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Equipment	Your	goal	is	to	create	HQ	items	every	time,	and	the	only	way	to	do	that	is	with	the	proper	gear.	Start	with	your	gear!	Begin	Step	Crafting	Make	your	life	easier,	gather	everything	you'll	need	before	you	start	crafting.	Be	sure	to	pick	up	some	extras!	Begin	Step	Levequests	Bonus	XP	from	crafting	your	list	won't	completely	level	you.	Find	the
best	Levequest	to	help	you	level	up	to	the	next	crafting	tier!	Begin	Step	Crafting	in	FFXIV	is	something	that	draws	many	new	players	in.	It’s	unique	to	the	game	and	gives	a	break	from	intense	dungeons	and	trials.	Being	a	useful	skill	in	the	game,	this	guide	gives	you	all	the	info	you	need	to	start	crafting	yourself.	Recommended	Read:	How	to	Move
Chat	Box	in	Final	Fantasy	XIV	To	craft	in	FFXIV,	press	“N”	on	PC	and	choose	a	recipe.	You	must	unlock	crafting	classes	by	completing	the	first	quest	in	the	associated	guild	and	equipping	the	crafting	tools.	Table	of	Contents	Crafting	is	the	process	of	using	Disciple	of	the	Hand	classes	to	create	items	in	FFXIV.	The	concept	is	something	most	gamers
are	familiar	with.	However,	it	is	much	more	immersive	and	has	a	steeper	learning	curve	than	most	other	games.	There	are	also	separate	classes	for	crafting	and	gathering	that	have	no	combat	abilities.	There	are	eight	crafters	in	Final	Fantasy	XIV.	Each	has	a	unique	guild,	questline,	and	recipe	book.	Guild	Location	–	New	Gridania	(X:10.8	Y:12.1)	Tools
–	saw	and	hammer	Primary	Purpose	–	wood	furniture,	masks,	and	some	weapons	Guild	Location	–	Limsa	Lominsa	(X:10.1	Y:15.0)	Tools	–	hammer	and	file	Primary	Purpose	–	weapons	Guild	Location	–	Limsa	Lominsa	(X:10.2	Y:15.0)	Tools	–	hammer	and	pliers	Primary	Purpose	–	armor	and	tools	Guild	Location	–	Ul’dah	(X:10.5	Y:13.1)	Tools	–	hammer	and
grinding	wheel	Primary	Purpose	–	jewelry,	weapons,	and	tools	Guild	Location	–	Old	Gridania	(X:12.5	Y:8.2)	Tools	–	knife	and	awl	Primary	Purpose	–	armor,	furniture,	and	accessories	Guild	Location	–	Ul’dah	(X:13.9	Y:13.2)	Tools	–	needle	and	spinning	wheel	Primary	Purpose	–	glamour	Guild	Location	–	Ul’dah	(X:8.9	Y:13.6)	Tools	–	alembic	and	mortar
Primary	Purpose	–	potions	and	dyes	Guild	Location	–	Limsa	Lominsa	(X:10.0	Y:7.9)	Tools	–	skillet	and	knife	Primary	Purpose	–	food	To	start	crafting	in	FFXIV,	unlock	your	favorite	crafter.	It’s	okay	if	you	start	with	one	and	then	switch	to	something	else.	Most	crafters	end	up	being	omni-crafters,	leveling	all	crafters	–	usually	at	the	same	time.	That	is
entirely	possible	after	the	first	few	levels.	But	before	you	do	that,	you	need	to	unlock	one	so	you	can	learn	how	to	craft.	There	is	a	learning	curve	that	continues	throughout	the	process.	To	unlock	other	classes,	you	must	first	reach	level	10	with	your	starting	class.	This	isn’t	just	for	crafters	but	any	other	class.	The	best	way	to	reach	level	ten	is	to
continue	the	MSQ.	This	will	get	you	to	ten	in	one	session.	Once	you	find	the	guild	(above),	you	have	to	talk	to	the	person	with	the	mission.	Complete	the	first	one	to	receive	the	tools	and	become	a	crafter.		The	quest	is	going	to	be	called	“So	You	Want	to	Be	A	…”	with	the	end	completed	by	the	name	of	the	crafter.	But	it	will	also	be	the	only	blue	quest	in
the	guild.	To	actually	“be”	a	class	in	FFXIV,	you	have	to	equip	the	weapon/tool	for	it.	So,	after	you	complete	the	first	quest,	open	your	inventory.	By	default,	it	will	go	to	your	armory	chest.	So	use	Ctrl+I	to	open	your	armory	chest	and	go	to	weapons.	Equip	the	tool	labeled	for	your	class	(you	don’t	need	a	secondary	yet).	Synthesis	is	another	word	for
“craft”	or	“create”	in	FFXIV.	Each	class	has	a	unique	set	of	recipes	that	you	have	to	unlock	separately.		You	don’t	start	out	with	a	large	set,	but	do	learn	them	by	doing	quests,	buying	recipe	books,	and	more.	Use	“N”	on	PC	to	open	the	recipes	you	know.	There	are	two	things	to	keep	an	eye	on	while	crafting	–	durability	and	progress.	Quality	is	a	third,
but	it	doesn’t	come	into	play	right	now.	If	Durability	drops	to	zero,	the	craft	fails,	and	you	lose	your	materials.	Each	crafter	has	an	ability	that	increases	durability	as	well	as	one	that	increases	progress	(more	unlocked	later).	This	is	where	the	quality	comes	into	play.	There	are	abilities	that	increase	the	quality	of	items,	which	makes	them	better	and
more	valuable.	The	high-quality	crafts	are	primarily	for	Collectables,	but	if	the	recipe	is	more	than	ten	levels	lower	than	your	crafter’s	level,	it’s	an	automatic	HQ.	Leveling	crafters	is	much	different	than	leveling	other	classes.	You	don’t	fight,	so	the	options	are	different	but	not	limited.	Levequests	are	available	for	other	classes,	too,	but	for	crafters
they	consist	of,	well,	crafting.	To	find	levequests	in	each	area,	look	for	the	Guildleve	on	the	map.	Talk	to	him	to	unlock	the	quests	and	then	choose	Tradecraft	Leves,	which	are	the	crafting	options.	Custom	Deliveries	are	not	available	until	your	crafter	is	level	60,	so	you	probably	know	enough	about	crafting	by	then.	But	the	way	it	works	is	that	you	turn
in	certain	Collectables	to	get	Scrips	from	Custom	Delivery	NPCs.	It	has	a	daily	limit	but	does	give	a	good	amount	of	XP.	This	is	separate	from	the	general	Collectables	that	you	turn	into	the	Collectables	Appraiser.	This	is	also	a	good	route	after	level	50.	There	are	a	few	tribal	quests	that	only	crafters	can	do.	If	you	stay	ahead	of	the	required	level,	then
they	are	super	easy.	You	can	do	three	quests	for	two	different	tribes	each	day.	If	you	focus	on	the	crafting	ones,	you	will	get	an	easy	level	or	two	every	day	from	this	alone.	Ishgardian	Restoration	is	a	super	fun	way	to	level	crafters	in	FFXIV.	The	method	is	quite	complex	to	start	with	and	involves	leveling	gatherers	at	the	same	time	for	optimization.
Because	it	does	require	macros	and	is	intensive,	it’s	best	to	watch	a	video	for	doing	this	method.	The	Grand	Company	allows	you	to	turn	in	specific	items	for	each	crafter	every	day.	They	are	called	Supply	and	Provisioning	Mission.	Talk	to	the	Personnel	Officer	and	go	to	Supply	and	Provisioning.	Most	of	the	items	he	wants	are	available	on	the
marketboard,	or	you	may	craft	them.	Level	1	to	20	–	Class	quests	Level	21	to	80	–	Isghardian	Restoration	Level	81	to	90	–	Collectables	You	can	supplement	gaps	with	Tribal	Quests,	levequests,	and	more,	but	this	is	the	primary	means	for	leveling	crafters.	But	the	above	three	methods	will	get	you	to	90	if	you	stick	with	it.	Yes,	crafting	is	worth	it.	It	is
still	the	best	way	to	make	gil	in	FFXIV.	If	you	have	no	interest	in	making	gil,	it	may	feel	like	a	waste	of	time.	This	is	because	what	you	can	do	with	crafters	can	be	bypassed	by	buying	what	you	would	have	made	with	them.	However,	you	need	gil	to	buy	stuff.	Not	to	mention,	there	are	a	few	other	things	that	War	and	Magic	classes	can’t	do.	Desynthesize
–	to	desynthesize	an	item	and	gain	materials	from	it,	you	have	to	be	a	crafter	that	is	at	least	level	30.	The	Firmament	–	in	the	Firmament,	you	can	play	mini-games,	only	as	a	crafter,	during	the	Ishgardian	Restoration,	which	grants	you	with	loot	boxes	to	open.	Repair	–	only	crafters	can	repair	their	own	gear.	Meld	Materia	–	to	do	the	materia	quests	and
add	“enchantments”	to	your	gear,	you	have	to	be	a	Disciple	of	the	Hand.	There	is	no	best	time	to	start	crafting,	but	the	general	rule	of	thumb	is	to	level	a	Disciple	of	War	or	Magic	first.	For	best	results,	level	a	class	to	at	least	70	and	complete	the	Stormblood	MSQ.	But	you	can	still	have	fun	and	make	money	long	before	then.	It’s	possible	to	start
crafting	as	early	as	level	10	in	your	main	class.	But	you	won’t	get	far	until	you’ve	made	it	to	Stormblood	because	that’s	when	so	much	crafting	content	is	available.	Now	you	know	how	to	craft	in	Final	Fantasy	XIV!	What’s	your	favorite	crafter	so	far?	Let	me	know	in	the	comments!	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide
you	with	a	better	experience.	By	accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and	maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and	advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper
functionality	of	our	platform.	For	more	information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.	1.	All	crafting	classes	start	from	level	1	in	their	respective	guilds	found	in	the	three	starting	cities.	This	guide	will	go	through	the	leveling	process	all	the	way	to	level	100,	including	gearing	options.	For	further	information	on	skills	and	the	basics
please	check	our	other	guides.One	of	the	most	important	things	to	know	for	leveling	both	your	crafting	and	gathering	classes	is	that	they	all	very	much	work	hand	in	hand	together	and	that	being	an	omnicrafter	is	very	common.After	around	the	level	50	mark	the	vast	majority	of	crafting	recipes	will	require	4+	Gathering	and	Crafting	classes	to	make
equipment	and	other	items	therefore	leveling	them	all	at	the	same	time	is	advised	to	save	Gil,	inventory	space	and	make	gearing	a	lot	easier.2.	Many	crafters	will	use	a	range	of	websites	and	resources	to	help	not	only	while	leveling	but	also	at	endgame.	Alarm	tools	for	nodes,	simulators	for	crafting,	crafting	and	shopping	list,	market	board	search	sites
and	so	on.	Many	of	these	will	be	used	regularly	during	your	day	to	day	so	i	would	advise	bookmarking	these:3.	Below	is	a	list	of	unlockable	content	and	features.	Make	sure	to	complete	these	as	you	level.	Use	the	scrollbar	to	see	these!Move	the	slider	below	to	make	the	guide	update	to	your	level!4.	There	are	many	methods	in	which	you	can	level	your
crafting	classes	such	as	crafting	leves,	crafting	collectables,	the	Ishgardian	Restoration,	beast	tribes,	grand	company	dailies	and	custom	deliveries.Starting	from	level	20	until	level	80	this	guide	will	focus	on	the	Ishgardian	restoration	as	your	main	leveling	method	due	to	the	large	amounts	of	experience	it	can	offer	and	how	easy	it	can	be	to	gather	the
materials	while	also	being	a	great	method	to	level	your	gathering	classes.If	you	are	not	far	enough	in	the	main	story	to	unlock	the	restoration,	you	will	primarily	need	to	use	leves	but	collectables	become	an	option	half-way	through.5.	Listed	below	are	our	recommended	gearsets	for	each	stopping	points	in	your	leveling	journey.	Level	70	onwards	uses
Etro	instead	of	a	simplified	list	allowing	you	to	save	them	to	your	account,	adjust	things	as	needed	and	simply	see	them	in	a	better	way.	6.1.	Level	21	Gearing	Linked	below	is	the	first	set	of	gear	you	will	need	to	create	for	a	full	set.	You	might	already	have	some	pieces	from	your	class	quests.	No	rotation	is	required	because	you	only	need	this	gear	in
NQ.	The	minimum	stats	you	need	for	the	lv21	rotation	is	115	Craftmanship	114	Control,	250	CP.	This	would	be	referred	to	as	115/114/250.	6.2.	Level	50	Gearing	Class	quests	will	be	required	down	the	line	no	matter	what	due	to	Manipulation	being	locked	behind	class	quests,	so	it	is	best	to	complete	the	class	quests	while	they	provide	benefits.	The
gear	we	recommend	below	uses	the	tool	from	your	level	50	class	quests	and	a	left	side	of	gear	purchased	from	your	Grand	Company.	If	you	have	been	doing	daily	GC	hand-ins	or	have	done	several	dungeon	runs	unsynched,	you	should	have	no	issues	affording	this	gear.	The	right	side	now	needs	to	be	HQ	but	will	be	very	easy	to	craft	if	you	start	with
the	left	side.	An	alternate	solution	would	be	to	power	level	up	to	53,	and	craft/purchase	vendor	gear	from	Ishgard	instead.	6.3.	Level	63	Gearing	At	Level	63,	you	can	use	the	set	below	to	have	good	enough	stats	to	be	able	to	craft	level	60+	items.	The	gear	only	needs	to	be	NQ,	making	it	very	easy	to	craft	in	low	stats.	The	left	side	can	even	be
purchased	from	vendors!	To	make	up	for	the	lack	of	CP	(CP	is	by	far	a	crafters	best	stat),	the	set	uses	the	Augmented	Scrip	accessories	from	level	60,	which	you	can	purchase	with	scrips	over	in	Foundation	(x10.5,	y11.8).	To	obtain	these	scrips	we	recommend	using	some	of	of	your	custom	delivery	allowances	for	the	week	but	simply	farming	scrips
from	rowenas	scrip	exchange	is	a	good	option	also.	6.4.	Level	70	Gearing	At	level	70	you	will	want	to	purchase	the	scrip	set	from	the	scrip	exchange	in	Rhalgrs	Reach	listed	below.	This	is	the	final	endgame	set	at	level	70	and	is	more	than	enough	to	reach	level	80	without	having	to	change	gear	again.	If	you	have	not	farmed	scrips	for	this	set,	doing
your	custom	delivery	for	the	week	would	also	provide	enough	Scrips	for	this	gear.	From	this	point,	Scrips	are	incredibly	important	to	allow	you	to	easily	gain	gear	at	each	level	cap.	6.5.	Level	80	Gearing	Just	like	at	level	70,	the	best	leveling	gear	to	purchase	is	going	to	be	the	level	80	Scrip	gear.	This	is	the	Handsaint	set	including	an	additional	CP
bonus	from	having	all	the	accessories.	This	set	is	very	easy	to	purchase	using	Scrips	you	earned	from	your	facet	quests,	Custom	Deliveries	or	simply	from	leveling	a	class	using	Collectables.	6.6.	Level	90	Gearing	Much	like	previous	level	caps.	The	best	gear	to	level	with	will	simply	be	scrip	gear.	The	biggest	difference	however	is	that	this	gear	now	has
a	few	meld	slots.	While	the	crafts	can	be	done	without	any	melds,	it	can	become	difficult	and	an	additional	40	CP	significantly	speeds	up	the	leveling	process.	Other	materia	can	be	used	if	you	have	CP	materia	in	your	inventory,	just	aim	for	544CP	on	the	meldset.	6.7.	Level	100	Gearing	Congratulations!	Once	you	hit	level	100	you	can	start	to	look	into
endgame	crafting.	My	first	advice	would	be	to	start	looking	into	gearing	your	classes.	You	can	use	the	level	90	gear	you	currently	have	to	create	endgame	gear,	from	there	meld	everything	according	to	our	melding	guide.	Gear	Progression	7.	Listed	below	is	levelling	advice	for	each	level	range	as	well	as	rotations	to	accompany	those!	8.1.	Level	1	-	21
Leveling	All	you	need	to	do	for	the	first	21	levels	is	to	craft	items	in	your	crafting	log.	You	gain	bonus	experience	for	the	first	time	completion	of	a	craft.	Finishing	most	of	these	items	will	get	you	quite	close	to	the	goal	of	level	21.	Make	sure	to	complete	your	class	quests	as	you	go	to	give	you	some	starting	crystals	to	keep	you	crafting.	The	materials
required	at	this	level	range	are	easy	to	purchase	from	the	vendors	in	each	guild	or	from	a	material	supplier	in	your	house/FC	estate.	Not	all	items	can	be	purchased	by	a	vendor,	it	is	okay	to	skip	any	you	can	not	easily	grab!	Additional	materials	can	often	be	purchased	from	vendors	in	housing	estates	if	needed.	At	level	10	you	can	unlock	Quick
Synthesis	meaning	you	can	quickly	spam	a	lot	of	stackable	items	such	as	ingots	for	easy	experience	or	if	you	need	to	be	away	from	the	game	for	a	moment.	At	level	21	you	unlock	the	skill	Great	Strides	making	the	next	crafts	much	easier	and	is	the	entire	reason	we	go	to	level	21.	8.2.	Level	21	-	50	leveling	From	here,	the	easiest	method	is	to	level
using	the	Ishgardian	Restoration.	Always	make	sure	to	do	your	Grand	Company	dailies	and	ixal	beast	tribes	as	well	for	easy	experience.	The	Ishgardian	Restoration	is	unlocked	by	finishing	the	quest	Towards	The	Firmament	which	requires	completion	of	the	level	60	main	story.	If	you	are	not	this	far	in	the	story	instead	check	out	the	leve	sheet	listed
instead	to	level.	The	Ishgardian	Restoration	requires	you	to	craft	items	as	Collectables	to	exchange	for	EXP	and	Skybuilders'	Scrips,	which	is	a	currency	used	to	buy	various	glamour	and	cosmetic	rewards.	These	items	can	even	be	sold	and	can	make	you	money	while	you	level!	Collectables	are	simply	normal	crafts,	but	instead	of	your	quality	bar	being
an	HQ	percent,	they	become	a	rating	that	determines	what	rewards	you	gain	when	you	hand	the	item	in.	The	items	used	in	these	crafts	can	either	be	gathered	from	a	zone	in	the	restoration	called	The	Diadem	or	purchased	off	the	Market	Board.	Many	of	the	low-level	items	can	be	fairly	cheap.	That	being	said,	it	is	often	useful	to	level	gathering	classes
via	the	Diadem	anyway,	so	you	should	level	Gathering	and	Crafting	at	the	same	time.	8.2.1.	Level	21	Macro	We	recommend	you	use	this	macro	all	the	way	to	level	50	using	the	level	20	craft.	This	is	because	the	level	40	craft	is	created	to	last	until	level	60	and	scales	really	badly	until	you	reach	level	50.	This	macro	uses	Innovation	which	is	a	Lv26	skill,
this	allows	the	rotation	to	hit	Tier	3	collectability.	This	rotation	also	requires	you	to	use	Stone	Soup	which	is	a	cheap	food	that	you	can	purchase	from	vendors.	8.3.	Level	50	-	63	leveling	This	section	of	the	guide	lasts	until	level	63	due	to	gearing	being	incredibly	messy	and	awkward	at	level	60.	There	are	no	simple	or	easy	options.	We	still	recommend
the	Ishgardian	Restoration	to	level	at	this	point	however	more	leveling	methods	have	unlocked.	The	core	focus	of	the	Collectable	system,	Rowenas	House	of	Splendors,	can	be	unlocked.	This	will	be	useful	to	gear	at	level	70	more	so	than	at	the	moment	but	still	used	a	little	at	lv63.	Custom	deliveries	are	also	a	new	Collectable-based	experience	source
in	the	form	of	weekly	quests	not	unlike	beast	tribes.	You	can	do	these	every	week	to	gain	Scrips	on	top	of	normal	Collectable	farming	from	The	House	of	Splendors	8.3.1.	Level	50	Macro	Use	the	Level	40	craft	from	the	Ishgardian	Restoration!	There	are	no	level	50	items	inside	the	restoration	and	instead	the	level	40	item	lasts	until	level	60.	8.4.	Level
63	-	70	leveling	Now	that	you	have	geared	up	you	can	begin	levelling	again.	If	you	have	not	been	keeping	up	with	class	quests	complete	them	now.	The	skill	Manipulation	is	unlocked	at	level	65.	This	is	an	incredibly	important	skill.	From	this	point	onwards,	you	should	farm	Collectables	along	the	way	at	this	point	to	help	afford	gear	at	level	70.	Leveling
one	class	through	collectables	is	more	than	enough	to	afford	the	gear	but	you	can	level	multiple	if	the	materials	are	cheap.	You	can	even	use	the	scrips	to	sell	materia	and	make	gil	while	you	level.	The	most	important	thing	to	spend	your	scrips	on	is	the	Handking	set	for	level	70	gear.	Aside	from	that	continue	with	the	Ishgardian	Restoration	as	your
main	leveling	source.	Due	to	this	there	is	a	macro	for	collectables	and	a	separate	macro	for	the	Ishgard	crafts.	General	macros	at	this	tier	can	be	a	little	tight	too	meaning	CP	potions	are	required.	8.4.1.	Level	63-70	General	Collectable	Macro	You	can	use	this	rotation	for	the	collectables.	It	requires	Blood	Bouillabaisse	and	Cunning	Craftsman's	Tea	or
better.	You	may	need	an	additional	Basic	Synthesis	to	end	the	craft	if	you	are	crafting	some	items	under	their	level.	8.4.2.	Level	63	Ishgard	Macro	This	is	the	macro	for	the	level	60	Ishgardian	Restoration	craft.	These	crafts	need	a	lot	more	quality	than	collectable	crafts.	It	requires	Blood	Bouillabaisse	and	Cunning	Craftsman's	Syrup	or	better.	Note
this	rotation	needs	syrup	but	the	other	only	needed	tea.	8.5.	Level	70	-	80	leveling	From	here	we	recommend	the	same	as	leveling	to	70.	Using	a	mix	of	the	Ishgardian	Restoration	and	Collectables.	You	will	want	to	level	at	least	1	class	from	Collectables	for	Scrips	for	gearing	but	it	is	perfectly	viable	to	level	all	classes	this	way	if	you	would	like	which
will	make	it	easy	to	afford	masterbooks,	gear,	materia	and	items	to	sell	and	make	gil	from	while	you	level.	level	70	also	has	the	option	of	facet	quests	unlocked	in	the	Crystarium.	They	are	shared	between	groups	of	classes:	Facet	of	Forging:	Blacksmith,	Armorer,	Goldsmith	Facet	of	Crafting:	Carpenter,	Leatherworker,	Weaver	Facet	of	Nourishing:
Alchemist,	Culinarian	I	would	advise	using	these	quests	for	Armorer,	Leatherworker	and	Culinarian.	Leatherworker	is	the	most	important	to	focus	these	quests	on	as	materials	are	more	expensive.	The	most	important	thing	to	spend	your	scrips	on	is	the	Handsaint	set	for	level	80	gear.	8.5.1.	Level	70	General	Collectable	Macro	Listed	below	is	a
general	macro	you	can	use	to	level	all	the	way	to	80	using	any	Collectables.	This	rotation	requires	Tempura	Platter	or	better	stat	wise.	This	can	be	purchased	via	a	vendor.	8.5.2.	Level	70	Ishgardian	Restoration	Macro	Listed	below	is	a	macro	for	the	restoration	reaching	tier	3	to	give	you	the	most	rewards	per	craft	and	therefore	more	experience	and
skybuilders	scrips.	This	rotation	requires	Tempura	Platter	or	better	stat	wise	to	hit	tier	3.	Tempura	Platter	can	be	purchased	from	vendors	making	it	a	great	option.	8.6.	Level	80	-	90	leveling	Ishgard	stops	being	a	viable	leveling	method	at	this	level	range	meaning	collectables	and	Leves	are	your	primary	sources	of	experience	points.	Leves	are	fast
and	Collectables	are	slower	but	instead	provide	further	benefits	from	Scrips	generally	making	them	more	efficient.	I	would	therefore	recommend	Collectables.	On	top	of	that	there	is	an	equivalent	of	the	previous	expansions	Facet	quests	called	Studium	Deliveries.	These	are	located	in	Old	Sharlayan	inside	The	Studium.	Faculty	of	Archaeology:
Blacksmith,	Armorer,	Goldsmith	Faculty	of	Astronomy:	Carpenter,	Leatherworker,	Weaver	Faculty	of	Medicine:	Alchemist,	Culinarian	These	are	exactly	the	same	as	the	previous	expansion.	I	would	advise	spending	these	quests	on	Armorer,	Leatherwoeker	and	Culinarian	to	make	things	easier.	8.6.1.	Level	80	Collectable	Macro	This	macro	works	while
leveling	up	to	and	including	the	level	88	collectables	and	also	works	as	a	general	rotation	for	many	other	crafts	along	the	way(always	use	trial	synthesis	before	using	a	rotation).	It	requires	Tempura	Platter	again.	Another	big	benefit	of	this	rotation	is	that	it	only	requires	1	button	(at	the	cost	of	no	sound	effect)	which	is	a	handy	benefit	to	have	while
crafting	hundreds	of	collectables.	8.7.	Level	90	-	100	leveling	As	with	level	80-90	your	main	sources	of	experience	points	will	be	from	Leves	and	Collectables.	Collectables	should	be	your	go	to	at	this	level	range.	This	is	because	leveling	8	crafters	via	Collectables	allows	you	to	gain	all	the	materia	XI	needed	for	a	lv100	endgame	meldset.	This	saves	a	lot
of	time	compared	to	doing	Leves	and	then	having	to	Scrip	farm	Purple	Scrips	later	on.	Additionally,	there	are	the	Wachumeqimeqi	Deliveries	which	can	be	great	sources	of	experience.	I	recommend	using	them	Leatherworker,	Alchemist	and	Armorer.	The	Wachumeqimeqi	Deliveries	split	the	classes	in	the	following	ways:	XRral	Soj	Metalwares	-
Blacksmith	/	Armorer	/	Goldsmith	Epistles	by	Pameka	-	Carpenter	/	Leatherworker	/	Weaver	Xeerol	Ja	Juicecraft	-	Alchemist	/	Culinarian	Listed	below	are	some	different	macros	depending	on	if	you	are	a	player	leveling	for	the	first	time,	or	a	player	coming	in	with	our	High	Tier	melds	from	the	previous	expansion.	8.8.	High	Tier	Macro	This	macro
requires	HQ	Tsai	tou	Vounou	and	needs	3958/3996/594	before	food.	The	benefit	of	this	is	that	you	only	need	1	macro	for	the	entire	leveling	process	while	the	scrip	gear	requires	multiple	macros.	8.9.	Scrip	Gear	Macro	Unlike	other	levels,	90-100	requires	more	than	1	rotation.	There	is	no	easy	way	to	really	avoid	this.	Both	macros	require	HQ	Tsai	tou
Vounou	for	CP	purposes	but	the	exact	craft	and	control	requirements	vary	depend	on	the	craft.	8.9.1.	Level	90-97	Macro	Because	this	macro	lasts	for	a	wide	level	range,	it	will	finish	early	on	lower	levels	because	less	progress	is	needed.	You	can	either	remove	the	final	progress	skills,	or	just	allow	the	macro	to	continue.	8.9.2.	Level	98-99	Macro	9.
Crafting	in	Final	Fantasy	14	is	a	unique	experience	that	is	quite	different	from	other	methods	of	crafting	in	other	MMOs.	Eight	crafting	classes,	90	levels,	and	hundreds	of	recipes	can	seem	overwhelming	to	players	deciding	to	start	their	crafting	journey.	If	you're	wondering	where	to	even	begin,	we've	got	you	covered.	Below,	we'll	take	a	look	at	the
basics	of	crafting,	why	you	would	want	to	level	a	crafting	Job,	and	a	few	of	the	ways	you	can	quickly	level	up	your	crafters.	Updated	May	12,	2023:	New	crafting	content	is	always	being	added	to	the	game,	so	we've	updated	this	guide	with	all	the	new	info	you	need	to	know	when	starting	your	first	crafting	job.	The	Basics	Of	Crafting	There	are	currently
eight	crafting	classes	in	the	game,	each	with	its	own	unique	recipes	and	tools.	This	may	seem	like	a	lot	to	keep	track	of,	but	it's	actually	quite	simple.	Each	class,	provided	they	are	the	same	level,	will	wear	the	same	armor.	The	only	equipment	that	changes	between	them	is	their	primary	and	secondary	tools.	Additionally,	each	class	learns	the	exact
same	actions,	meaning	they	all	play	and	function	the	same.	However,	this	doesn't	mean	you	should	only	level	up	one	crafting	class.	While	this	is	a	viable	option	if	you	just	want	to	make	food,	or	craft	the	newest	glamour	clothes,	you	won't	be	able	to	truly	shine	as	a	crafter	without	having	all	eight	jobs	leveled	up.	Being	a	self-sufficient	crafter	at	the	max
level	will	have	you	switching	back	and	forth	between	the	different	jobs	to	craft	various	ingredients	you	will	need	for	high-level	recipes.	If	you	just	want	to	level	one	class,	you	can	take	a	look	at	what	each	one	specializes	in	below.	Crafting	Job	What	they	can	craft	Carpenter	Dragoon,	Bard,	Black	Mage,	and	White	Mage	weapons	Fisher	primary	tools
Goldsmith	and	Weaver	secondary	tools	Housing	furniture	Blacksmith	Paladin,	Warrior,	Dark	Knight,	Gunbreaker,	Reaper,	Samurai,	Ninja,	Machinist,	and	Dancer	weapons	Carpenter,	Blacksmith,	Armorer,	Goldsmith,	and	Leatherworker	primary	tools	Carpenter,	Blacksmith,	Armorer,	Leatherworker,	Alchemist,	and	Culinarian	secondary	tools	Miner	and
Botanist	primary	and	secondary	tools	Armorer	Monk	weapons	Paladin	shields	Alchemist	and	Culinarian	primary	tools	Armor	and	accessories	Goldsmith	Red	Mage,	Astrologian,	and	Sage	weapons	Weaver	primary	tools	Armor	and	accessories	Leatherworker	Armor	and	accessories	Glamour	items	Weaver	Armor	Glamour	items	Minions	Alchemist	Scholar
and	Summoner	weapons	Potions	Crafting	Reagents	Culinarian	There	are	many	different	reasons	why	you	would	want	to	level	up	your	own	crafting	classes.	Maybe	you	heard	you	can	make	tons	of	gil	from	crafting,	or	maybe	you're	tired	of	relying	on	your	friends	to	craft	food	or	armor	for	you.	In	any	case,	having	even	just	one	crafting	class	leveled	gives
access	to	tons	of	new	content	in	the	game.	Crafting	classes	also	grant	access	to	self-repairs,	removing	the	need	for	repairing	at	an	NPC,	which	costs	gil.	Crafters	can	meld	materia	into	gear,	which	will	grant	a	flat	stat	bonus.	Additionally,	crafters	have	access	to	desynthesis,	which	will	let	you	break	down	unwanted	items	for	materials	and	other
valuables.	Now,	let's	go	over	what	exactly	you'll	be	doing	as	a	crafter.	Like	other	Jobs	in	the	game,	crafting	classes	have	abilities	that	you	will	use	to	craft	an	item.	Before	you	start	crafting,	there	are	three	crafter-specific	stats	you	need	to	keep	in	mind.	Craftsmanship	Increases	the	amount	of	Progress	you	gain	when	using	Progress-increasing	actions
Control	Increases	the	amount	of	Quality	you	gain	when	using	Quality-increasing	actions	CP	Resource	spent	when	using	most	crafting	actions	These	stats	are	found	on	Disciple	of	the	Hand-specific	armor,	primary	tools,	and	secondary	tools.	Some	crafting	recipes	require	a	specific	combination	of	craftsmanship	and	control,	so	make	sure	you	meet	the
requirements	before	beginning	a	craft.	Your	foremost	goal	when	crafting	an	item	is	to	make	the	progress	bar	fill	up	all	the	way.	This	is	done	primarily	through	the	use	of	synthesis	actions.	When	the	progress	bar	is	filled,	the	item	will	be	completed.	Your	second	goal	is	to	make	the	item	High	Quality	(HQ).	This	is	done	by	filling	the	quality	bar	before
finishing	the	item.	You	will	typically	use	touch	actions	to	increase	quality.	However,	unlike	progress,	the	quality	bar	does	not	have	to	be	filled	entirely	for	you	to	craft	an	HQ	item.	Instead,	increasing	the	bar	increases	your	chance	for	the	product	to	be	HQ.	While	your	primary	goal	is	to	increase	the	item's	progress	and	complete	the	craft,	you'll	want	to
raise	its	quality	first,	as	you	won't	be	able	to	do	this	after	the	item	has	been	crafted.	The	third	thing	you	will	have	to	pay	attention	to	is	the	item's	durability.	Each	action	you	take	will	reduce	the	item's	durability.	If	durability	reaches	zero	before	you	finish	the	craft,	the	item	will	be	destroyed	and	you	have	a	chance	to	lose	the	materials	you	put	in.	Some
actions	can	restore	durability,	or	prevent	durability	loss	for	a	duration.	It	may	be	difficult	to	tell	how	much	quality	you	will	gain	when	using	a	quality-increasing	action.	Luckily,	you	can	use	the	calculations	screen	to	see	exactly	how	much	quality	any	given	action	will	grant.	This	makes	it	easy	to	ensure	you	aren't	wasting	any	actions,	which	can	lead	to
failing	a	craft.	You	can	also	use	this	menu	to	see	progress-based	actions.	As	you	level	up,	you	will	unlock	more	actions,	and	crafting	will	get	a	little	more	complex.	Luckily,	the	following	basic	formula	is	always	relevant.	Increase	quality	before	progress	Increase	progress	after	quality	is	at	a	suitable	level	Always	make	sure	durability	is	above	zero	At
first,	you	don't	even	really	have	to	worry	about	making	an	item	HQ.	It	will	grant	bonus	experience	and	can	be	turned	in	for	more	experience	and	rewards,	but	just	crafting	the	item	is	enough	at	early	levels.	At	level	ten,	you	will	gain	access	to	the	Trait	Inner	Quiet.	This	passive	Trait	will	grant	you	a	stack	of	Inner	Quiet	every	time	you	use	an	ability	that
increases	Quality,	up	to	a	maximum	of	ten.	Each	stack	of	Inner	Quiet	grants	you	a	ten	percent	increase	to	the	efficiency	of	Touch	actions,	making	Quality	even	easier	to	increase.	Keeping	track	of	and	increasing	Inner	Quiet	stacks	will	be	your	bread	and	butter	while	leveling	up	your	crafting	Jobs.	At	level	50,	you	will	unlock	the	ability	Byregot's
Blessing,	which	will	increase	quality	by	an	increasing	amount	depending	on	your	Inner	Quiet	stacks.	There	are	a	few	different	ways	to	level	your	crafting	classes.	We	recommend	a	combination	of	these	methods,	as	only	doing	one	on	its	own	will	either	be	slow	or	too	tedious.	The	methods	that	grant	the	most	amount	of	experience	are	mostly	time-gated,
meaning	you	won't	be	able	to	grind	out	your	crafters	to	max	level	in	a	day	or	two.	Let's	go	over	each	method	for	leveling.	Levequests	Levequests	are	repeatable	quests	that	are	divided	into	Battlecraft	Leves,	Crafting	Leves,	and	Gathering	Leves.	Each	crafting	class	has	its	own	Levequests,	which	will	ask	you	to	craft	and	deliver	specific	items.	You	can
accept	these	quests	from	Guildleves	NPCs	in	various	locations.	Accepting	a	Levequest	will	require	one	Levequest	allowance,	which	are	restored	at	a	rate	of	six	per	day.	Levequests	are	a	time-efficient	method	for	leveling.	You	don't	have	to	spend	tons	of	time	crafting	items,	and	the	returns	are	pretty	good.	The	best	way	to	use	Levequests,	if	you	have
the	gil	for	it,	is	to	accept	Levequests	that	ask	for	an	item	you	can	easily	purchase	from	a	merchant.	For	example,	the	level	68	Goldsmith	Levequest	'Untucked'	tasks	you	with	delivering	one	Palladium	Tuck,	which	can	be	purchased	from	Itto	the	Arms	Dealer	in	the	Kogane	Dori	Markets	for	39,564	gil.	You	can	purchase	and	turn	in	as	many	of	these	as
you	have	the	gil	for,	allowing	to	blaze	through	crafting	levels.	This	method	is	extremely	faster	for	leveling	but	equally	as	expensive.	Daily	Tribal	Quests	Another	time-gated,	but	extremely	effective	form	of	leveling	is	Tribe	Quests.	You	can	accept	three	quests	a	day	from	any	given	Tribe,	but	only	some	of	them	are	crafting-based.	Below	you	can	find	a	list
of	Tribes	that	have	crafting-specific	quests,	as	well	as	how	to	unlock	them.	Beast	Tribe	Relevant	Levels	Quest	To	Unlock	Ixali	1-50	'A	Bad	Bladder'	-	Scarlet	in	New	Gridania	(X:9.9,	Y:11.4)	Moogle	50-60	'Tricks	and	Stones'	-	Seething	Stonemason	in	The	Churning	Mists	(X:27.2,	Y:34.5)	Namazu	60-70	'One	Size	Fits	All'	-	Seigetsu	the	Enlightened	in	The
Azim	Steppe	(X:6.1,	Y:23.2)	Dwarf	70-80	'It's	Dwarfin'	Time'	-	Affable	Townsdwarf	in	Kholusia	(X:15.7,	Y:30.3)	Loporrit	80-90	'Must	Be	Dreaming(way)'	-	Dreamingway	in	Old	Sharlayan	(X:11.7,	Y:10.9)	While	Tribal	Quests	are	good	overall,	the	Ixali	take	too	much	investment	for	too	little	payoff.	Stick	with	other	leveling	methods	until	you	get	to	level	50
and	can	unlock	the	Moogles,	where	Tribal	Quests	really	start	to	take	off.	Grand	Company	Turn-ins	Grand	Company	Turn-ins	are	a	daily	source	of	experience	and	Grand	Company	Seals.	Turn-ins	are	daily	requisitions	that	your	Grand	Company	will	ask	you	to	deliver.	The	items	they	request	will	be	around	your	current	level,	and	can	be	purchased
directly	from	the	Market	Board,	allowing	you	to	reap	these	rewards	without	crafting	a	thing.	Turning	in	High	Quality	items	will	reward	you	with	double	the	experience.	This	is	a	fast	and	easy	way	to	gain	tons	of	experience,	so	be	sure	to	deliver	these	items	as	often	as	possible.	Collectibles	Collectible	crafting	is	unlocked	at	level	50.	Collectibles	are	a
different	form	of	crafting	that	will	produce	a	Collectible	item	at	the	end	of	a	successful	craft.	Instead	of	filling	the	quality	bar	to	make	the	item	HQ,	you	fill	the	quality	bar	to	increase	the	item's	collectability.	The	higher	its	collectability,	the	higher	the	rewards	you	will	receive	upon	turning	it	in.	The	blue,	yellow,	and	green	bar	below	the	Quality	bar	on	a
craft	indicates	the	desired	collectible	levels	of	the	item.	Collectibles	are	turned	in	at	any	Collectible	Appraiser	around	the	map,	usually	found	in	major	cities.	Depending	on	the	level	of	the	craft,	and	your	crafter's	current	level,	you	will	get	experience	points	and	Crafters'	Scrips,	which	will	be	used	at	higher	levels	for	various	things.	Overall,	making
collectibles	is	a	good,	non-time-gated	method	for	quickly	leveling	crafters.	However,	it	does	require	some	investment	into	your	crafting	gear	to	make	items	with	high	collectability.	Custom	Deliveries	Custom	Deliveries	are	a	weekly	source	of	experience	and	Crafters'	Scrips.	There	are	currently	nine	NPCs	that	have	Custom	Deliveries,	listed	below:
Custom	Delivery	NPC	Quest	to	Unlock	Zhloe	Aliapoh	'Arms	Wide	Open'	-	Geimlona	in	Idyllshire	(X:5.8,	Y:7.0)	M'naago	'None	Forgotten,	None	Forsaken'	-	Galiena	in	Rhalgr's	Reach	(X:9.8,	Y:12.5)	Kurenai	'The	Seaweed	is	Always	Greener'	-	Kojin	Hireling	in	Kugane	(X:10.1,	Y:9.9)	Adkiragh	'Between	a	Rock	and	the	Hard	Place'	-	Geimlona	in	Idyllshire
(X:5.8,	Y:7.0)	Kai-Shirr	'Oh,	Beehive	Yourself'	-	Kai-Shirr	in	Eulmore	(X:11.7,	Y:11.7)	Ehll	Tou	'Oh	Crafter,	My	Crafter'	-	Foncrineau	in	The	Firmament	(X:14.2,	Y:12.7)	Count	Charlemend	de	Durendaire	'You	Can	Count	on	It'	-	Maurilette	in	The	Firmament	(X:8.9,	Y:8.4)	Ameliance	Leveilleur	'Of	Mothers	and	Merchants'	-	Well-dressed	Attendant	in	Old
Sharlayan	(X:12.6,	Y:9.7)	Anden	'That's	So	Anden'	-	Supplicant	Sheep	in	The	Crystarium	(X:9.3,	Y:11.3)	Once	you	have	a	Custom	Delivery	NPC	unlocked,	you	can	turn	in	items	to	them	on	any	Crafting	or	Gathering	class	that	is	above	level	50.	Each	NPC	can	only	receive	six	deliveries	per	week,	and	you	have	twelve	allowances	per	week	to	make
deliveries.	This	means	you	can,	at	most,	deliver	items	to	two	NPCs	per	week.	However,	the	experience	you	gain	from	doing	this	is	quite	a	lot,	especially	when	considering	the	amount	of	time	you	have	to	invest	per	week	is	pretty	small.	Ishgardian	Restoration	In	Foundation,	you	can	access	the	Firmament,	and	in	turn,	take	part	in	the	Ishgardian
Restoration.	This	activity	is	meant	to	be	played	by	any	level	of	crafter,	from	10-90.	Because	of	this,	there	are	a	wide	array	of	activities	to	do	and	items	you	can	craft	here.	Mainly,	you'll	be	gathering	materials	in	the	Diadem,	then	turning	them	into	Restoration	exclusive	items,	which	you'll	turn	in	for	experience	and	Skybuilders'	scrips.	There	are	a	few
exclusive	rewards	you	can	get	here,	like	the	Calming	Checkered	Parasol	or	Albino	Karakul	mount.	Overall,	this	is	a	great	way	to	level	crafters	and	gatherers	at	the	same	time,	although	it	can	get	repetitive.	Grinding	When	you	craft	a	recipe	for	the	first	time,	you	will	gain	a	one-time	bonus	of	experience.	Grinding	involves	crafting	only	new	recipes	to
receive	the	one-time	bonus.	As	you	can	probably	tell,	this	method	will	require	tons	of	different	materials	of	all	types	and	will	take	loads	of	time	to	individually	craft	each	item.	This	method	is	not	recommended	for	leveling	but	can	provide	some	supplementary	experience	when	making	new	items.	Overall,	there	are	more	than	enough	ways	to	level	your
crafters.	Whether	you	take	them	one	at	a	time	or	level	them	all	equally,	the	choice	is	yours.	As	long	as	you	mix	and	match	a	few	of	these	methods	together,	you'll	eventually	get	all	your	crafters	to	the	max	level.	Next:	Final	Fantasy	14:	Every	Unique	Hairstyle	And	How	To	Get	Them	There	are	eight	crafting	classes	in	Final	Fantasy	XIV,	also	known	as
Disciples	of	the	Hand	or	DoH,	with	each	job	specializing	in	crafting,	repairing,	melding	and	desynthesizing	specific	item	types,	as	well	as	producing	vanity	items,	such	as	glamours	and	furniture	for	houses	and	apartments.	The	8	Disciples	of	the	Hand	classes	are	Carpenter,	Blacksmith,	Armorer,	Goldsmith,	Leatherworker,	Weaver,	Alchemist	and
Culinarian.	To	become	a	Disciple	of	the	Hand,	players	require	at	least	one	level	10	Disciple	of	War	or	Magic.	If	eligible,	visit	the	guild	associated	with	the	desired	craft	to	begin	your	very	first	job	quest.	It	is	recommended	to	level	most	or	all	of	the	classes	together	as	they	feed	each	other	with	intermediate	materials	and	can	share	all	gear	besides	tools.
In	addition	to	crafting,	these	classes	provide	additional	functions:			Repair:	To	repair	any	item	yourself,	you'll	require	a	certain	level	in	a	corresponding	crafting	class.	This	applies	to	every	piece	of	equipment,	craftable	or	not.	You	don't	have	to	switch	to	the	class	in	order	to	repair	the	item.	Unlike	NPC	repairs,	this	can	restore	condition	up	to	199%.	The
higher	the	level	of	the	equipment,	the	higher	the	grade	of	Dark	Matter	is	required	to	do	this.			Materia	Melding:	This	likewise	requires	a	certain	level	in	the	corresponding	crafting	class.	Players	can	"Request	Meld"	from	other	players	with	a	sufficient	crafting	level,	but	may	also	be	charged	for	the	service.	This	can	only	be	performed	while	the	class	is
active.	This	feature	is	unlocked	through	the	quest	Waking	the	Spirit	with	a	crafting	class	at	level	19.			Desynthesis:	Taking	unneeded	equipment,	furnishings,	and	fish	apart	to	potentially	salvage	some	of	the	materials	and	even	find	rare	materials	or	glams.	This	has	its	own	skill	level	system.	Culinarians	can	desynthesize	most	fish	instead	of	equipment.
You	don't	have	to	switch	to	the	class	to	do	this.	If	the	Desynthesis	skill	is	too	low	compared	to	the	Item	Level	of	the	item,	its	not	possible	to	receive	rare	items	from	the	drop	table,	and	some	equipment	can't	be	desynthesized	at	all.	This	feature	is	unlocked	through	the	quest	Gone	to	Pieces	with	a	crafting	class	at	level	30.	Official	Crafting	Guide	on
Lodestone	Using	the	class:	To	switch	to	a	crafting	class,	simply	equip	the	tool	of	that	class	from	your	armory	chest.	Additional	equipment	can	be	saved	in	an	item	set,	and	equipment	with	crafting	stats	can	be	bought	or	crafted	for	every	equipment	slot	except	for	the	Soul	Crystal.	(The	Soul	Crystal	equivalent	for	crafters	is	acquired	through	the
Specialist	System.)	Most	such	equipment	can	be	used	across	all	the	crafting	classes	except	for	the	primary	and	secondary	tools,	which	are	unique	to	each.	When	you	have	a	crafting	class	equipped,	the	CP	bar	replaces	your	MP	bar.	Classes	See	also:	Crafting	Log	Carpenter	Guild	location:	New	Gridania.	Carpenters	excel	at	the	production	of	wooden
materials,	furniture	and	equipment	used	by	many	classes	in	the	game,	such	as	clogs,	bows,	staves	and	polearms.	Blacksmith	Guild	location:	Limsa	Lominsa	Upper	Decks.	Blacksmiths	specialize	in	the	refining	of	metals	and	the	production	of	main-hand	and	off-hand	equipment,	such	as	swords,	axes,	scythes,	musketoons,	and	more.	Armorer	Guild
location:	Limsa	Lominsa	Upper	Decks.	Armorers	excel	at	shaping	metals	and	ores	into	equipable	armor	-	such	as	chainmail,	ring	mail,	scale	mail	and	plate	body	armor,	used	by	multiple	classes	in	the	game.	Goldsmith	Guild	location:	Ul'dah	-	Steps	of	Thal.	Goldsmiths	bend	metals	and	gems	into	fashionable	accessories	and	bejewelled	weaponry.	Many
classes	desire	their	fineries,	such	as	rings,	earrings,	necklaces,	staves	and	sceptres.	Leatherworker	Guild	location:	Old	Gridania.	Leatherworkers	prepare	hides,	pelts	and	furs	from	Eorzea's	most	notorious	monsters	into	leather-based	armor	and	accessories	desired	by	multiple	classes	in	the	game.	Weaver	Guild	location:	Ul'dah	-	Steps	of	Thal.	Weavers
convert	fabrics	and	fibres	into	comfortably	light	armors	and	accessories,	such	as	robes,	ribbons,	shirts	and	pantaloons	that	are	wearable	by	multiple	classes	in	the	game.	Alchemist	Guild	Location:	Ul'dah	-	Steps	of	Thal.	Alchemists	are	masters	of	powders	and	potions	–	grinding	and	blending	materials	to	produce	useful	consumables,	elixirs,	inks,
wands,	and	grimoires.	Culinarian	Guild	location:	Limsa	Lominsa	Upper	Decks.	Culinarians	utilize	various	ingredients	to	create	hearty	and	emboldening	meals.	Players	can	consume	food	to	receive	temporary	buffs	to	a	variety	of	attributes,	including	EXP	buffs	–	perfect	for	the	wandering	adventurer.	Unlike	all	the	other	jobs	which	strongly	co-depend
(on	each	other	and)	on	Botany	and	Mining	for	their	ingredients,	the	Culinarian	strongly	co-depends	on	Botany	and	Fishing.	Crafting	Basics	Once	you	have	unlocked	a	crafting	job,	all	recipes	related	to	that	job	can	be	viewed	using	the	crafting	log.	To	craft	an	item,	players	will	require	the	materials	displayed	in	that	item's	recipe.	Once	the	necessary
components	are	in	your	inventory,	head	to	the	recipe	you	wish	to	fulfil	and	press	Synthesize.	Durability	-	Durability	is	the	number	of	steps	you	can	take	when	while	crafting	an	item.	Each	crafting	action	that	alters	the	item's	progress	or	quality	consumes	10	points	of	durability	by	default,	though	there	are	various	exceptions.	Some	abilities	can	restore
durability	or	temporarily	reduce	consumption.	Your	crafting	session	ends	when	the	durability	of	the	item	hits	0.	If	progress	has	not	reached	100%	by	then,	your	synthesis	fails	–	resulting	in	the	loss	of	some	or	all	crafting	materials.	The	starting	durability	varies	depending	on	the	item.	Progress	-	Progress	is	the	measurement	towards	the	completion	of
the	item.	If	you	fail	to	reach	100%	progress	before	durability	reaches	0,	your	synthesis	fails.	No	further	actions	may	be	taken	once	the	progress	bar	has	been	filled,	regardless	of	CP	or	Durability	remaining.	Quality	-	Quality	is	the	probability	that	the	item	you're	making	will	be	a	High	Quality	(HQ)	item.	You	can	increase	Quality	%	by	performing	specific
crafting	actions	and	by	initiating	the	synthesis	using	HQ	ingredients.	The	Control	attribute	dictates	quality.	The	higher	the	%	reached	the	more	experience	will	be	gained	from	the	crafting	as	well.	Using	HQ	crafting	materials	also	affects	the	starting	quality	percentage.	However,	not	all	items	have	a	HQ	version.	For	collectables,	the	Quality	rating	will
affect	the	item's	Collectability.	Some	high-end	recipes	without	a	HQ	version	will	require	a	certain	Quality	rating	(usually	100%	or	very	close	to	it)	for	the	craft	to	complete	at	all.	CP	-	CP,	or	crafting	points,	are	required	to	use	some	of	your	crafting	actions.	While	crafting,	your	CP	will	decrease	as	you	perform	your	abilities	according	to	the	indicated
number	on	the	ability	icon.	If	the	CP	cost	of	a	crafting	skill	is	higher	than	your	remaining	CP,	you	cannot	use	that	ability.	CP	regenerates	to	full	after	you	complete	a	craft.	A	few	abilities	can	restore	CP	during	the	crafting	process	under	the	right	condition.	Condition	-	Condition	is	visible	just	below	durability	and	is	visually	apparent	on	the	glowing	ball
of	energy	that	represents	the	item.	The	condition	of	the	item	mainly	affects	the	increase	in	quality	of	the	item	from	touch	commands,	and	also	the	availability	of	certain	actions.	Each	action	or	"step"	taken	in	the	crafting	process	can	change	this	condition,	and	other	than	Normal	these	always	last	for	only	one	step.	There	are	four	conditions	for	most
recipes:	Excellent	-	Excellent	condition	has	a	10%	chance	to	proc	after	a	"Normal"	action,	providing	a	4x	bonus	to	the	efficiency	of	touch	commands.	Good	-	Good	condition	has	a	25%	chance	to	proc	after	a	"Normal"	action,	providing	a	1.5x	bonus	to	the	efficiency	of	touch	commands.	Normal	-	The	efficiency	of	touch	commands	remains	as	stated.	Every
synthesis	starts	on	this.	Poor	-	Poor	condition	can	only	occur	after	an	action	is	taken	during	Excellent	condition,	halving	the	efficiency	of	touch	commands.	Expert	recipes	have	additional	conditions.	For	additional	information,	see	here.	Quick	Synthesis	Once	you	have	crafted	an	item	once,	you	can	use	Quick	Synthesis	to	automatically	create	more	in
relatively	quick	succession	without	using	individual	crafting	skills.	Spiritbond	is	acquired	normally	during	this	process,	though	your	gear	will	degrade	at	double	the	standard	rate.	It	is	possible	for	Quick	Synthesis	to	fail,	losing	materials	in	the	process,	but	only	if	the	player's	Craftsmanship	stat	is	lower	than	the	Craftsmanship	Recommended	listed	in
the	recipe.	There	is	also	a	minimal	chance	of	producing	a	high-quality	item	using	Quick	Synthesis.	This	chance	is	unaffected	by	the	qualities	of	the	materials.	Some	recipes,	such	as	expert	crafts	and	current	endgame	recipes,	cannot	be	quick	synthesized.	Quick	Synthesis	is	unlocked	for	all	classes	once	any	crafting	job	has	reached	level	10.	Leveling
crafters	Crafting	Leveling	Guide	(1-100)	in	Dawntrail	(Teamcraft	Guides)	Crafters	gain	experience	by	crafting	items,	completing	crafter	quests	and	turning	in	quest	items.	There	is	a	great	number	of	different	methods	to	quickly	level	crafters.	Progress	is	even	faster	if	experience	buffs	are	applied,	such	as	those	from	a	new	world,	XP-enhancing
equipment,	free	company	buffs	or	crafter	manuals.	Depending	on	one's	crafter	levels,	fast	methods	include	the	following:	Levels	1	to	about	25	Levels	25	to	50	Levels	50	to	60	Levels	60	to	70	Levels	70	to	80	Levels	80	to	90	Levels	90	to	100	Wachumeqimeqi	Deliveries	Daily	Grand	Company	Supply	Missions	Guildleves	The	Ishgardian	Restoration	Main
article:	Ishgardian	Restoration	The	Ishgardian	Restoration	allows	players	to	level	up	to	80	before	the	experience	points	provided	becomes	negligible.	Players	must	first	complete	the	level	60	main	scenario	quest	Litany	of	Peace,	which	is	the	end	of	the	Patch	3.3,	before	this	becomes	available.	You	should	be	able	to	get	to	20	quickly.	If	your	main	job	has
progressed	far	enough	that	you	can	enter	the	Diadem,	and	you	level	your	gatherers	in	tandem	with	(or	ahead	of)	your	crafter(s),	levelling	the	crafters	gets	easy	as	well.	Starting	with	level	20,	you	can	craft	almost	exclusively	with	the	items	you	gathered	in	the	Diadem,	you	need	at	most	one	external	piece,	and	that	is	often	easy	to	gather	in	numbers	or
even	store-bought	for	a	few	gil.	Combined	with	experience-increasing	scrolls,	this	brings	you	up	very	quickly.	From	time	to	time	do	batches	of	class	quests,	as	some	of	the	abilities	you	get	from	them	are	really	helpful.	At	~45,	you	can	upgrade	to	Company	issued	gear.	At	60,	you	should	get	a	full	set	from	Sundry	Splendors.	(You	could	get	a	set	at	lvl	55,
but	the	short	time	you'd	use	that	is	not	worth	the	effort.)	You	can	continue	this	up	to	~70,	then	the	amount	of	ingredients	rises	steeply	and	you	want	to	start	crafting	collectables	anyways	to	buy	gear	from	the	Sundry	Splendors.	After	about	lvl	70,	doing	the	Company's	daily	supply	missions,	ideally	when	they	are	starred,	is	the	most	time	efficient	way
to	level	your	crafter,	mixed	with	doing	collectables	when	you	are	about	to	reach	the	next	level	for	Sundry	Splendor's	gear	(i.e.	70/80/90).	As	soon	as	you	start	crafting	"regularly",	you'll	notice	the	massive	synergy	between	the	different	crafter	jobs.	If	you	have	enough	friendly	crafters	to	supply	you	(in	exchange	for	you	supplying	them),	or	if	you	have	a
lot	of	gil	to	spend	on	the	Market	board,	you	can	stick	to	one	crafter	job.	Otherwise,	it's	worth	considering	the	road	called	"Omnicrafter"	(levelling	all	crafters,	ideally	keeping	them	in	the	same	level	range	to	make	use	of	the	gear	synergy).	Cosmic	Exploration	Main	article:	Cosmic	Exploration	Cosmic	Exploration	allows	players	to	level	crafters	from	level
10	to	level	100.	As	all	Cosmic	Exploration	recipes	are	self-contained,	players	do	not	need	to	procure	any	outside	items	(aside	from	level-appropriate	gear)	to	complete	crafting	missions	within.	Unlike	Ishgardian	Restoration,	Cosmic	Exploration	is	not	available	on	the	Free	Trial	and	has	a	higher	Main	Scenario	Quest	requirement	(Endwalker)	to	unlock.
Advanced	Crafting	Useful	Resources	FFXIV	Teamcraft	-	Extensive	tool	set	for	crafting	&	gathering	Teamcraft	Guides	-	Detailed	guides	to	crafting	&	gathering	Crafting	as	a	Service	-	Crafting	lists	&	rotations,	gear	profiler,	etc.	Garland	Tools	-	Database	and	resources	for	crafting	&	gathering	(data	is	current,	but	app	is	in	maintenance	mode)	Raphael
XIV	-	Crafting	rotations	calculator	and	macro	generation.	Allows	input	of	both	existing	and	custom	recipes.	Thiria.com	-	Crafting	solver,	including	step-by-step	expert	recipe	solver	Crafting	Attributes	The	goal	of	the	crafting	process	is	to	get	the	highest	possible	quality	and	complete	the	progression	of	the	item	before	durability	reaches	zero.	High-
quality	items	have	higher	stats	where	applicable	and	affect	base	quality	if	used	in	further	crafting.	HQ	items	also	double	your	rewards	when	turned	in	for	levequests	and	deliveries.	Class	quests	and	most	story	quests	do	not	take	the	quality	of	an	item	into	account.	However,	some	quests	(such	as	crafting	class	quests,	deliveries	and	dailies)	will
explicitly	demand	HQ	items.	Some	items	do	not	have	high-quality	versions.	However,	the	quality	bar	will	still	appear,	but	it	does	not	affect	the	amount	of	experience	gained.	Crafters	automatically	learn	new	recipes	as	they	level	up	and	can	be	attempted	as	soon	as	possible,	provided	you	have	enough	Craftsmanship	or	Control.	Crafting	Consumables
Experience	Boost	The	massively	successful	MMORPG	Final	Fantasy	XIV	is	not	short	on	content	for	players	to	delve	deep	into.	Whether	it	be	story,	dungeons,	lore	or	levelling	up	multiple	jobs,	players	can	sink	months	into	the	game.	One	particular	aspect	that	might	appeal	to	some	is	the	variety	of	crafting	jobs	available.	With	eight	crafting	classes	to
explore,	the	introduction	can	be	overwhelming,	but	the	rewards	are	numerous	and	worthwhile.	So,	for	players	who	prefer	the	thrill	of	handmade	gear	and	items,	here	is	a	guide	to	Final	Fantasy	XIV	crafting.	Getting	Started	Why	Bother	With	Crafting?	It’s	a	fair	question	to	ask,	especially	early	on	in	the	game.	The	story	is	very	generous	in	regards	to
the	rewards	it	provides	after	missions.	As	such,	players	will	rarely	be	lagging	behind	in		maintaining	appropriately	levelled	gear.	Additionally,	the	main	quest	line	does	not	force	players	to	dabble	in	crafting,	making	it	more	of	a	bonus.	Simply	put,	players	don’t	need	to	partake	in	crafting	if	they	merely	wish	to	power	through	the	story.	However,	being
able	to	make	a	variety	of	items	comes	with	many	benefits	outside	of	the	story.	Eventually,	some	of	the	later	dungeons	players	unlock	have	particular	item	level	requirements.	This	means	you	need	high	level	gear,	not	just	a	high	job	level.	These	items	can	be	acquired	from	rare	drops	or	currencies	obtained	during	difficult	dungeons,	which	means	some
grinding	and	luck	is	involved.	However,	with	enough	experience	in	crafting,	players	can	acquire	such	gear	faster	with	just	some	ordinary	Gil	(the	standard	currency.)	There	are	eight	Disciple	of	Hand	roles	to	experiment	with	during	Final	Fantasy	XIV	crafting.	Beyond	this,	Final	Fantasy	XIV	crafting	rewards	players	with	lucrative	work.	Players	who
master	the	art	can	sell	some	pretty	decent	gear	and	materials	for	profit.	Although	you	won’t	make	much	money	selling	to	NPCs,	the	Market	Board	for	selling	to	players	will	make	you	rich.	It	will	also	accelerate	your	career	progression	in	the	various	Grand	Companies	thanks	to	daily	supply	and	provisions	missions.	Furthermore,	players	will	be	able	to
acquire	useful	functions	such	as	repairing	items,	melding	and	extracting	materia,	as	well	as	desynthesis.	Acquiring	Each	Job	In	order	to	craft	each	type	of	item	you	will	need	to	pick	up	one	of	the	jobs	that	allows	it.	While	there	is	some	overlap	in	what	jobs	can	craft	certain	items,	they	each	have	an	extensive	crafting	log.	To	switch	to	your	required	job,
you	must	first	unlock	it	through	quests	at	the	respective	guild.	Each	job	has	its	own	guild	that	can	be	found	in	the	three	main	city-states.	The	jobs	you	will	have	the	quickest	access	to	depends	on	your	starting	city	and	class,	as	the	guilds	are	scattered.	The	guilds	in	each	city	are	as	follows:		Limsa	Lominsa:	Armorer’s	Guild	Blacksmith’s	Guild
Culinarian’s	Guild	Ul’dah	Alchemist’s	Guild	Goldsmith’s	Guild	Weaver’s	Guild	Old/New	Gridania	Carpenter’s	Guild	Leatherworker’s	Guild	You	will	gain	access	to	all	three	city	states	early	on.	Starting	your	journey	with	each	job	is	simply	a	matter	of	walking	into	the	right	guild	and	speaking	to	the	receptionist.	In	order	to	do	so,	you	must	first	complete
the	level	10	Job	Quest	for	any	Disciple	of	War	or	Magic	class.	Once	you	do,	every	other	job	becomes	open	to	you	for	experimentation.	All	of	the	above-mentioned	Final	Fantasy	XIV		crafting	classes	are	referred	to	as	Disciple	of	the	Hand.	They	will	provide	you	with	the	necessary	primary	hand	tool,	which	will	allow	you	to	switch	jobs	at	any	time.	As	for
learning	additional	crafting	features,	some	of	them	only	become	available	after	completing	certain	quests.	This	includes:	Materia	Melding	–	The	ability	to	enhance	gear	with	materia	is	learned	through	the	quest	“Waking	the	Spirit.”	The	quest	becomes	available	at	level	19	in	any	Disciple	of	the	Hand	class.	Desynthesis	–	The	ability	to	disassemble	gear
as	a	means	of	acquiring	materials	is	learned	through	the	quest	“Gone	to	Pieces.”	The	quest	is	accessible	once	the	player	obtains	level	30	in	any	Disciple	of	the	Hand	class.	How	Does	Crafting	Work?	The	Crafting	Log	As	your	level	in	each	job	increases,	the	range	of	items	available	in	your	crafting	log	similarly	rises.	The	entry	will	inform	you	of	the
required	materials	and	any	other	recommendations	before	synthesis.	For	example,	at	higher	levels,	you	need	a	certain	level	of	“Control”	in	order	to	begin	synthesizing.	The	rule	is	that	the	next	entries	in	your	log	appear	every	five	levels,	although	the	first	is	at	level	3.	This	means	levels	ending	in	3	or	8	will	provide	access	to	a	new	page	of	items.
However,	as	you	can	only	craft	5	levels	higher	than	yourself,	you	cannot	access	the	last	entries	on	the	new	list.	This	is	because	the	items	are	arranged	in	ascending	order	based	on	the	level	required	to	craft	them.	While	not	all	items’	levels	match	the	required	crafting	level,	it’s	generally	the	case.	Synthesis	Synthesis	is	the	act	of	crafting	the	selected
item	via	a	quick	mini-game	feature.	While	this	becomes	skippable	later,	generally	it’s	the	best	way	of	acquiring	HQ	(High-Quality)	results.	In	order	to	succeed	at	the	mini	game,	you	need	to	be	aware	of	a	few	key	elements.	It	can	be	skipped,	but	mastering	synthesis	is	the	key	to	HQ	items.	Progress	–	This	bar	gradually	fills	green	with	each	“synthesis”
action	you	take.	The	aim	is	to	complete	the	progress	bar	before	running	out	of	durability.	The	higher	the	item’s	level,	the	higher	the	progress	target.	Be	careful,	as	maxing	the	progress	bar	ends	synthesis,	even	with	leftover	durability.	The	rate	at	which	you	fill	progress	and	quality	is	dependant	on	your	level	and	current	equipment.	Quality	–	The	more
you	increase	the	blue	quality	bar,	the	higher	the	chance	at	obtaining	a	HQ	item.	You	can	increase	this	using	specific	skills	during	the	mini-game	that	expend	“CP”	and	“Durability.”	HQ	items	will	increase	your	exp	gain	and	are	more	lucrative	turn	in	items.	You	can	also	increase	quality	before	beginning	synthesis	by	using	HQ	materials.	Durability	–	This
essentially	determines	how	many	turns	you	have	left	before	failing	synthesis.	Not	all	skills	you	use	will	deplete	durability,	but	be	careful	not	to	run	out.	Actions	such	as	“Master’s	Mend”	can	expend	CP	to	restore	some	durability.	CP	(Control	Points)	–	This	acts	as	the	equivalent	of	MP	for	Disciple	of	Hand	classes.	Many	of	the	actions	that	increase
quality	or	enhance	basic	moves	cost	CP.	The	key	is	to	use	this	efficiently	to	reach	maximum	progress	while	increasing	quality	as	much	as	possible.	Condition	–	These	are	the	various	states	the	item	can	enter.	Except	for	the	“Normal”	state,	they	only	last	a	round	and	should	be	seized	as	opportune	moments.	They	can	be	used	as	a	chance	to	increase	the
rate	of	quality	build	up	or	regain	some	CP.	The	four	available	states	in	ascending	order	of	benefit	are	Poor,	Normal,	Good	and	Excellent.	Should	you	act	on	the	Excellent	state,	the	following	round	will	be	Poor,	which	reduces	the	effect	of	quality	enhancements.	Quick-Synthesis	Quick	synthesis	is	a	simple	function	unlocked	upon	obtaining	level	10	in
that	chosen	job.	Simply	put,	once	you	have	successfully	crafted	an	item	at	least	once,	you	can	then	automatically	create	more.	This	means	you	can	skip	the	mini-game	and	make	many	items	in	bulk.	There	is	a	chance	at	failing	the	synthesis	if	the	item	level	is	not	drastically	different	to	yours.	There	is	also	a	small	chance	of	acquiring	HQ	items	during
this	process.			Notably,	the	process	does	help	to	increase	your	Spiritbond	with	equipped	gear	for	the	use	in	materia	extraction.	However,	at	the	same	time,	the	rate	at	which	your	equipped	gear	degrades	is	increased	during	Quick	Synthesis.	An	additional	and	easy	to	miss	aspect	of	Final	Fantasy	XIV	crafting	is	materia	melding.	Acquiring	Crafting
Materials	Disciple	of	the	Land	The	three	classes	that	fall	under	this	umbrella	are	Miner,	Botanist	and	Fisher.	These	jobs	will	make	it	far	easier	for	you	to	acquire	the	materials	neededin	various	crafting	recipes.	These	jobs	can	similarly	be	obtained	from	their	respective	guilds	in	the	three	cities.	Limsa	Lominsa	(Fisher)	–	Of	the	the	three,	fisher	is
perhaps	the	least	essential,	as	the	materials	it	provides	are	less	frequently	demanded.	If	you	ever	require	fish	related	resources,	you	can	likely	obtain	them	from	the	Market	Board	cheaply.	Ul’dah	(Miner)	–	An	essential	job	to	pursue	as	it	opens	up	access	to	a	variety	of	earth-based	materials.	Given	that	you	will	frequently	be	requiring	items	such	as
ingots	that	are	made	from	ores,	you	will	need	a	steady	supply.	Early	crafting	items	can	be	purchased	from	NPCs	cheaply,	but	in	the	late	game	it’s	cheaper	to	acquire	your	own.	Gridania	(Botonist)	–	Much	like	mining,	this	job	will	allow	you	to	use	a	hatchet	to	harvest	materials	such	as	logs.	As	with	ingots,	recipes	such	as	lumber	use	bulks	of	logs	during
crafting.	It	should	also	be	noted	that	these	roles	grant	access	to	gathering	crystals	and	shards	required	as	fuel	for	Final	Fantasy	XIV		crafting.	These	are	also	very	expensive	later	in	the	game	so	being	able	to	harvest	your	own	is	a	must.	They	are	all	useful,	but	fishing	can	easily	be	skipped.	Shops	and	the	Market	Board	Various	NPC	vendors	will	provide



you	with	access	to	materials.	The	easiest	place	to	find	them	are	with	the	suppliers	in	each	guild.	These	particular	vendors	sell	useful	materials	that	are	frequently	required	in	early	crafting	log	entries.	However,	you	will	soon	find	NPC	vendors	are	lacking	more	advanced	materials.	If	you	check	the	items	in	your	log	,	selecting	them	will	reveal	if	they
have	a	shop	price.	If	there	is	no	price	listed,	you	will	have	no	choice	but	to	acquire	them	elsewhere.	This	is	where	the	Market	Board	becomes	a	necessity.	Unfortunately	for	players	using	the	free	trial,	they	do	not	have	access	to	this	feature.	If	you	search	for	the	materials	you	seek	on	the	board,	players	will	likely	be	selling	it.	It’s	a	quick	and	easy	means
of	finding	elusive	materials.	The	downside	is	the	prices	can	vary	wildly	depending	on	supply	and	demand.	A	common	item	will	be	sold	cheap,	but	the	rarer	it	is,	the	higher	the	price.	Additionally,	players	will	exploit	the	systems	to	drain	you	of	as	much	Gil	as	possible.	When	buying	an	item	from	the	board,	you	cannot	adjust	the	quantity	you	buy.	You
must	buy	the	maximum	amount	the	other	player	put	up.	This	means	even	cheap	items	can	cost	a	fortune	as	sometimes	you	can	only	buy	them	in	bulk.	The	Market	Board	is	the	gateway	to	wealth	and	easy	materials	via	Final	Fantasy	XIV	crafting.	Level	Every	Disciple	of	the	Hand	This	advice	somewhat	echoes	the	sentiment	in	the	Disciple	of	the	Land
section.	Each	Final	Fantasy	XIV	crafting	class	will	allow	you	to	create	certain	materials	unavailable	anywhere	else.	For	example,	the	Goldsmith	uniquely	has	access	to	electrum	ingots.	As	you	begin	levelling	up	one	of	the	eight	roles,	you	will	start	to	hit	certain	roadblocks.	Essentially,	each	of	the	jobs	is	intrinsically	linked.	The	easiest	way	to	avoid	these
constant	frustrations	is	to	equally	dedicate	yourself	to	all	of	them.	Keeping	each	job	roughly	the	same	level	will	prevent	this	from	being	a	regular	issue.	Furthermore,	fully	opening	up	your	gathering	and	crafting	logs	will	reveal	which	materials	are	more	elusive.	For	example,	some	materials	can	only	be	acquired	from	drops	after	defeating	specific
monsters.	If	an	item	can	not	be	found	in	your	logs,	its	advisable	to	search	for	the	acquisition	method	online.	Levelling	Your	Crafting	Completing	The	Crafting	Log	As	stated	above,	your	crafting	log	will	display	most	of	the	items	you	can	currently	craft.	Each	time	you	create	an	item	you’ve	never	completed	before,	you	obtain	bonus	exp.	As	such,
especially	in	the	early	stages,	synthesising	as	many	new	items	as	possible	is	beneficial.	Furthermore,	if	you	try	and	make	them	HQ	each	time,	it	will	further	boost	the	exp	gained.	When	starting	out,	this	is	the	main	means	of	levelling	up.	Job	Quests	As	with	Disciple	of	War	and	Magic,	every	five	levels	unlock	a	new	job	quest	at	the	guild.	This	means	you
will	be	able	to	access	the	next	quest	at	level	5,	then	10,	15,	etc.	These	provide	substantial	exp	gifts	for	a	quick	level	up,	as	well	as	other	rewards.	They	often	provide	you	with	higher	level	gear	that	will	make	synthesis	and	quality	raising	easier.	These	quests	are	by	no	means	essential,	but	they	are	usually	quick	and	worthwhile.			Check	in	at	the	Guilds
every	five	levels.	Levequests	These	are	special	quests	you	can	initiate	in	various	locations	via	specific	NPCs.	Players	are	limited	in	how	many	of	these	quests	they	can	do	based	on	their	allowance.	You	will	obtain	3	more	allowances	every	12	hours	in	real	time.	These	stack	up	quickly,	so	before	you	know	it	you	will	have	more	than	enough	for	plenty	of
quests.	Levequests	come	in	three	categories,	but	the	most	relevant	to	Final	Fantasy	XIV	crafting	are	Tradecraft	and	Fieldcraft.	They	require	the	delivery	of	requested	items	for	a	reward	of	gil	and	high	exp.	If	players	deliver	HQ	versions	of	the	demanded	item,	the	rewards	are	doubled.	This	is	the	fastest	way	to	level	up	crafting	early	on.	Grand	Company
Delivery	Missions	These	are	just	the	same	as	the	previously	mentioned	quests	but	specifically	for	your	chosen	Grand	Company.	You	will	join	one	of	the	three	Grand	Companies	as	part	of	the	story,	so	don’t	worry	about	finding	them.	Daily,	you	will	receive	a	list	of	delivery	items	that	you	can	bring	to	your	company	headquarters.	Every	day	includes	an
item(s)	from	each	of	the	jobs	you’ve	levelled	at	least	once.	It’s	highly	recommended	you	do	this	for	the	immense	exp	rewards	and	the	company	seals.	Similarly,	turning	in	HQ	gear	doubles	the	rewards.	This	is	the	fastest	means	of	levelling	up	and	also	ascending	through	the	company	ranks.	It	doesn’t	matter	which	you	pick.	Each	Grand	Company	has
work	for	you.	This	Is	Just	The	Beginning	This	guide	will	only	be	your	initial	steps	into	advancing	as	a	crafter.	Once	you	reach	level	50	and	beyond,	things	can	get	more	complex.	From	creating	collectibles	to	control	requirements,	these	are	things	you	will	confront	in	time.	Until	then,	the	best	thing	you	can	do	is	dedicate	a	little	of	your	time	to	Final
Fantasy	XIV	crafting	each	day.	Keeping	your	jobs	relatively	levelled	and	completing	Levequests	or	Grand	Company	missions	will	make	the	experience	as	smooth	as	possible.	Eventually	you	will	find	it’s	harder	to	obtain	certain	materials	until	reaching	the	expansions.	However,	with	time,	you	will	have	consistent	access	to	the	best	items	and	begin
making	a	fortune.	


