happily use to take down Dark-weak foes. Unfortunately, while Explosives do 
absorb Fire like all Bombs, their over-use of Spark has actually dampened 
this to an extent, and they heal less from Fire than their cousins. Of 
course, they also levitate, allowing them to ignore Earth damage, and the 
heat of their bodies will minimalize any Ice attack prior to contact. Like 
all Bombs, they are weak to the Water element, so it is highly advised to 
bring a capable Summoner to deal with them in the Battlegrounds. 

STATS: 

HP: 325 MP: 8 Move: 4 Jump: 4 Speed: 9 PA: 15 MA: 39 EV: 12% 

Abilities: Bite, Spark, Self Destruct, Small Bomb (Beastmaster) 
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4. The Great Cat Family 
4.1 Red Panther 

During my frequent travels through Mandalia Plains to commute 
between Igros and Gariland Academy, no monster was as 
troublesome as the majestic Red Panther, one of Ivalice’s three 

species of Great Cats. They are the fastest monster known in our lands, 
being able to run at a maximum speed of 60 miles per hour, and are 
exceptionally skilled hunters. While mostly solitary hunters, they will 
occasionally work with others of their kind to take down larger game or a 
large pack of monsters. While their mighty ‘Scratch’ and ‘Cat Kick’ would 
be more than sufficient for most hunting, the Red Panther will usually 
prefer to weaken prey first by using its pouncing ‘Poison Nail’ attack, as 
its inner-most nail on its front legs contain a venomous sac. While not 
domesticable by humans (efforts to do so have often ended fatally), Goblins 
have been known to be able to successfully domesticate them, and they will 
often be seen working together. Beastmasters like the Goblins can unlock 
the ‘Accumulate’ ability for them, increasing the deadliness of the Red 
Panther even further. Therefore, raiding parties containing both Goblins and 
Red Panthers have become major threats to caravans, so much so that 
traders will often avoid Mandalia without armed escort. Thankfully, Red 
Panthers aren’t the most durable of all creatures and will retreat quickly if 
injured. While they are resilient towards Fire and Lightning attacks naturally, 
they are weak to Earth-element attacks, like all of the Great Cat family. 

STATS: 

HP: 347 MP: 10 Move: 4 Jump: 6 Speed: 12 PA: 14 MA: 36 EV: 31% 

Abilities: Scratch, Poison Nail, Cat Kick, Accumulate (Beastmaster) 
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4.2 Coeurl 

The Coeurl is certainly an interesting creature. Undeniably related 
to the Red Panther, evidence suggests that its origins might be, 
in part, otherworldly, as well. They are found rarely in the 

plains, but are more common in caves and woodlands. While their physical 
attributes are less impressive than the Red Panther, it has an incredible 
amount of raw magical energy coursing through its body. That raw energy, 
of course, powering its signature ‘Blaster’ attack. Blaster is a devastating 
attack that can inflict enemies with one of many debilitating statuses, and 
the Coeurl loves to blast its enemies before casually picking it apart with 
‘Scratch’. If enemies are too close, Coeurls will occasionally also make use 
of ‘Cat Kick’ to knock enemies away, then retreat to a safe blaster space. 
Like all Great Cats, Coeurls can jump virtually any height vertically, and do 
not like water, avoiding moving into it at all costs (although they are not 
weak to Water attacks). It is suggested by this author to not engage a 
Coeurl without a capable Chemist or Priest who can cure a wide range of 
negative statuses, as its inflictions can even include permanent petrification. 
A skilled Beastmaster can help it regain its usually inert poison sacs 
allowing it to ‘Poison Nail’, but this is a niche use compared to the 
Coeurl’s other abilities. While scholars are concerned about its possibly 
extraterrestrial origins, it was determined to be eligible for the arena. 
Elementally speaking, it only has a single resistance, Ice (which further lends 
to questions of its origins), and is weak to Earth-element attacks like all 
Great Cats. Regardless, one should be very careful facing this feline! 

STATS: 

HP: 271 MP: 13 Move: 4 Jump: 5 Speed: 11 PA: 13 MA: 41 EV: 28% 

Abilities: Scratch, Blaster, Cat Kick, Poison Nail (Beastmaster) 
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4.3 Vampire 

Vampirism is a scary condition that is known only to affect 
humans, giving them an unsatiable taste for blood. Typically, the 
most reliable cure for it is Holy Water, which must be applied 

quickly before the mind is completely lost. Where does that leave the 
“Vampire” cat? The name is a bit of a misnomer, and the Vampire cat 
itself is not suffering from the disease. It is, however, a carrier of the 
disease which it will commonly use against humans when threatened. 
Thankfully, vampirism spreads less successfully from a Vampire’s ‘Blood Suck’ 
than it does from human to human, but research suggests the chance at 
contracting the virus could still be as high as 25%. The sucking, of course, 
also drains life from the victim, benefiting the Vampire either way. While 
Vampires have less raw magical energy than Coeurls, they too have the 
power to unleash ‘Blaster’, suggesting that Vampires originated from infected 
Coeurls. Despite being the slowest of their family and losing the ability to 
‘Cat Kick’ without an accompanying Beastmaster, they have the strongest 
claws for ‘Scratch’ of any of the Great Cats. It is also important and 
interesting to note that the virus is so integrated in their body, its 
elemental affinities have been affected: Vampires are completely immune to 
Dark-element attacks, and are weak to Holy-element attacks in addition to 
the normal Earth weakness. When battling Vampires, one should take 
extreme caution and dispense it as a priority target – this is not a 
creature you can afford live for long. Unless you want to spend the rest 
of your short life as a mindless vessel seeking human blood, at any rate. 

STATS: 

HP: 291 MP: 15 Move: 4 Jump: 4 Speed: 10 PA: 16 MA: 33 EV: 24% 

Abilities: Scratch, Blaster, Blood Suck, Cat Kick (Beastmaster) 
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5. The Squidoid Family 
5.1 Pisco Demon 

Being able to breathe water, Squidoids are a monster family that call 
Ivalice’s rivers and lakes home. They can be identified by their large 
tentacles surrounding their mouths, with two longer tentacles serving 

as “arms”. While Squidoids typically keep to themselves, they will defend 
their territory fiercely. If they must, they will attack and plunder boats, but 
prefer to catch fish from their local habitat. As the most common Squidoid, 
the Pisco Demon’s name is a bit misleading – while it looks horrific, it is 
not related to the Demon. Its name likely derives from its fearsome 
appearance as the first discovered Squidoid. In battle, the Pisco Demon 
prefers to aid allies over fighting directly. Before engagement, they typically 
use ‘Level Blast’ to boost their allies’ stats. Once engaged, the Pisco 
Demon’s primary goal seems to be blinding enemies with the thick oil of 
their ‘Black Ink’ technique. Unlike other Squidoids, the Pisco Demon’s 
‘Tentacle’ attack is quite weak but they will use it to defend themselves if 
they have no other choice. If accompanied by a Beastmaster, the Pisco 
Demon is also capable of unleashing an ‘Odd Soundwave’. They are the 
quickest of the Squidoids, allowing them to support their group with 
efficiency. One should never attempt to use a Water-element attack against 
any Squidoid, as the family absorbs them. Fire-element attacks are also 
ineffective, so Wizards are advised to instead use their Lightning attacks to 
damage them, since it is the common Squidoid elemental weakness.  

STATS: 

HP: 340 MP: 26 Move: 3 Jump: 3 Speed: 9 PA: 11 MA: 38 EV: 7% 

Abilities: Tentacle, Black Ink, Level Blast, Odd Soundwave (Beastmaster) 
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5.2 Squidraken 

Few words strike fear into a veteran sailor’s heart quite like the 
word “Squidraken”. Some evidence exists that these Squidoids may be 
distantly related to Dragons, and they are by far the most warrior-

like species of their family. While other Squidoids prefer to sustain 
themselves on smaller fish and crustaceans, the Squidraken prefers to go 
after larger prey, both sea-dwelling and not. Humans are no exception to 
their preferences – there are plenty of accounts of Squidraken attacking 
cargo ships and devouring most of the crew. Their ‘Tentacle’ attack is the 
strongest of all Squidoids; in fact, this monster can deal more damage in a 
single attack than most species of Behemoths. Other than their might, they 
can create an ‘Odd Soundwave’ from their vocal cords, a screeching magical 
sound that will disrupt casting from foes as well as remove positive statuses 
they may have. And they too have ‘Black Ink’ at their disposal, which they 
will use to blind opponents before murdering them. Beastmasters can also 
unlock their potential for ‘Mind Blast’, although they rarely need it unless 
they deem an opponent as stronger than themselves. Thankfully, while 
capable of impressive jumps, the Squidraken is the slowest of all Squidoid 
species. Therefore, it is advisable to combat them with ranged attacks. Like 
other Squidoids, they absorb Water attacks used against them and thanks to 
their draconic DNA, they are also completely immune to Fire attacks. 
Indeed, if possible, one should try using Lightning to fry a Squidraken 
before they approach. And do kill them before they approach. Unless you 
wish to be murdered, and become their next meal…  

STATS: 

HP: 361 MP: 25 Move: 3 Jump: 4 Speed: 7 PA: 22 MA: 37 EV: 14% 

Abilities: Tentacle, Black Ink, Odd Soundwave, Mind Blast (Beastmaster) 
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5.3 Mindflayer 

The most feared of all Squidoids, even more than the mighty 
Squidraken, is undoubtably the Mindflayer. The Mindflayer, identifiable 
by its greenish gray tint and red robes, is a species of highly 

evolved Squidoids. While not capable of speech as we know it, they can 
communicate telepathically with each other (and some evidence suggests even 
other Squidoids) to coordinate attacks. This allows them to move quickly, 
unlike other Squidoids, to engage enemies. While more frail than the lesser 
evolved Squidoids, the Mindflayer still possesses a deadly ‘Tentacle’ attack, 
although that is not the reason they are feared. As the name suggests, the 
Mindflayer’s main weapon its mind-altering attacks. Deploying a combination 
of soundwaves and psychic energy, the Mindflayer is fully capable of 
unleashing the brain-discoloring ‘Mind Blast’ ability at will. This attack alters 
the minds of its victim, which in the short-term, normally leads the victim 
becoming irrationally angry or even outright confused. Some targets of the 
attack never truly recover, and will live with milder symptoms like 
occasional seizures and mood swings for the rest of their lives. Like the 
Squidraken, they are also capable of using an ‘Odd Soundwave’ to disrupt 
enemy buffs and casts. Unlike other Squidoids, however, their ink sacs are 
inert and can no longer produce oil. Beastmasters working with Mindflayers 
can teach them how to ‘Level Blast’, further increasing their utility in 
battle. Like the Pisco Demon, the Mindflayer absorbs Water attacks, and 
Fire attacks are ineffective. You should utilize Lightning attacks when facing 
a Mindflayer in combat. Of course, my advice would be to run, if possible. 

STATS: 

HP: 299 MP: 55 Move: 4 Jump: 3 Speed: 8 PA: 17 MA: 36 EV: 10% 

Abilities: Tentacle, Mind Blast, Odd Soundwave, Level Blast (Beastmaster) 
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6. The Living Bone Family 
6.1 Skeleton 

Before writing anything further, I’m going to preface these next two 
chapters with a note that I’ve debated heavily against classifying 
undead abominations as “monsters”, as well as their eligibility in the 

Battlegrounds. Regardless of this, the board disagrees with my opinions on 
the matter, so this guide would be incomplete without documentation of the 
Living Bone and Spirit “families”. Their origins differ from the majority of 
monsters in several ways, but most notably: these monsters did not evolve 
in nature at all (nor do they at least possess the qualifications of life like 
the possibly-magically-created Bomb), but rather, were summoned into this 
world by the forbidden magic of Necromancy. Indeed, the Living Bone 
family are nothing more than remnants of human, and sometimes monster, 
corpses infused with magical energy. The only justification the board has for 
their classification is that the last Necromancer died nearly a century ago; 
now, undead creatures “propagate naturally” by killing and raising those 
corpses themselves. But to change the subject to this creature specifically, 
the Skeleton is the most common of the Living Bones. They can take the 
most beating, employ the standard ‘Knife Hand’ attack, and are infused with 
Lightning and Ice magic allowing both ‘Thunder Soul’ and ‘Ice Soul’ 
(although a Beastmaster can unlock ‘Aqua Soul’ as well). They absorb Dark 
and are weak to Holy like all undead monsters, and are also weak to Fire 
like most. Like most of the Living Bone family, Ice is also ineffective. 

STATS: 

HP: 401 MP: 5 Move: 3 Jump: 4 Speed: 9 PA: 16 MA: 44 EV: 11% 

Abilities: Knife Hand, Thunder Soul, Ice Soul, Aqua Soul (Beastmaster) 
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6.2 Draugr 

One thing that is rather interesting about the undead families in 
particular is how who the being was while living can influence what 
sort of monster they become. While the previous Skeleton can be 

observed spawning from the remains of those in the heartland, the Draugr 
is a much more common sight in the northern areas of Ivalice. More 
specifically, northern sailors and raiders are the primary targets of conversion 
to be turned into a Draugr. Compared to the default Skeleton, Draugrs are 
a bit more skilled in hand-to-hand combat. Due to this fact, one should be 
careful engaging Draugr head on since they favor their ‘Knife Hand’ attack 
more than other Living Bones, and this attack has been known to spread 
their undeath to their target (thankfully, Holy Water can remove this 
variant of “undeath”). Additionally, they have inherited the affinity for the 
cold sea from their past selves – like the Skeleton they are capable of 
using ‘Ice Soul’, but unlike them, they can use ‘Aqua Soul’ by default as 
well. Paired with a Beastmaster, the Draugr can also use the might of the 
sail to its advantage as well, enabling the use of ‘Wind Soul’. The 
combination of Ice, Water, and Wind is surely useful against a wide array 
of other monsters, so their position is unique in the arena. Like all undead 
monsters, the Draugr is weak to Holy but absorbs the Dark element. Due 
to their origins, the Draugr is completely immune to Ice additionally, but 
suffers a rather common undead weakness to the flames of Fire. Of course, 
most items or spells that normally heal will harm undead and is another 
effective way to deal with them. 

STATS: 

HP: 394 MP: 4 Move: 3 Jump: 4 Speed: 9 PA: 17 MA: 45 EV: 12% 

Abilities: Knife Hand, Aqua Soul, Ice Soul, Wind Soul (Beastmaster) 
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6.3 Reaper 

Something really frightening occurs when a mage is the flesh source 
during the creation of a new Living Bone. Their innate magical 
affinity results in a Reaper being born, the most nightmarish of all 

Living Bones. Reapers, unlike the mindless Skeletons and Draugrs, actually 
maintain rudimentary intelligence and self-awareness. Despite this, all 
personality they had in their previous life is still replaced by desire to kill 
and convert more to undeath. Due to their arcane affinity in their previous 
life, Reapers can freely use the strongest of all soul attacks, ‘Wind Soul’ on 
command. This devastating attack is adept at quickly cutting life short. It is 
also notable for being one of the most powerful sources of the uncommon 
Wind element in the arena, making Reapers ideal for dealing with powerful 
monsters vulnerable to it like the Tiamat and the Red Chocobo. Perhaps a 
gift from a previous knowledge of Black Magic, they also have ‘Thunder 
Soul’ (and ‘Ice Soul’ if paired with a Beastmaster) at their disposal should 
they need it. Thankfully, the Reaper is the frailest of the Living Bones, 
another quality they perhaps inherited from their previous life (mages are 
not known for their hardiness). Again, like all undead monsters, they absorb 
Dark and are weak to Holy. They also resist Ice like the common 
Skeleton. But somewhat oddly, the Reaper is not weak to Fire like the 
majority of undead monsters, but are instead susceptible to Lightning, a 
vulnerability that is perhaps a side-effect of their mastery of the wind. In 
conclusion, as the most dangerous of the Living Bones, bringing a spare 
Phoenix Down to instantly disperse it wouldn’t be a bad idea! 

STATS: 

HP: 368 MP: 6 Move: 3 Jump: 4 Speed: 9 PA: 16 MA: 42 EV: 13% 

Abilities: Knife Hand, Wind Soul, Thunder Soul, Ice Soul (Beastmaster) 
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7. The Spirit Family 
7.1 Ghoul 

Unlike Living Bones who convert their victims to undead, the Spirit 
family is not so hostilely created. Instead, they spawn from the 
death of an individual who did not pass peacefully, died with 

incredible regret, or with any incomplete conviction that was close to that 
individual. Like Living Bones, the form that their spirit will manifest 
depends a lot on the individual themselves. The first of the Spirit family, 
the Ghoul, appears to be the result of a person dying with large regret. 
They are less incorporeal than other Spirits, resulting in the ability to 
‘Knife Hand’ similar to Living Bones. Of course, like all Spirits, they can 
also use ‘Throw Spirit’, an attack that literally throws part of themselves at 
their target. Those hit by this attack have been known to be cursed with 
a terrible death sentence, as well, making it quite dangerous. All Spirits 
have at least one ability that allows them to cause an infliction by 
touching an enemy – the Ghoul’s is ‘Sleep Touch’, which will result in the 
victim falling into a deep sleep. While it tends to do this to haunt the 
target(s) of its regret usually, this is a frightening tactic in the arena, 
especially considering the Spirits’ ability to teleport throughout the battlefield. 
Beastmasters can teach them how to ‘Grease Touch’ as well. Again, like all 
undead creatures, they are weak to Holy but absorb Dark. Like all Spirits, 
they are additionally immune to Earth thanks to their levitation. Ghouls are 
also weak to Fire, a relatively common weakness for the undead. 

STATS: 

HP: 249 MP: 27 Move: 5 Jump: 4 Speed: 10 PA: 13 MA: 42 EV: 36% 

Abilities: Throw Spirit, Sleep Touch, Knife Hand, Grease Touch (Beastmaster) 



 
21 

7.2 Ghost 

While Ghouls are the spiritual remains caused by extreme regret, it 
seems the qualification for a person rising as a Ghost post-mortem 
seems to be some sort of goal or conviction left unfulfilled. The 

range is quite large – for instance, it could be that the person was in the 
middle of a large project (such as writing a book), or leaving an 
organization they were a member of in a poor position with no successor, 
or even the convictions of a parent to raise their child to adulthood. One 
theory is that the individual’s willpower to finish whatever unfinished 
business he had left in the world is what causes the spirit to manifest 
itself back together. Usually, Ghosts are found haunting the objects or 
people related to their source of unrest. One can usually naturally dismiss a 
Ghost usually by completing whatever it was the person had left unfinished, 
which will allow the spirit to finally be at rest. Moving on to their battle 
properties, the Ghost is fully capable of ‘Throw Spirit’, and its ‘Grease 
Touch’ can slow enemies by coating them in a thick layer of oil. Ghosts 
are also capable of draining the life out of a person’s body with ‘Drain 
Touch’, using their life to sustain themselves. With a Beastmaster, the Ghost 
can also access a ‘Zombie Touch’, allowing them to spread the undead 
curse. The Ghost is the least corporeal of all undead creatures, making 
them difficult to land a hit on and making them not weak to Fire like a 
lot of undead creatures. However, they can be blown away easily causing 
them to be weak to Wind. Other than that, like all Spirits, they are weak 
to Holy, absorb Dark, and levitate above any Earth attacks used. 

STATS: 

HP: 231 MP: 21 Move: 5 Jump: 4 Speed: 10 PA: 14 MA: 41 EV: 40% 

Abilities: Throw Spirit, Grease Touch, Drain Touch, Zombie Touch (Beastmaster) 
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7.3 Revenant 

Unlike the conditions of the Ghoul and Ghost, the trigger of the 
creation of a Revenant is much more straight-forward: an 
excruciatingly painful death. Indeed, studying the dark tomes left 

behind from the ancient Necromancers, they would commonly torture victims 
while slowly killing them in the hopes of producing one. They theorized 
that the extreme pain makes the soul want to vacate a body, which finally 
occurs at the moment between life and death. Due to this unpleasant 
rebirth process, the Revenant is the only Spirit who cannot be exorcized 
through normal means, which makes them valuable minions. Revenants seem 
used to pain – they’re capable of taking more punishment in battle than 
other Spirits, and they attempt to go incorporeal to evade physical attacks 
less often. They’re also the fastest of the Spirits, and can teleport farther 
in one jump than the others. Like the Ghost, the Revenant’s weapons of 
choice tend to be ‘Throw Spirit’ when at a distance, switching to ‘Drain 
Touch’ when they can get in close. If touched by the Revenant’s ‘Zombie 
Touch’, one will receive the curse of the undead, causing the victim to be 
harmed by healing like the undead creatures until it can be cured with 
Holy Water (although one should be quick to apply it before flesh rots off 
permanently). Beastmasters can also unlock the useful ‘Sleep Touch’ ability 
for the Revenant, which is very useful in the arena. Like the Ghoul, the 
Revenant is weak to Holy and Fire attacks, absorb Dark attacks, while 
being completely immune to Earth due to their levitation. Revenants fight 
with an anger rarely seen in other creatures – it is merciful to slay one. 

STATS: 

HP: 265 MP: 14 Move: 6 Jump: 4 Speed: 11 PA: 12 MA: 43 EV: 30% 

Abilities: Throw Spirit, Zombie Touch, Drain Touch, Sleep Touch (Beastmaster) 
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8. The Flotiball Family 
8.1 Floating Eye 

No one is quite certain of the origins of the Flotiball family. They 
are incredibly unique, hinting they are demon spawn, but most of 
their habits would suggest a biological origin. Whatever the case, the 

physiology of the species is quite interesting – over 60% of its body mass 
makes up its single eye. Interestingly, the eye also houses the creature’s 
brain. The benefits of this means that Flotballs have extremely high reaction 
speed. The rest of their body is two stubby legs, and wide wings with 
claws at the tips that they use to fly and attack foes with ‘Wing Attack’. 
Of course, these creatures are not known for their physical strength, but 
rather, their magical eye attacks. Emitting magical light beams from the 
pupil of their eye, these creatures are capable of a variety of enemy-
crippling stares. The basic and most common Flotiball, the Floating Eye, has 
no way to inflict status conditions on its foes (without the help of a 
Beastmaster unlocking its ‘Look of Devil’ ability, anyway), but it does have 
two crippling moves it likes to employ. First, its ‘Look of Fright’ will send 
even the bravest of all men cowering in a corner like a Chicken. Secondly, 
it likes to employ ‘Beam’, which will lower the magical affinity of its 
target. This makes the Floating Eye an interesting choice to combat mages 
with, as the entire species is resilient to all magic. And to add to that, 
the Floating Eye resists Ice, Wind, Earth, and Dark. Their only elemental 
weakness, which the whole family shares, is Lightning. 

STATS: 

HP: 309 MP: 17 Move: 5 Jump: 5 Speed: 8 PA: 13 MA: 36 EV: 25% 

Abilities: Wing Attack, Look of Fright, Beam, Look of Devil (Beastmaster) 
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8.2 Ahriman 

The Ahriman is probably the most notorious of the Flotball family, 
so much so that some will simply refer to it as the “Ahriman 
family”. Indeed, most troubles documented regarding a creature of the 

family is the work of an Ahriman. They are perhaps the most aggressive 
of their kind against humans, and will attack adventurers and wanderers 
merely for the fun of it. A trickster, the Ahriman loves to play with its 
victims, torturing them before finally finishing them off. Ahriman will often 
stalk their pray for miles in the air until it finds an ideal time to strike. 
One can easily identify an Ahriman from its peers by its yellow skin and 
eye-catching purple wings. Do your best to shield your eyes from the gaze 
of an Ahriman, as their signature ‘Look of Devil’ ability can render you 
petrified, confused, blinded, or unable to speak, act, or move. It too has the 
‘Look of Fright’ ability, which it favors to induce panic in its foes prior to 
the kill. If a Beastmaster is successful in taming an Ahriman, they can also 
be taught to ‘Doom’ enemies outright. If all that wasn’t enough, its wings 
are the strongest of all Flotiballs, and its claws the sharpest. Like all 
members of the family, it is inadvisable to fight the Ahriman with magical 
attacks, as its skin has a protective anti-magic coat. If one has no recourse 
but to use magic, one should use Lightning as it is the only effective 
element against them. Definitely do not use Earth, Water, Holy, or Dark 
attacks against the Ahriman, as these are extremely ineffective. Bringing a 
shield to combat Ahriman to help you avoid their gaze is heavily 
recommended, unless you fancy being a statue for all eternity. 

STATS: 

HP: 280 MP: 48 Move: 5 Jump: 6 Speed: 8 PA: 16 MA: 37 EV: 23% 

Abilities: Wing Attack, Look of Devil, Look of Fright, Doom (Beastmaster) 
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8.3 Plague 

While the Ahriman are far more notorious, that does not mean they 
are the most dangerous Flotiball. That distinction belongs to the 
Plague, which holds the most magical energy in its body than any 

other known monster. While other Flotiballs will typically only terrorize 
individuals or small groups, the Plague targets humanity on a grander scale 
and with far more cunning. While it cannot be confirmed, it is suspected 
that the sudden extinction of several small towns and villages throughout 
history was the work of the Plague. The reason for being difficult to 
confirm is because the Plague was only first discovered less than a century 
ago. Plagues prefer to do their work from the shadows, as their technique 
of choice, ‘Doom’ does not require direct eye contact like other Flotiball 
stares. Once doomed, the victim will die shortly thereafter, in a manner 
that most would assume was a tragic accident or disease. This would 
certainly be consistent with the reports I previously mentioned, in which 
several people would die tragically each day until no one remained. While 
the Plague much prefers to work without being seen, if discovered, it will 
evoke ‘Look of Devil’ and its ‘Wing Attack’ in the hopes of quickly 
silencing its discoverer. While it is ill-advised to ever work with a Plague, 
‘Beam’ can be taught to them by a Beastmaster. Plagues are bulkier than 
the Ahriman, but like all Flotiballs, are weak to Lightning despite their 
usual magic resilience. The Plagues’ dampening barrier is especially potent at 
guarding against Fire, Wind, Water, and Dark. Luckily, Plagues are the 
rarest of the Flotiballs – although no one has discovered how they breed. 

STATS: 

HP: 294 MP: 30 Move: 5 Jump: 5 Speed: 8 PA: 15 MA: 46 EV: 23% 

Abilities: Wing Attack, Doom, Look of Devil, Beam (Beastmaster) 



 
26 

9. The Aevis Family 
9.1 Juravis 

The common Juravis is a common sight virtually everywhere in Ivalice 
as the most recognizable bird monster in the land. Like all members 
of the Aevis family, they are capable of flying great distances quickly 

with their impressive wing span but have a disdain for landing in bodies of 
water. They have impressive reflexes, using them to outwit potential 
predators such as the Red Panther with quick movements and speed. When 
on the hunt or forced to defend itself at close range, the Juravis will use 
its strong talons to ‘Scratch Up’, an attack impressive for its vertical range. 
The Juravis would rather deal with attackers at a distance, however, as it is 
capable of using chemicals that are secreted by its feathers to create and 
hurl a ‘Feather Bomb’ from great range. This Wind-element attack isn’t 
incredibly strong but can wither down opponents quickly with hit-and-run 
tactics. The final ability of the Juravis is ‘Shine Lover’, which the Juravis 
can use to neutralize enemy mages. A weakened Juravis being trained by a 
Beastmaster can return to its master to ‘Fury’, as well, the very same 
technique taught as a Basic Skill in the academy. As you’re probably aware, 
this technique engulfs the user in a hastened rage, increasing their pain 
tolerance. Like all Aevis, their affinity to the sky allows them to absorb all 
Wind-element attacks thrown at them. However, this comes at the cost of 
being ill-equipped to deal with Earth-element attacks. I’m sure you’ve heard 
the saying before but: “it’s like killing two Juravis with one stone!” 

STATS: 

HP: 236 MP: 8 Move: 6 Jump: 6 Speed: 10 PA: 12 MA: 45 EV: 38% 

Abilities: Scratch Up, Feather Bomb, Shine Lover, Fury (Beastmaster) 
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9.2 Iron Hawk 

The second common of the Aevis, the name “Iron Hawk” is no 
misnomer. Eating a diet high in iron-rich vegetables, their body pushes 
excess of the vitamin into the tips of their feathers and talons, giving 

them impressive durability. Indeed, the Iron Hawk is often ignored by 
hunters and predators as it is simply not worth the effort to kill. It also 
makes their ‘Scratch Up’ far stronger than that of the Juravis, allowing it 
to fend off attackers more easily. These perks do not come without 
drawbacks, however – the Iron Hawk is the slowest of the Aevis family, 
and its feathers do not have the correct chemicals coating them to create a 
‘Feather Bomb’ with (although a skilled Beastmaster can apply the compound 
over their feathers to allow it access to the attack). Instead, the Iron Hawk 
has evolved two techniques to deal with both magical attackers and physical 
ones. The first, ‘Shine Lover’ allows the Iron Hawk to reflect light off 
itself and other nearby shiny objects to create an impressive laser capable of 
targeting the MP of an enemy. Secondly, the hardness of their talons 
enables them to execute a swooping ‘Peck’ attack to shred the flesh of its 
target, reducing their physical prowess. Like all Aevis, the Iron Hawk 
absorbs all Wind damage it would receive but is (somewhat ironically) weak 
to Earth. Unlike other Aevis, however, its metallic composition reroutes the 
current of Lightning attacks to travel along the outside of its body, 
rendering the bird completely immune to such abilities. Ultimately, the Iron 
Hawk’s impressive durability combined with its ability to weaken enemies 
makes it a capable distraction in the arena.  

STATS: 

HP: 387 MP: 13 Move: 6 Jump: 4 Speed: 9 PA: 14 MA: 34 EV: 35% 

Abilities: Scratch Up, Shine Lover, Peck, Feather Bomb (Beastmaster) 
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9.3 Cockatrice 

Originally thought to be a myth, the Cockatrice was officially 
discovered by an expedition exploring Ivalice’s thick Zigolis Swamp in 
the last century. Further expeditions showed that the Cockatrice isn’t 

only native to swampland, but also have nests in deep caves and ancient 
ruins like Nelveska Temple. While more research more needs to be done 
on its exact genealogy, its appearance and behavior creates little doubt it is 
related, if only distantly, to the other Aevis. Meanwhile, its capabilities in 
combat are definitely enough to earn its legendary designation. Aside from 
its ‘Scratch Up’ and ‘Feather Bomb’, common moves of the Aevis family, 
the Cockatrice possesses the exclusive ‘Beak’ attack. Normally, other Aevis 
would not consider using their smaller and weaker beaks to attack enemies 
when their talons are far more optimized for combat. However, the 
Cockatrice uses this as an opportunity to get its eyes close enough to its 
foe to perform a close-range petrifying beam, instantly turning the victim to 
stone. Therefore, if one lacks a party member with White Magic, it is 
extremely wise to bring Soft when engagement against a Cockatrice is a 
possibility. While the Cockatrice is a rare and evasive beast, a few 
Beastmasters have managed to capture and train one without being turned 
to stone. Their reward is the discovery that one can line their superiorly-
powerful talons with an iron coat allowing them to ‘Peck’ like the Iron 
Hawk. Like their distant Aevis cousins, Cockatrice retain their ability to 
absorb Wind-element attacks, while being harmed more by Earth-element 
attacks. I pray for anyone having the misfortune of facing one in the arena!  

STATS: 

HP: 262 MP: 2 Move: 6 Jump: 5 Speed: 10 PA: 18 MA: 39 EV: 34% 

Abilities: Scratch Up, Feather Bomb, Beak, Peck (Beastmaster) 
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10. The Porcine Family 
10.1 Swine 

Honestly, in the objective sense, most members of the Porcine family 
are poor excuses for monsters. These bi-pedal monsters related distantly 
to the actual animal are known to be frail, weak, clumsy, and sluggish. 

Their pathetic flailing ‘Straight Dash’ is dangerous to no one, and while 
they can be quick, speed alone does not prevent the Swine and its relatives 
from being common prey for Ivalice’s more impressive monsters. To make 
matters worse, Porcine monsters were commonly hunted by humans due to 
their various valuable qualities. In particular, the excess fat the creatures 
have around their torso is known to be delicious and have healing qualities 
that were coveted by both doctors and hunters. Now relatively rare due to 
overhunting, the Swine may be extinct if not for conservation efforts from 
Beastmasters. Due to the increased attention from their conservationist allies, 
however, it was discovered that these monsters may not be so useless after 
all. The Swine, in particular, has been found to be a capable healer. Their 
‘Oink’ was discovered to be so magically cute that it revives a recently 
deceased human or creature instantly, and nearly completely. Like all 
members of their family, they can literally ‘Bequeath Bacon’ by ejecting 
their delicious healing bacon out of their body to heal a friend, at the 
expense of their own health. One benefit the Porcine family does enjoy is 
a natural resistance to many elements, while being weak to only Dark. The 
Swine’s resistances include Fire, Lightning, Water, and Holy. 

STATS: 

HP: 258 MP: 1 Move: 3 Jump: 4 Speed: 11 PA: 10 MA: 42 EV: 29% 

Abilities: Straight Dash, Oink, Bequeath Bacon, Toot (Beastmaster) 
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10.2 Porky 

It was a small mystery how the Porky species managed to survive 
long enough to be saved at all. Even moreso than the Swine, the 
Porky is a laughable creature, physically. While slightly bulkier thanks 

to even more fat buildup, the Porky is slower than the Swine, less mobile, 
and boasts an even weaker ‘Straight Dash’. These inadequacies are caused by 
the creature’s slothful lifestyle, as well as its disgustingly gluttonous diet 
featuring whatever it can get its mouth around. Ironically, however, its diet 
may have led to its one saving grace. Unlike the Swine which requires a 
special Beastmaster-administered diet to use the ‘Toot’ ability, the Porky’s 
highly evolved mixture of vile stomach acids gives it the gastrointestinal 
properties to unleash the ability naturally. The horrid smell of the gas 
emitted from the anus of this creature can make enemies so nauseous that 
they tend to either faint immediately or enter a state of pure confusion. It 
was this ability that allowed the Porkies to fend off predators, holding on 
long enough to be saved. They are also the most efficient of the Porcines 
at ‘Bequeath Bacon’, due to their improved bulk. And with a Beastmaster, 
they are also able to further manipulate enemies by using ‘Snort’ against 
them. The Porky is one of the more controversial topics by the board due 
to its repugnant signature attack, with one member known for his hatred of 
fun wanting the creature banned outright. Like all species of the Porcine 
family, the Porky is weak to Dark attacks but resists Holy attacks. It too 
has a handful of additional useful elemental resistances, as its thick fat 
makes it naturally resistant to the elements of Fire, Ice, and Wind. 

STATS: 

HP: 288 MP: 1 Move: 3 Jump: 3 Speed: 10 PA: 9 MA: 44 EV: 26% 

Abilities: Straight Dash, Toot, Bequeath Bacon, Snort (Beastmaster) 
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10.3 Wild Boar 

When I was going on about how pathetic the Porcine family was as 
a whole, there was actually one exception. The Wild Boar, an 
uncommon variant native to Ivalice’s harsh caves and mountains, is not 

as utterly laughable as its relatives. While still relatively frail and slow-
moving, the Wild Boar’s bacon is made of pure muscle rather than fat, 
allowing this creature to eviscerate opponents with its mastery of ‘Straight 
Dash’. Surprisingly, the fact that the bacon is muscle rather than fat does 
not remove its healing properties as the Wild Boar is capable of using the 
same ‘Bequeath Bacon’ ability as its obese cousins. If that weren’t enough, 
the Wild Boar also evolved an additional ability to outfox mountain hunters 
called ‘Snort’. This uses a combination of cuteness and a naturally-occurring 
psychotropic chemical found within the mucus of the creature’s nose to 
trick the human into helping the creature, rather than trying to hurt it. 
Sadly, this drug has no effect on other monsters, so the Wild Boar has to 
focus on other tactics against those threats. Wild Boars are solitary creatures 
in general, so using their ‘Oink’ to revive an ally does not naturally occur 
to them without a Beastmaster’s guidance. They share their family weakness 
to Dark and resistance to Holy and are additionally resistant to Lightning, 
Ice, and Earth. Like all members of the Porcine family, Wild Boars cannot 
swim and will avoid entering water, so using a stream or river to separate 
yourself is ideal when in combat. Do not underestimate them due to their 
lesser relatives – you do not want to engage a Wild Boar in close-range 
combat for the reasons listed above. 

STATS: 

HP: 275 MP: 1 Move: 3 Jump: 4 Speed: 10 PA: 19 MA: 43 EV: 32% 

Abilities: Straight Dash, Snort, Bequeath Bacon, Oink (Beastmaster) 
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11. The Woodoid Family 
11.1 Dryad 

The Woodoid family is a uniquely interesting family of monsters 
resembling small but mobile trees. Indeed, they share the qualities 
of both plants and animals. They are capable of photosynthesis, 

and like actual trees, the surface of their bodies is made of strong wood 
surrounded by bark, making them resilient against physical damage. However, 
unlike plants, the Woodoid family has a number of internal organs 
(including a nervous system) and muscles that allows it thought and 
movement. The “wood” that makes up the “roots” of the creatures is not 
as strong and can bend, and the creature uses muscles within these “roots” 
as legs to move, albeit slowly. Woodoids tend to be less hostile than most 
monsters, and will only attack humans it deems as a threat to their habitat 
(such as arborists). The Dryad, the first of the family, can be found in 
most forests and thickets in Ivalice. Like all Woodoids, their only weapon 
to scare off intruders is their painful ‘Leaf Dance’, a short-range attack that 
shoots its razor-sharp leaves growing on its head in all directions. However, 
their primary role in combat is to support their woodland allies. The Dryad 
in particular is capable of protecting friends versus both physical attacks 
with ‘Protect Spirit’ and magical attacks with ‘Calm Spirit’. Trained by a 
Beastmaster, they can also cure allies with ‘Spirit of Life’. Like their entire 
family, Dryads absorb the Earth element but are weak to Fire. They are 
also resistant to Water-element attacks, but enough water can still drown it. 

STATS: 

HP: 465 MP: 35 Move: 3 Jump: 3 Speed: 7 PA: 11 MA: 41 EV: 2% 

Abilities: Leaf Dance, Protect Spirit, Calm Spirit, Spirit of Life (Beastmaster) 
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11.2 Treant 

The Treant is an unsightly Woodoid that calls the marshes and 
swamps of Ivalice home. Noticeably different than the others of 
its family, it boasts unique red leaves and grayish bark. Due to 

the limited sunlight of its habitat, it is the only Woodoid known to 
occasionally hunt small prey for nourishment. The heaviest of the Woodoid 
family, its wood contains more moisture than the others, little doubt due to 
its chosen environment, which makes it slightly less bulky (although still 
incredibly resistant to physical blows). While all Woodoids will avoid 
entering bodies of water due to their internal organs negating the natural 
buoyancy of their outer wood shell, the Treant’s muscles are extremely 
strong due to trudging through wet mud. Thanks to this, while Woodoids 
will not usually attack foes with physical force, one should take extra care 
to avoid enraging a Treant or being hit by one of its counterattacks. Like 
the Dryad, the Treant’s preferred method of damaging foes is its ‘Leaf 
Dance’ ability but its main role is to aid its allies with support techniques 
like ‘Protect Spirit’. Unlike the Dryad, however, the Treant has the natural 
ability to heal allies with ‘Spirit of Life’. The trade-off for this innate 
healing ability is that, without Beastmaster aid, the Treant is incapable of 
using ‘Calm Spirit’. Like its relatives, the Treant is weak to the Fire 
element, but absorbs Earth. It is also completely immune to Water rather 
than being merely resistant to it, presumably due to its moister natural 
habitat. Overall, the Treant can be an interesting unit to bring into the 
arena and is one of the most efficient healers among all monsters.  

STATS: 

HP: 421 MP: 39 Move: 3 Jump: 2 Speed: 7 PA: 19 MA: 40 EV: 1% 

Abilities: Leaf Dance, Spirit of Life, Protect Spirit, Calm Spirit (Beastmaster) 
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11.3 Taiju 

The Taiju has the longest lifespan of any creature known to 
exist, with some found to be over a thousand years old. This 
makes most Taijus wise and patient. They’re more durable than 

the other Woodoids, and when motivated, can move the quickest. Taijus 
mostly dwell only in the most undisturbed of forests and jungles, as they 
dislike having to deal with humans. They will, however, defend their 
territory against human expansion aggressively, usually in groups that may 
contain other Woodoids in the area. Thankfully, the Taiju is not known to 
commonly attack those it doesn’t deem to be a threat so attacks against 
mere travelers or explorers are rare. While less aggressive than its relatives, 
Taijus are also the least forgiving and are known to aggressively pursue 
those it deems a threat rather than allowing retreat like other Woodoids. In 
terms of combat, the Taiju tends to be the best healer of the family, 
knowing not only ‘Spirit of Life’, but also the exclusive ‘Magic Spirit’, 
which allows the Taiju to even restore the mana of its allies. Due to age, 
the leaves growing on a Taiju has dulled some but they still possess a 
powerful ‘Leaf Dance’ regardless. Most interestingly, with a Beastmaster 
guiding it, the raw life energy stored within a Taiju is able to call upon 
the strongest of all White Magics, the ‘Magic Barrier’, making befriending a 
Taiju a priority of any self-respecting Beastmaster. Like the lesser Woodoids, 
the Taiju is extremely resilient to physical and Water-element attacks, while 
absorbing Earth-element attacks. Also like the others, the Taiju burns when 
exposed to Fire, making it by far the most effective way to defeat one.  

STATS: 

HP: 509 MP: 43 Move: 4 Jump: 2 Speed: 7 PA: 14 MA: 39 EV: 3% 

Abilities: Leaf Dance, Spirit of Life, Magic Spirit, Magic Barrier (Beastmaster) 
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12. The Minotaurus Family 
12.1 Bull Demon 

Like the Pisco Demon, this creature’s name is a bit of a misnomer 
and it has no actual demonic connections. While early Ivalacians 
surely made that conclusion when they first saw the monster’s 

massive horns, there’s strong evidence that all members of the Minotaurus 
family have biological origins. Indeed, the family seems to be related to 
normal bovines that have evolved to be bipedal. They are also somewhat 
intelligent, as they live in small packs and can communicate with one 
another through basic signaling. They are even capable of fashioning simple 
tools, such as the crude axes they like to wield in battle. These axes are 
used to execute their ‘Shake Off’ attack, a devasting power blow. All 
species of the Minotaurus family have been known to have a natural 
connection to the elements. In the case of the Bull Demon, they are able 
to use friction to unleash the static in the ground and air to perform their 
favored technique, ‘Storm Around’. Not only does it do massive physical 
damage to anything close to the Bull Demon, but the move deals 
Lightning-elemental damage. A trained Beastmaster can even teach the Bull 
Demon how to breathe and ‘Blow Fire’, adding Fire to its arsenal. The 
Bull Demon is a bit slower than its relatives but has the highest sprinting 
speed, as it is capable of running on four legs if required. Like all 
Minotaurus, Bull Demons hate water – they cannot swim, and are weak to 
Water-element attacks. Although, their size does allow them to resist Wind.  

STATS: 

HP: 429 MP: 2 Move: 5 Jump: 3 Speed: 8 PA: 18 MA: 40 EV: 16% 

Abilities: Shake Off, Storm Around, Blow Fire (Beastmaster) 
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12.2 Minotaur 

The namesake of their family, many legends have been told about 
brave and fearsome Minotaurs. While many of these stories are 
mere myth, there is truth to some of them – for instance, while 

most Minotaurs prefer to dwell in deserts or mountains, they have been 
known to claim (and defend) abandoned ruins and labyrinths for themselves. 
They boast perhaps the best overall mobility of their family, with solid 
speed, agility, and jumping ability. This is certainly impressive considering 
the Minotaur is the largest of its family, with some Minotaurs measuring in 
over eight feet of height. Although its size is certainly impressive, the 
Minotaur actually displays the least brute force of all the Minotaurus, but 
that’s not really meaningful considering the family’s overall strength. Indeed, 
the Minotaur is more than capable of defending itself with ‘Shake Off’, but 
that is not its most devastating weapon. Instead, the Minotaur can naturally 
breathe fire and will thus prefer to weaken opponents at a distance first 
with ‘Blow Fire’ before engaging hand-to-hand. This technique has been 
known to surpass even the mighty Dragon breaths in range thanks to the 
Minotaur’s mighty lungs. It should be noted that the Minotaur’s inferior raw 
strength compared to the Bull Demon can be overcome with ‘Gather Power’ 
training from a competent Beastmaster, allowing the Minotaur to be just as 
strong as any other Minotaurus. Like all members of its family, the 
Minotaur hates getting wet and Water-element attacks will deal extra damage 
to them. They do resist Fire, however, probably thanks to their bodies 
adapting to their natural ability to breathe it. 

STATS: 

HP: 478 MP: 3 Move: 4 Jump: 4 Speed: 9 PA: 15 MA: 43 EV: 12% 

Abilities: Shake Off, Blow Fire, Gather Power (Beastmaster) 
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12.3 Sekhret 

The Sekhret is a sacred beast to whom both humans and even 
other monsters have been known to pay tribute. In fact, more than 
one early Ivalacian religion believed them to be a demi-god of 

both war and healing. This is actually understandable as studies have shown 
that the Sekhret species does have some connection to the divine. For 
instance, the ground-shaking Earth-element technique they pass down from 
generation to generation ‘Mimic Titan’ appears to have been inspired by 
Titan himself. They are also blessed with incredible might, not only being 
one of the strongest of all known monsters, but have a blessed technique 
to bolster it further known as ‘Gather Power’. Used at the first sign of 
possible conflict, this ability triggers massive temporary muscle growth that 
the Sekhret uses to either scare off, or defeat, the threat. Despite their 
possibly divine connections, they are still related to other Minotaurus – as 
Beastmasters are able to teach a Sekhret how to ‘Storm Around’ like the 
Bull Demon (although at great risk to the Beastmaster himself… this should 
only be attempted with a protective Rubber Costume). The signature purple 
skin pigmentation they possess is a side effect of a divine blessing that 
courses through their veins, granting them resistance to both sides of the 
spectrum of divine elements, Holy and Dark. Sekhrets aren’t without 
weaknesses, though. While they can jump the highest vertically, they’re also 
the least mobile of the Minotaurus and are, similarly, weak to Water. Thus, 
my advice to anyone dumb enough to take on a Sekhret would be to 
attempt to kite the creature while withering it down with Torrent Bombs. 

STATS: 

HP: 449 MP: 5 Move: 3 Jump: 5 Speed: 9 PA: 21 MA: 44 EV: 17% 

Abilities: Shake Off, Mimic Titan, Gather Power, Storm Around (Beastmaster) 
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13. The Malboro Family 
13.1 Malboro 

Of all the living creatures that populate the great nation of 
Ivalice, there is nothing more distinctly harrowing as the bog-
dwelling Malboro family. Horrific and gruesome, these massive 

monstrosities can be easily identified by their hideously long tentacle-like 
tendrils and large grinning maw. While not plants themselves, the slime on 
their exterior is ideal for the growth of molds and mosses that mutually 
benefit the host. A typical Malboro will have eighteen to twenty-six tendrils 
of several types serving different purposes. For instance, the tip of the 
tendrils growing from the creature’s mouth develop a glowing bulb that it 
uses for both sight and to lure prey. Conversely, the unique suction cups 
and buoyant mosses growing on the creature’s lower tendrils enable 
movement, including the ability to float across water surfaces and to climb 
ledges. When hunting, the most common “green” Malboro prefers to absorb 
the toxins in its molds to unleash a horrible ‘Noxious Gas’ attack, inflicting 
a variety of ailments on their prey. Once weakened, they’ll then use their 
stronger frontal ‘Tendrils’ in attempt to suffocate their prey quickly. The 
Malboro will even occasionally work in groups to hunt humans, using their 
grotesque tongue to ‘Lick’ each other, coating themselves in a thick spell-
reflecting saliva. It is unheard of for a Beastmaster to attempt working with 
a Malboro, as unleashing its ‘Bad Breath’ is just as fatal to friends as it is 
to foes. The common Malboro resists Wind and Water, but is weak to Ice. 

STATS: 

HP: 442 MP: 3 Move: 3 Jump: 5 Speed: 7 PA: 14 MA: 15 EV: 4% 

Abilities: Tendrils, Lick, Noxious Gas, Bad Breath (Beastmaster) 
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13.2 Ochu 

A close relative to the Malboro, the Ochu prefers to dwell in 
nutrient-rich freshwater marshes where it can cultivate a unique 
array of grasses on its body. The smallest of the Malboro family 

and the least durable, the Ochu relies on its small frame to move more 
quickly through the muck. Despite it being able to react and run faster, its 
lower length tendrils lead to it being less effective at climbing ledges. That 
isn’t to say the Ochu should be any less feared than its larger cousins, 
however. The grasses unique to the marshes growing on its slime have 
unique properties that, when utilized by the creature, can make its ‘Goo’ 
thicker and heavier. When a large amount of this sticky muck is hurled at 
prey or an opponent, they are completely neutralized until they are able to 
free themselves – and that usually will not be before succumbing to the 
Ochu’s ‘Tendrils’. While all Malboro are solitary to an extent, they do have 
social networks. When threatened by a common magical enemy, they will 
band together to ‘Lick’ each other and fend off the threat. While the Ochu 
and Malboro are not commonly found in the same environments, they can 
occasionally crossbreed. This trick is commonly used by Beastmasters to 
breed an Ochu capable of ‘Noxious Gas’, making the Ochu likely the most 
versatile and useful of the Malboro family. Like all species of the Malboro 
family, the Ochu is naturally resistant to Water (and can float), while being 
weak to Ice-element attacks. Additionally, the Ochu’s unique biome renders 
it resistant to Lightning attacks, as well. If you need to combat an Ochu, 
one should remember to bring a shield to block their infamous goo attack! 

STATS: 

HP: 376 MP: 3 Move: 4 Jump: 4 Speed: 8 PA: 13 MA: 18 EV: 5% 

Abilities: Tendrils, Goo, Lick, Noxious Gas (Beastmaster) 
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13.3 Great Malboro 

Finally, we come to the most nightmare-inducing member of the 
family, the Great Malboro. Infesting the most poisonous of Ivalice’s 
fens, this reclusive monstrosity is the largest and most durable of 

all of the Malboros. Not as quick as the Ochu, the Great Malboro is the 
most mobile of the family, capable of quick dashes and climbing great 
heights with its mobility tendrils. Its assault ‘Tendrils’ are a bit weaker than 
its relatives, but it does not need them. While all members its family are 
capable of inducing sickening ailments on their targets, the Great Malboro’s 
favored technique, ‘Bad Breath’, is unrivaled in this regard. The fungi from 
the poisonous fens growing on its skin is ideal for the concoction of 
several deadly poisons and curses, which are exhumed by the creature in a 
vile burp. Even trying to avoid inhaling, the toxins can absorb through the 
skin just as easily. Worst case, those affected may be petrified, polymorphed 
into a frog, among several other crippling status effects. But that isn’t even 
the most frightening of the Great Malboro’s moves – it stores within its 
body enough of the DNA-altering ‘Moldball Virus’ to be able to catapult 
concentrated amounts at foes. If the victim succumbs to the disease, their 
flesh permanently reforms itself into that of a newborn Malboro. It is 
suggested that this virus may have been the source of the family’s origin 
in the first place, with all Malboros descending from humans and monsters 
initially infected. With Beastmaster aid, it can also use the ‘Goo’ attack. 
Thanks to its size, the creature is outright immune to the Wind element, 
while also being resistant to Water and weak to Ice like its family. 

STATS: 

HP: 461 MP: 2 Move: 4 Jump: 5 Speed: 7 PA: 12 MA: 16 EV: 6% 

Abilities: Tendrils, Bad Breath, Moldball Virus, Goo (Beastmaster) 
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14. The Behemoth Family 
14.1 Behemoth 

The gargantuan and powerful Behemoth family certainly live up 
to their names. Perhaps the greatest of all beasts, members of 
the Behemoth family are known for their hulking bodies, sharp 

claws, piercing horns, and crushing teeth. Typically living in mountainous 
areas or rocky wastelands, female Behemoths typically roam in herds raising 
their young, while the more unruly males are exiled at adulthood to seek 
other herds to mate. Most commonly, Behemoths are pink in color with 
brownish manes, and their horns and claws are a menacing red. Behemoths 
of both genders are skilled hunters in every regard – they boast passable 
speed and mobility, while being able to use their devasting ‘Stab Up’ to 
quickly gore prey and rivals. While not quite able to breathe ice, the 
breath of a Behemoth is incredibly cold, and the species uses this advantage 
against Ice-weak prey by emitting a shattering ‘Frozen Cry’. Perhaps the 
most interesting thing about Behemoths, however, is their latent supernatural 
abilities. With proper training from a Beastmaster, the common Behemoth 
can conjure the strongest variant of the Flare spell known to exist, the 
devasting ‘Giga Flare’. One unique trait of the lesser Behemoth is their 
natural bloodlust that causes them to get even stronger for each enemy 
killed, making them sought out by Beastmasters. The creature’s colossal body 
allows it to resist the natural elements of Wind and Earth, but they are 
weak to the negative energies found in Dark-element attacks. 

STATS: 

HP: 475 MP: 26 Move: 4 Jump: 5 Speed: 9 PA: 17 MA: 41 EV: 13% 

Abilities: Stab Up, Frozen Cry, Giga Flare (Beastmaster) 



 
42 

14.2 King Behemoth 

In a technical sense, the King Behemoth isn’t a “species” so 
much as it is a metamorphosis undergone by the alpha male of 
their particular area. Once ascended, the creature’s bulk and 

physical prowess is vastly improved. Its color also changes to a tan color 
with blue fur, to signal a warning to other males and to attract the area’s 
females. King Behemoths are extremely territorial and protects herds living 
within their territory in exchange for exclusive mating rights, while chasing 
away all other males. If the current King Behemoth is considered too weak 
or elderly by a rival male, they can decide to undergo the metamorphosis 
themselves to challenge the current King to a duel, of which only one will 
survive. Despite their territorial aggressiveness, the King Behemoth is usually 
calmer than the wilder non-alphas, lacking their primal bloodlust. No longer 
being forced to be nomadic wanderers, the King Behemoth is also more 
social with the herds under its protection. Like other Behemoths, their 
primary attacks are a skewering ‘Stab Up’ and an icy ‘Frozen Cry’ that can 
occasionally kill an enemy outright. Sadly, however, even with Beastmaster 
aid, they lost their ability to unleash raw magical energy in the 
metamorphic process. Instead, they can be trained to swing their mighty 
arms to create a devasting Wind-element ‘Hurricane’ attack, which is a 
particularly useful technique against large foes, especially the Wind-weak 
Wyverns that can invade their territory. They retain their resistance to 
Wind, and their complexion also makes them resilient against Holy. Like 
their pre-morphed form, they are still sensitive to the Dark-element. 

STATS: 

HP: 505 MP: 30 Move: 4 Jump: 4 Speed: 9 PA: 20 MA: 39 EV: 15% 

Abilities: Stab Up, Frozen Cry, Hurricane (Beastmaster) 
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14.3 Dark Behemoth 

Unlike their surface-dwelling relatives, the Dark Behemoth prefers 
solitude, either living alone or with a single mate. As the 
overlords of the underground, their skin has a dark complexion 

and they sport a handsome russet mane. Dark Behemoths have excellent 
smell and hearing which they use to sniff out prey in dank pitch-black 
caverns, and be more evasive when dealing with a threat. They are the 
mightiest beast known to man, being able to kill most men or beast with 
a single booming ‘Stab Up’. Thankfully, while the Dark Behemoth is quite 
territorial, it does not go out of its way to harass humans. In fact, it 
prefers to sleep most of the day in its den, waking usually only to hunt, 
feed, or mate. This lazy lifestyle has left its hind legs a bit stuned 
compared to surface Behemoths, so it can’t jump quite as far, which can be 
a problem when it must traverse bodies of water (as all Behemoths are too 
large to swim). Like its cousins, the Dark Behemoth’s alternative attack is 
an icy ‘Frozen Cry’ which like its stab, is far stronger (and colder). They 
too have inert magical powers surging through their veins, of course. While 
it is extremely dangerous to attempt to befriend a Dark Behemoth, a 
Beastmaster successful in doing so can unleash the beast’s latent ‘Ulmaguest’ 
technique, a legendary attack turning the beast’s pain into punishment. Like 
all Behemoths, they are resilient to Wind attacks, and perhaps due to their 
comfort with their lightless environment, it is not weak to the Dark 
element, instead resisting it. They have a terrible allergy to the bright Holy 
element, however, so it is advised to use it if confronted by one. 

STATS: 

HP: 495 MP: 37 Move: 4 Jump: 3 Speed: 9 PA: 23 MA: 40 EV: 18% 

Abilities: Stab Up, Frozen Cry, Ulmaguest (Beastmaster) 
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15. The Dragon Family 
15.1 Dragon 

Perhaps the most iconic of all monsters, Dragons are ancient 
races of creatures that have thrived in Ivalice far before the 
advent of man. Although rare and solitary, the Dragon family 

has adapted to live in a wide variety of environments. All Dragons are 
colossal reptilians whose features include a powerful jaw, glowing eyes, and 
large wings. Due to their weight, Dragons have lost the ability to fly but 
their wings still serve the creature as an extra sense, enabling them to 
detect changes in wind pressure to sense movements up to a mile away. 
Their lack of flight does not limit them, however – Dragons can move 
extremely quickly on foot, catching up to even the fastest of prey. The 
first of these creatures thought to evolve is often called the “green” Dragon 
to differentiate it from its relatives. This variant of Dragon is commonly 
seen creating dens within forests and woodlands. Due to its primal locale, it 
is an adept hunter, and has the quickest reflexes of all Dragons. All 
Dragons are capable of elemental breath attacks which they use as their 
primary weapons – the green Dragon’s being a shocking ‘Thunder Breath’ 
(although ‘Ice Breath’ is also possible with a Beastmaster). The green 
Dragon’s breath is a bit less fearsome than its cousins, however, so they 
often prefer to ‘Slam’ or ‘Tail Swing’ their prey. Dragons are able to absorb 
their natural breath element while being weak to the one they cannot 
wield. Ergo, the green Dragon absorbs Lightning, but is weak to Fire. 

STATS: 

HP: 455 MP: 23 Move: 5 Jump: 3 Speed: 9 PA: 17 MA: 38 EV: 10% 

Abilities: Slam, Thunder Breath, Tail Swing, Ice Breath (Beastmaster) 
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15.2 Blue Dragon 

A native to the cold north of Ivaice and sometimes the icy 
peaks of mountains, the Blue Dragon is a majestic beast capable 
of thriving in environments commonly thought to be inhospitable 

to reptiles. The Blue Dragon’s scales are the hardest of all known Dragon 
sub-species, and as such, they are often the hardest Dragon to slay, and 
makes their physical ‘Slam’ the most devastating. These thick scales do come 
at a cost of speed and reflex time, but the creature can dash just as 
quickly as its peers. While being slower does hurt the Blue Dragon 
somewhat in its ability to hunt, food is rarely an issue as they are capable 
of surviving on minimal food for extended periods of time. Like all 
Dragons, the Blue Dragon dislikes water as it drains the creature’s body 
heat so it avoids situations it has to swim at all costs. Thankfully, most 
water in its native lands is frozen, like its fearsome ‘Ice Breath’. Since it 
occasionally lives in areas with steep cliffs or plateaus, it likes to make use 
of its ‘Tail Swing’ attack, a power blow using its tail to attempt to knock 
back enemies, to push attackers to a gravitational demise. While still 
considered cold blooded, the Blue Dragon, by necessity, has evolved a 
magical heat source within its own body to keep warm. When trained by a 
Beastmaster, the creature is able to tap into this power to unleash a 
surprising ‘Fire Breath’ attack on its foes, which is usually quite useful 
against cold-resistant enemies. As its main breath attack is Ice element, the 
Blue Dragon absorbs all attacks of that element. However, it can be fried 
when hit by a Lightning-element attack. 

STATS: 

HP: 484 MP: 24 Move: 5 Jump: 3 Speed: 8 PA: 18 MA: 40 EV: 8% 

Abilities: Slam, Ice Breath, Tail Swing, Fire Breath (Beastmaster) 
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15.3 Red Dragon 

Of all the common Dragons, the most fearsome and infamous is 
almost certainly the Red Dragon. Commonly living near volcanoes 
or within caves and dungeons, the Red Dragon is likely the 

most antagonistic towards humans and intruders. The reason for this is its 
love for accumulating what it considers wealth, and it has a high value on 
valuables commonly carried by humans such as gold, coins, gems, jewelry, 
armaments, and artifacts. It stores its massive stockpile as a horde within its 
den, and defends its treasures with every tenacity it can muster. Its method 
of choice at fighting off intruders is to incinerate them to ashes with the 
power of its ‘Fire Breath’, which is hot enough to burn through flesh but 
rarely melt the metals and stones it desires. This is the strongest breath 
attack known among the common Dragon variants, putting its cousins to 
shame. As they aren’t quite as physically powerful than the other variants, 
the Red Dragon prefers not to engage in short-range combat if it can avoid 
it but can still flatten opponents with its ‘Slam’. If the opportunity arises, 
they have also been known to push foes into lava with its ‘Tail Swing’ 
attack. Occasionally, a Red Dragon will choose to capture a traveling or 
invading Beastmaster instead of killing them, keeping them as a slave so 
they can unlock the creature’s ‘Thunder Breath’ attack for foes that fire is 
ineffective against. The Red Dragon typically likes its meat well-done, 
preferring to sustain themselves on its human victims (although it is not 
above hunting other beasts). As the draconic creature of Fire, they absorb 
all attacks of that element, but are vulnerable to the frigid Ice element.  

STATS: 

HP: 470 MP: 25 Move: 5 Jump: 3 Speed: 9 PA: 16 MA: 42 EV: 9% 

Abilities: Slam, Fire Breath, Tail Swing, Thunder Breath (Beastmaster) 
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15.4 Holy Dragon 

While the controversial Durai Papers would like you to believe 
that the lady Reis was the only Holy Dragon throughout 
Ivalacian history, that is simply not the case. While I have no 

reason to doubt the account of her transformation into the creature, her 
form was not unique, and whatever curse transformed her used the actual 
creature as a blueprint for her new body. The mistake is somewhat 
understandable, however, as the Holy Dragon is by far the rarest of all 
Dragons, with only a handful of confirmed findings of the creature. 
Theorized to be a species of Dragon that adapted to even the divine 
heavenly plane, the Holy Dragon is a multiplanar beast, transitioning from 
that realm and ours as it desires. Likely due to facing less conflict than its 
more common kin, comparatively the Holy Dragon’s physical traits are not 
as developed, scoring beneath them in vitality, mobility, strength, and 
reflexes. That does not make the Holy Dragon a worse overall fighter, 
however. It is the fastest of all Dragons, and its innate magical power is 
the greatest. Moreover, it can easily dispatch its cousins in a one-on-one 
duel due to its mastery over not only its exclusive ‘Holy Breath’ but also 
the complete spectrum of other breath attacks – ‘Thunder Breath’, ‘Ice 
Breath’, and ‘Fire Breath’. Although this fantastic elemental coverage would 
allow it to easily kill the vast majority of monsters, the Holy Dragon is a 
kind soul. In fact, it is more known for aiding and counseling other 
monsters, and can in fact unlock their latent abilities like a Beastmaster 
could. Obviously, it absorbs Holy attacks, but is weak to the Dark element.  

STATS: 

HP: 414 MP: 25 Move: 4 Jump: 3 Speed: 10 PA: 15 MA: 43 EV: 7% 

Abilities: Holy Breath, Thunder Breath, Ice Breath, Fire Breath, Attack 
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16. The Hyudra Family 
16.1 Wyvern 

Early on in the formation of the Battlegrounds, there was some 
debate what exactly to do with the members of Hyudra family. 
Specifically, should they be counted as three participants or one? 

While proponents of the former are correct that Hyudra species possess 
three fully independent minds (each head has been found to have its own 
unique personality and interests), eventually the board voted on the latter 
option since they share a single unified body (and indeed, this was the 
correct choice). Aside from their signature three heads, Hyudra species are 
bulky reptilians closely related to Dragons. Unlike Dragons, they have 
maintained a light enough weight to still be able to use their wings to fly. 
Branching from their draconic common ancestor, the first of the Hyudra 
family to evolve wasn’t the more renowned Hydra, but rather the Wyvern. 
Preferring a mountainous habitat, Wyvern interactions with humans are fairly 
rare. Outside of having three heads, the Wyvern actually shares very little 
commonalities with its family members – it lacks an elemental attack, but 
instead has blazing speed and venomous sacs within its fangs, poisoning 
anyone it hits with its ‘Triple Attack’. These sacs can also be used to 
mimic the Malboro’s ‘Noxious Gas’ technique, debilitating prey and enemies. 
Beastmasters can help it unlock its breath attack, ‘Triple Breath’, which 
targets a creature’s vitality. It is like its family in that it is weak to both 
Ice and Wind attacks, but it has a unique resistance to the Water element. 

STATS: 

HP: 435 MP: 10 Move: 4 Jump: 4 Speed: 11 PA: 16 MA: 14 EV: 4% 

Abilities: Triple Attack, Noxious Gas, Triple Breath (Beastmaster) 
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16.2 Hydra 

While the other members of the Hyudra family are slower and 
lack any venomous qualities, they are far bulkier and have 
evolved devasting elemental attacks. The first of these species is 

the titular one, the Hydra. Hydras dwell in a variety of locations and 
environments such as swamps, volcanoes, caves, badlands, and ruins. While 
ancient legends claim that chopping off a Hydra’s head will spawn three 
new ones, this is untrue. Instead, this is guaranteed to disorient the beast, 
as its heads are used to working in unison to move and act. It is true 
that a new head will eventually grow, but this process takes at least six 
weeks. This new head will have a new personality altogether, which will 
cause additional infighting for some time thereafter. Of course, infighting 
among the heads of any Hyudra isn’t uncommon, as they often disagree 
about which actions are optimal. Commonly, Hydra heads will argue whether 
it’s better to fly in for a ‘Triple Attack’, or go for their elemental ‘Tripe 
Flame’ attack. The latter is the Hydra’s signature move, as each head fires 
a blazing fireball towards a foe. Sadly, this bombardment is rather inaccurate 
and will commonly hit areas around their intended target. Still, this can be 
extremely devasting as being hit by even just one of these raging projectiles 
can incinerate the target completely. Beastmasters training a Hydra can also 
teach it to instead use the similar Lightning-element ‘Triple Thunder’ for 
greater elemental coverage. As with the rest of their family, Hydras have a 
weakness to both the Ice and Wind elements. Unlike them, they take less 
damage from the Fire element, being adapted to their own flames. 

STATS: 

HP: 488 MP: 40 Move: 4 Jump: 4 Speed: 9 PA: 18 MA: 13 EV: 5% 

Abilities: Triple Attack, Triple Flame, Triple Thunder (Beastmaster) 
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16.3 Tiamat 

The Tiamat is an amazing and legendary creature considered to 
be possibly the mightiest beast native to Ivalice. They are rare 
monsters mostly observed flying high above oceans during their 

hunts, dwelling deep in the underground while resting. Tiamats are 
extremely durable, with its scales being able to repel the majority of 
weapons without a scratch. The Tiamat has a commonality with the Sekhret 
in that it was commonly worshiped as a demi-god by ancient Ivalacians. 
Believed to be the demi-god of storms and the sea, it is not difficult to 
understand why they were in awe of this creature – in combat, the Tiamat 
favors its unrivaled Lighting-element attack ‘Triple Thunder’. When executing 
this fearsome attack, each head shoots an incredible lightning bolt at the 
target. While it too is inaccurate like the Hydra’s fire attack, each bolt 
contains an estimated 300 million volts of current, enough to fry the vast 
majority of beings in a single strike. In close-quarters combat, the Tiamat 
will first defer to its ‘Triple Breath’ ability to weaken foes, following up 
with its ‘Triple Attack’, using its superior strength to shred enemies to 
pieces. As amazing as its abilities are, these moves pale in comparison to 
what the Tiamat is truly capable of with a Beastmaster. With guidance, the 
Tiamat can muster the dark energies surging throughout its soul and 
unleash the forbidden ‘Dark Whisper’ ability, each head shooting an unholy 
beam at foes twice, which can kill the target outright or cause them to 
fall into a deep slumber. When combating a Tiamat, one should attempt to 
utilize Wind and Ice attacks, and avoid using the resisted Lightning element. 

STATS: 

HP: 498 MP: 19 Move: 4 Jump: 4 Speed: 9 PA: 19 MA: 17 EV: 3% 

Abilities: Triple Attack, Triple Breath, Triple Thunder, Dark Whisper (Beastmaster) 
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17. The Demon Family 
17.1 Archaic Demon 

Demons are thought to be fallen angels, cast out of the heavenly 
plane for whatever heresy they committed. As such, these rare 
and vile fiends have no habitat, appearing anywhere there are 

humans to torment. Being extremely intelligent, their main goal seems to be 
to deceive and tempt humans. While capable of disguising as humans, they 
must transform back into their true forms while in combat (although some 
prefer to ‘Empower’ humans into doing their dirty work for them). Demons 
sport a menacing grin and muscular builds with claws at their arms and 
feet. Despite their bat-like wings, Demons cannot fly, and these are likely 
remnants from their days as an Angel. The first of the Demons that 
torture Ivalice, the Archaic Demon, can be identified by their red horns 
and gauntlet-like hands. Many of these Demons are ancient, being cast out 
thousands of years ago during the reign of the Church of Fara. There is 
some evidence that Demons may have been involved in the creation of 
Behemoths, as their inert attacks can be utilized by Demons. The Archaic 
Demon, for instance, can use an unlimited ‘Giga Flare’ in combat. They can 
also cast the blasphemous ‘Dark Holy’, and turn their damage against their 
attacker using ‘Lifebreak’. If their enemies have blessings, they have ‘Despair’ 
and the larger range ‘Despair 2’ at their disposal to remove them. Thanks 
to their angelic origins, all Demons are immune to Holy and resist the 
Dark element. Archaic Demons do have a weakness to Lightning, however. 

STATS: 

HP: 319 MP: 109 Move: 4 Jump: 3 Speed: 8 PA: 15 MA: 15 EV: 6% 

Abilities: Lifebreak, Dark Holy, Giga Flare, Empower, Despair, Despair 2, Attack 
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17.2 Ultima Demon 

Far younger than their Archaic cousins, Ultima Demons are 
thought to be the fallen followers of the cursed Lucavi. It is 
very likely that an Ultima Demon influenced the fallen Saint 

Ajora, sharing with him the knowledge of ‘Ultima’, the most efficient spell 
known to man. After his death, Ultima Demons likely worked closely with 
the Glabados Church to extend its power and influence. As such, Ultima 
Demons are still actively considered to be Angels and worshipped by the 
remnants of the Church. Compared to the older Archaic Demon, the Ultima 
Demon is bulkier and more muscular, unfortunately making them quite 
sluggish. This doesn’t limit the Ultima Demon in combat, however. They 
know the ‘Dark Holy’ spell like all Demons, and while not instantaneous, 
they boast a powerful and quick version of Flare known as ‘Nanoflare’. 
They seem to have also inspired the King Behemoth’s ‘Hurricane’ technique, 
as they can use it on command. They too can ‘Empower’ allies, greatly 
increasing their speed, strength, and magical capabilities. Having said all this, 
none of the above is the reason why Ultima Demons must be feared in 
combat. They wield the fabled and unholy ‘Ulmaguest’ (the very same found 
inert within Dark Behemoths), so when injured, the Ultima Demon can slay 
a massive amount of its foes at once in a wide area blast. Thus, one 
should be quick to finish off an Ultima Demon, preferably with Water-
element attacks as the lifeforce found in water seems to drain them. 
Meanwhile, it is not advised to use Fire or Dark attacks as the Ultima 
Demon resists these elements, nor Holy as they are immune outright. 

STATS: 

HP: 333 MP: 104 Move: 5 Jump: 2 Speed: 7 PA: 17 MA: 13 EV: 9% 

Abilities: Nanoflare, Dark Holy, Ultima, Hurricane, Ulmaguest, Empower, Attack 
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18. The Reaver Family 
18.1 Apanda 

Coming from a rift of an alternate universe, the Reavers are 
hunchbacked creatures with some demonic relation. Due to the fact 

that their origin is unknown, there was a bit of debate whether to 
allow them into the arena, but being that they migrated to Ivalice from 
their native plane hundreds if not thousands of years ago, it was decided 
that they were “native” enough. While the Apanda is the more commonly 
seen member of the Reaver family, their numbers are estimated to be only 
in the hundreds. Most Apandas live together in an underground village that 
they fashioned themselves. No one knows their true goals, but there have 
been many accounts throughout history of the Apanda clan allying or aiding 
humans, presumably for something in return. Apandas are masters of natural 
alchemy, with their ‘Bio’ techniques being of the natural elements of Water, 
Wind, and Earth. Some of these spells contain devastating power and can 
inflict a variety of ailments on their attackers, while others do no damage, 
but deal a guaranteed ailment if successful. While they have high natural 
magic power, if drained the Apanda has no recourse but to attack with its 
large claws. Members of the Reaver family can jump vertically at any 
height, and can cast spells quicker than Blue Mage counterparts attempting 
to master Bio. All Reavers have a weakness to Fire, but the Apanda is 
also weak to Dark possibly due to its negative energies disrupting the 
natural elements. The Apanda does resist Wind, Water, and Earth, though. 

STATS: 

HP: 408 MP: 91 Move: 4 Jump: 6 Speed: 8 PA: 13 MA: 14 EV: 11% 
Abilities: Bio Tenebris, Bio Venenum, Bio Oleum, Bio Ranae, Bio Sanctus, Bio 
Silentium, Bio Lapis, Bio Immortuos, Bio Mortem, Bio Insanis, Attack 
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18.2 Byblos 

The mythical Byblos definitely come from the same plane as the 
Apanda, as the resemblance is undeniable, but there’s also some 

notable differences. While the most famous of all Byblos was the 
one mentioned in the Durai Papers, there are others. While no one has 
really found where they dwell, they are thought to live in small groups. 
There is evidence that Byblos can move freely between their original plane 
and ours (unlike the Apanda), but that is unconfirmed. They tend to be at 
odds with their Apanda cousins, as skirmishes have been observed on a few 
occasions. Unlike other monster families that tend to share a common pool 
of moves and abilities, Byblos have a different array of horrific skills with 
no overlap. Their only spell is the frightening ‘Chicken’, which will 
polymorph all but the bravest souls into a literal chicken. Early in the 
fight, especially against mages like the Apanda, the Byblos will commonly 
use ‘Manaburn’ to attack, a vile ability literally dealing damage equivalent to 
the mana of the victim. While Byblos will rarely stay injured long thanks 
to their supernatural wound regeneration, they carry a wrathful ‘Vengeance’ 
if they do sustain severe injury. This healing ability pairs nicely with its 
‘Energize’ ability that transfers part of the Byblos’ lifeforce to an ally. Of 
course, these tools are not the most frightening weapon at the Byblos’ 
disposal. Within each member of the species lives a special ‘Parasite’ from 
the creature’s home plane that it can shoot at others, which can cause any 
number of deadly symptoms for the target. Like the Apanda, they have 
nasty weakness to Fire, but the Byblos resists the Holy and Earth elements. 

STATS: 

HP: 382 MP: 66 Move: 3 Jump: 6 Speed: 9 PA: 12 MA: 12 EV: 33% 

Abilities: Energize, Parasite, Vengeance, Manaburn, Chicken, Attack 
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19. Unique Monsters 
19.1 Steel Giant 

While several board members staunchly opposed allowing an 
artificial lifeform to participate in the arena, the hulking Steel 
Giant was determined to have enough in common with a 

“monster” to earn the designation. These gigantic robots were found beneath 
Goug Machine City, having been built by an advanced extinct civilization. 
Once restored, they are fully autonomous, being able to process information 
and make decisions on their own. While most refurbished Steel Giants are 
used to work on large tasks such as construction, a few have been bought 
to serve as bodyguards and warriors. Their battle characteristics are indeed 
desirable – they are tremendously difficult to bring down, immune to 
almost all diseases and ailments, have arms powerful enough to ‘Compress’ 
just about anything, and their calculated disbelief of spirituality renders them 
immune to magic. While slow moving, they have a rear jet pack allowing 
them to reach great heights. The lasers they use to ‘Dispose’ have excellent 
range to weaken enemies before getting in ‘Destroy’ range. Unfortunately, 
their built-in weaponry can recoil, damaging their internal machinery (with 
stronger attacks causing greater strain), so despite the limited ability to self-
‘Reapair’, they still require routine system maintenance. Its only elemental 
weakness is non-magical Lightning attacks, as it fries their internal circuitry. 
Conversely, even non-magical Ice and Wind attacks barely affect Steel Giants, 
and they’re unaffected by the divine elements of Holy and Dark.  

STATS: 

HP: 500 MP: 1 Move: 2 Jump: 6 Speed: 7 PA: 20 MA: 1 EV: 1% 

Abilities: Dispose, Destroy, Compress, Repair, Attack 
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19.2 Serpentarius 

While the original creature was the wicked Lucavi named 
Ophiuchus, it did not want its legacy erased upon defeat. Its 
pact with the legendary wizard Elidibs was calculated, as it knew 

the mage’s knowledge of lifeforce would be required to achieve its true 
desire: progeny. While it was initially unknown what Elidibs was doing at 
the bottom of the Deep Dungeon just prior to his death, it became 
apparent when the first of the Serpentarius emerged from its depths. 
Created in the Lucavi’s own image of a titan holding a conjoined gigantic 
serpent, these fiends seek only revenge. Initially ravaging nearby settlements, 
they were eventually pushed back to the areas surrounding Deep Dungeon 
by the military. Still multiplying in the abyss to this day, their plots are 
unknown, greatly concerning our nation’s leaders. While they are far weaker 
than their Lucavi father, the Serpentarius are still uniquely horrifying foes. 
Their titanic size makes them the most difficult to kill of all creatures 
known to Ivalice, but also the slowest. To make up for this, they will 
typically ‘Scream’ at the start of conflicts to speed and power up. Absorbing 
mana from the planet automatically while walking upon its soil, they can 
unleash it to summon a ‘Midgar Swarm’ of snakes to deal massive damage 
to a large area. The snake they carry has a venomous bite, moreso when 
draining health with ‘Snake Carrier’ (when it can carry several devasting 
statuses), but they also spread poison by polymorphing enemies into toads 
with ‘Poison Frog’. Their one weakness is the Earth element probably due 
to their unnatural origins, but Ice is ineffective. 

STATS: 

HP: 515 MP: 82 Move: 4 Jump: 4 Speed: 6 PA: 10 MA: 13 EV: 13% 

Abilities: Snake Carrier, Toxic Frog, Midgar Swarm, Scream, Attack 
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