
Ogre Battle 64 Walkthrough

Ogre Battle 64: Person of Lordly Caliber is a tactical role-playing game that blends elements of
strategy and RPG. Released for the Nintendo 64 in 1999, it is known for its deep narrative, complex
mechanics, and intricate character management. This article serves as a comprehensive
walkthrough for players looking to navigate the challenges of the game, covering everything from
the basics of gameplay to advanced strategies for conquering the various missions.

Understanding the Game Mechanics

Before diving into the missions, it’s essential to grasp the fundamental mechanics that govern Ogre
Battle 64.

Combat System

Combat in Ogre Battle 64 is real-time, allowing players to control units on a battlefield. Key aspects
include:

- Unit Composition: Each unit can consist of up to five characters, and the combination of classes
can significantly affect battle outcomes.
- Terrain Advantage: Terrain plays a vital role in combat. Units positioned on higher ground or
specific terrain types gain bonuses.
- Morale System: Units have morale that influences their effectiveness. High morale leads to better
performance in combat while low morale can result in weaker attacks or even retreat.



Character Classes

The game features a variety of character classes, each with unique abilities and strengths. Some
primary classes include:

- Knight: Strong melee fighters effective against most enemies.
- Wizard: Spellcasters who can deal area damage and status effects.
- Archers: Ranged attackers who can strike from a distance.
- Priests: Healers who can support allies and revive fallen comrades.

Understanding which classes complement each other is crucial for forming effective units.

Game Controls and Interface

Familiarizing yourself with the controls and user interface will enhance your gameplay experience:

- Movement: Use the control stick to navigate the battlefield.
- Menu Access: Press the ‘Start’ button to access the command menu, where you can issue orders,
manage units, and review mission objectives.
- Unit Management: Players can adjust the composition of their units, equip items, and choose skills
from the menu.

Walkthrough of Key Missions

As you embark on your journey, you will face a series of missions that contribute to the overarching
narrative. Below is a walkthrough of some critical missions in the game.

Mission 1: The Siege of Luthia

Objective: Defeat the enemy forces and reclaim the city.

- Strategy: Begin by splitting your units into two groups. One should focus on capturing the flags,
while the other engages the enemy.
- Unit Composition: Include a balanced mix of melee and ranged units to handle different enemy
types effectively.
- Tips: Utilize terrain to gain advantages; position archers on cliffs for increased range.

Mission 2: The Lost City of Gales

Objective: Explore the city and rescue the captured villagers.

- Strategy: Prioritize rescuing villagers to gain valuable allies and resources.



- Unit Composition: Focus on units with healing abilities to maintain your forces during extended
engagements.
- Tips: Keep an eye on morale; ensure your units remain within proximity of each other to prevent
low morale penalties.

Mission 3: The Battle of the Gods

Objective: Defend against the invading forces and protect the sacred temple.

- Strategy: Set up defensive formations around the temple. Use ranged units to pick off attackers
before they reach your defenses.
- Unit Composition: Include a strong front line of knights supported by wizards for area control.
- Tips: Consider using spells to create barriers or buffs for your units during critical moments.

Character Development

As you progress through the game, character development becomes increasingly vital. Characters
can change classes, learn new skills, and grow stronger.

Leveling Up

Characters gain experience through combat and completing missions. Key points to consider
include:

- Experience Points: Earned by defeating enemies and completing objectives.
- Class Change: At certain levels, characters can change classes. Choose wisely based on your
overall strategy and unit composition.

Skill Acquisition

Each character can learn various skills, enhancing their effectiveness in battle:

- Magic Spells: Casters can learn spells that deal damage or provide support.
- Combat Skills: Melee units can develop new attack techniques, increasing their damage output.
- Defensive Skills: Skills that boost defense or provide healing can be crucial for survival in tougher
missions.

Tips for Success

To truly excel in Ogre Battle 64, consider the following tips:



- Manage Resources Wisely: Pay attention to your unit’s health and morale. Use healing items and
spells judiciously.
- Explore Every Option: Don’t rush into battles. Explore different strategies and unit compositions to
find what works best for you.
- Save Often: Utilize save points frequently, especially before challenging missions or crucial
decisions.
- Pay Attention to Story and Choices: The narrative affects gameplay, including character alignments
and the availability of allies. Make choices that reflect your desired outcome.

Conclusion

Ogre Battle 64: Person of Lordly Caliber is a rich and complex game that offers a rewarding
experience for those willing to invest time and strategy into its mechanics. By understanding the
game’s systems, mastering the combat mechanics, and following this walkthrough, players can
navigate the challenges of each mission and uncover the intricate tale woven throughout the game.
Whether you’re a newcomer or a seasoned player, the world of Ogre Battle 64 awaits your
command. Enjoy the battle!

Frequently Asked Questions

What is the best strategy for managing units in Ogre Battle
64?
Focus on creating balanced squads with a mix of melee and magic users. Upgrade units regularly
and ensure they are placed in formations that exploit their strengths.

How can I unlock all the secret characters in Ogre Battle 64?
To unlock secret characters, you need to meet specific conditions in different missions, such as
achieving certain alignment scores or completing side quests. Pay attention to the story and side
events.

What are the key differences between Ogre Battle 64 and the
original Ogre Battle?
Ogre Battle 64 features 3D graphics, a new battle system, and a more developed story. It also has
different unit classes and a more complex relationship system for characters.

How do I manage the alignment system effectively in Ogre
Battle 64?
Keep your units' alignments in mind when deploying them in battle. Avoid using chaotic characters
in missions that require a lawful approach and vice versa to maintain a balanced alignment.



What are some tips for defeating tougher enemies in Ogre
Battle 64?
Utilize terrain advantages and exploit enemy weaknesses. Use magic and special abilities
strategically, and consider retreating to heal and regroup before re-engaging.

Where can I find a detailed map of all the missions in Ogre
Battle 64?
Detailed maps and guides can be found on dedicated gaming forums, fan sites, and walkthroughs on
platforms like GameFAQs, where players share their strategies and maps.
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