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The Story of
THE FINAL FANTASY ADVENTURE

First, you should understand the story behind the adventure. A good
knowledgze of the story before starting the game will add to your
cnjoyment. It will be especially important to grasp the I‘EIIﬂHGHShIP
between the Tree of Mana and the Mana Family, the Gemma Knights, and
the Empire Glaive headed by Dark Lord,

‘.TEI igh above the cloud towers Mount Mlusia, and the Tree of Mana is
=~ * enshrined on the top of the mountain. From the Mana Tree gushes
put the Waterfall -- The source of all ile in this world.

o

The Tree of Mana grows on the energy of will emilted by all things in
this world. The Manma Tree flourishes in beauty when the spirits of the
peaple are pure. and the water springing oot from its rools purifies the
minds of people even more, However, once the Mana Tree is
contaminated with an evil influence, the water springing from the roots
becomes tinged with cvil force. The foul water tums the peaple’s minds
bad. and their evil cocrgy returns (o the Mana Tree changing it into an
even more deadly existence. This vicious circle poes vn and on, uniil the
world is totally cormupted, ultimately mecting its destruction. The Many
Shrine is a sacred place where no man should ead.

Huowever, there were people who dared to enter the sucred area. They
knew that those who touch the Tree of Muna would receive a great power
10 last for cternicy.
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Omwce, the Emperor of Vandole used the power of Mana for e1_;11 PUTDOISES.
b the mighty power in his possession, he forced people imo slavery,

which hegan his bloody rule.

Bt Vandole's evil purposes were stopped by the Knights of Gemmi whio

guarded the Tree of Mana. The Gemma Knights joined hands with the

Mana Family, the keepers of the Tree of Mana, 1o fight a long hand hattle.

Finally, they were able to restore peace o the world. )

The Mana Family feared the power of the Mana Trec may be misused

again, and seuled the way o the Shoine in the Pendant of Mana. To open

the way 10 the shrine, the Pendant, ss well as the supernatural powers of

the Mana Family became nccessary.

And now, an evil hand is onee again at work to grab the mighty power of

Mana — The Empire of Glaive, headed by Dark Lord and his gid the sor-

&

cerer Julius. Dark Lord is the evil-loving leader of Glaive, His
companion, Julius, is a man of mysiery, who seems to know much about
the secrels of the Muana Tree and the Pendant.

Qur Hero, a courageons warrior, sncaked into the Casile Glaive one
night. trying to discover their evil plans, but he was immaohilized by
Juliug' spell, and was captured as a slave.

The slaves of Glaive were doomed 1o ceascless suffering and sorrow,
They were forced to fight deadly monsiers every day in order o penerate
the cnergy of cvil and hate, and to entertain Durk Lord with the bamles he
lowved 1o watch. I they wished to survive, they had to slay the monsters.
Only then would they be given their meager meals lor that day. But from
the pour living conditions and the countless wounds and fatipue, the
slaves lost their lives one by one.

One day, vur Hero retumed to the slave guarters aller slaving 4 monster
o find Willy, his only friend, laving on the Aoor barely alive!

Willy was alse a warmior who had entered the Castle Glaive. and was
captured hy Julius. Even after he was made a slave, he had been secretly
investigaring Dark Lord's plans. For the past few duys, he had a look of
desperation in his eyes,

"Mana is in Danger now... We must let the Knights of Gemma know
about it. See Bogard ul the Falls. He is a Gemma Knight, He should
know whar to do.”

The last words Willy spoke before passing away baffled our Hero, But
with his invincible spirit, he stood up. He shall avenge Willy.,..

With firm determination he sel forth. He shall escape from (his place,
and [ind Bogard. Right now, il was the only clize he had for his perilous
mission which lay ahead.
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How to Play Final Fantasy Adven

Here is somec basic information on the object and progress of the game,
and its featurcs. Your adventure may be much longer and harder than you
expect. It would be wise to grasp the general idea befure starting. Details
are cxplained later in the hook starting on page 14.

The greatest object of the game is to
stop Dark Lord and Julius in their evil
intentions, and te restore peace to the
world. But in order 1o do so, yoo must
go through numerous ohstacles. The
dungeons and [elds outside towns and
villages are full of hideous monsters,
with traps in unexpected places. You
musl conguer these ohstacles onc by
one, and carry out your mission stcp
by step. However, enemies arc not Lhe
only things vou will encounter in this
world. You will meet ficnds who will
help you in many ways. Always listen
carefully to what the people have to
say.
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Playing the Game

Gathering information and Mighting enemies arc the basics of the game,
Your character — the Hero -- will grow in strength and capability battle
by battle, and by gathering information he will learn whal move to make

nexL

1 Gathering Information
Whenever you meel people, stop and listen to
what they say (see pages 15 and 57). Use the
information to deduce where to go and what
actions to take nexl. You should be able to fizure
out your next move afler you've spoken with the
people of a town or village, Be sure (o chat with
cvoryone. A single character you fail o speak to
may hold a crucial elue to the progress of the
story.

2 Fighting Enemies

Once outside a town or village, you'll find your-
sclf in a world where horrible demons toam free.
But, don't just mn from them. You, the Here will
gain cxpericnce by fighting enemies, and will
£row sITORECT CveTy time vou advance to a hgher
level (sco page 38). As the advenmure progresses,
the enemics vou cocounter will get stronger. By
avoiding battles. vou will evenmally fall prey 10 4
I seT.
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The World of Final Fantasy

The Qelds;

The world can be roughly divided into three Kinds of areas:
the dungeons; and the towns/villagesfcastles. The fields and dungeons are
battlegrounds, while the lowns/villages/castles are places for resting and
lor guthering information

1 Fields

Thix is the muside world, with monsters of all
kinds, crawling and rowrning about. The Lend-
scape (see page 401 can roughly be classified
mlo  Jamd amd waler aress. Al the start of
the game, you are onlv able o travel on land.
| uy the gume wnfolds, you will become
capable of water travel also} To travel (see
page 14), move your character o the edge of
the screen. Keep pressing the & button in the
same direction, and the sereen will seroll 1o the
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z Dungeons

Deep inside caves, towers, castles and mansions, you will fod a senes of rooms
swrrounded by walls. There wall be several monsters in cach ronm, and somewhere
in the decpest part, a powertul boss monster awats, To make things more difficalt,

1a

the dungeons are complicared
muzes tilled with various 1];13, (see
page 41) such as dead ends. hidden
passages, and damage points.
Unless you advance vour charscier
in level beforehand. you may have
considerahle difficulty 10 conguer-
ing dungeons: However, wou will
not make progress by avoiding
them. Cnly by conguering dun
geons, will vou discover a new
roule o ke you to the next stage of
the advenmre.
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3 Towns, Villages, Castles

Many people live in these places.
Encmigs do nol appear. Yoo will
Nnd 1nns where you can recover
your HPFs, and shopx which sell
weapons, armof, and ilems. When
vou are wuounded, take 3 good rest
here to prepare yoursell fur your
next batle. 1t is also important w
tulk 1o prople o oblain information.
When vou put together the bits and
picces of information they offer,
your next gosl shonld be clearly vis-
ible,

Found Lhe MHamirc
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Special Features

S s
The FINAL FANTASY ADVENTURE offers several special game fea-
tures. Understanding these features will lake you smoothly through the
same. Detailed cxplanations are given later on in this book for your refer

Eence.

1 Puzzle Rooms (see page 44)

There are roeoms in some dun-
geons with & swilch on the
floor. Placing a character or
an emply treasure chest on the
swilch will reveal a hidden
slaircase or door,

2 Opening a New Route (see page 43)
Parts of the dungeon walls arc .
weakly constructed. Usc the
Martock or Moming Star w
break down these walls and
UNCOVET & DCW Toule,

3 Special Use of Weapons (see page 49)
Some weapuns have other . . e, T fh e gl 2
uscs besides allacking enemies. & ~‘§ i’ﬁ ;&-; } 1§ !

o i
For example, the Axe swung NN A

belore a free can cut it down. ] g e 12 T .j""":,.
LIREE Y

o

12

4 NPCs (Non-Player Characters) (see page 46)

‘I'hese characters help the Herm
duning the adventure.
Although you cannot control
them directly, with the "ASK"
commantd these characiers
aive vou hints or use (heir spe-
clal powers for youw.

Saving the Game

A —
Your adventure will he much o

bl me St
FOUr Wbusd. Kimg,

W o

longer and perilous than you )
imagine, and should require gt
days to complete. Save your -
game when you wish to call it
a day. By sclecting the
"Conlinue” command. you can resume playing from where you lefl off
(e page 28).

Game Over

Game 1s over when your character's
HPF drops we (. You must start over
[rom where you last saved the game.
Constantly watch your remaining
HP as vou play. to avoid this as
much gs pessible,
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The Use of the Controller pressed upidown to move the cursar up/down to the desired position. A

light push will move the cursor one noich, In the same way., the cursor

can he moved rght or left.

lon maoves the cursor.  Keep it sword (sce Map Supplement), pressing the A button once will make

your character swing his weapon,

On the Menu Screen,
Moving the Character an Moreing the Cursar Ugp / Down Moving the Cursor Right ! La he A
Wornd Screen on Mars Sorean o Mer Screen the A bullon is used to El.“.n.ll.lll:'l # Command Atiacking an Enermy

execule the command
you have selected.
With the # button
maove the cursor to the
command of your
choice. and press the A
burton.

2 5
® ®
e -]
=1 4k The Control Pad g———7 Talking o Pocple Operning  Crest Osering & Dose -
{n the World Screen, vour chur- ¢ 3 § - w@ww ]
g scter can be moved by pressing ¥ Button g ' ;
y pressing up, a o aEE &
W down, left, and dght on the F but- : " =3
ton. Press "up” when vou wish o b ok A e R W a
O’ move him up on the sereen, "down” p e 41 o Hello, iy mand Found #oundy ﬁ
(=0 15 meive him down, "ER" o move = Hptuny do Koenind (-]
=8 him lcfi, and "rght” w move him = < —— B Button S i -
q rght. Keep it pressed in thal direc- G q
u fien untl vour character moves . The A b“ﬂﬂl‘l
= the desired posilion. START Bution On the World Screen, the A butlon 15 used to make your character n
M On the Menu Sereen, the # but- SELECT Bution dltack with his weapon. With the ciception of the Max Auack with a E
" "
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® The B Button

On the World Screen,

press the B button to  Using fem /Weagan Cencaiing A Command

use the item or magic
Mel ot

Moy T help ¥

you {see pages 22 and
24) are cquipped with,
50 long as you are
equipped with an item

O Magic, you can use it mm
simply by pressing B.
On the Menu Screen, the command you have selected can be cancelled

by pressing the B button. If vou press B while entering a command, the
sereen will return to the previous Menu Screen or World Screen.

@ The Start Button

The Start button opens the screens for the
ITEM/MAGIC/EQUIP/ASK commands,
your characters condition, and the magic and
weapon he is currently eguipped with (see
pages 21 - 26).

@ The Select Button

The Select button opens |he screen for the
SAVEMAP/STATUS commands. When
you are finished with (he screens you opened
with the Start or Select button, you can

: | 1
resume the game [rom where you left off !;I@;uﬁuuc Mo Etntusik

(see pages 27 - 31).
16

afan ity "B amand

Starting the Game

« Turn the power ON. The ttle screen will appear. I1 you wish to con
linue a pame from where vou saved last time, move the cursor to
"Continue” and press A (see page I8 If you wish to start fresh, move
the cursor to "New Game” and press A..

2. If you have selected "New Game.” the Story will appear on the
screen. Then, the screen will switch automatically to the Name Screen.
{By precssing A button during the story text. you can open the Name
Screen immediately. )

3. Namc the Boy (Hero). (sec page 18- 19)

4. Name the Girl (Heroine ), (sce pages 18 - 19)

After naming the girl, the game stans,
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Naming the Characters

_— e ma ——w
First, name the Boy., Press the == button

Mame 3lot on the top of the screen.
up, down, left, and right to move the

] Select the next Tetter i the same manner.

Bitl F
cursor. The cursor will continoe moving Lo — The name can be up W 4 letiers. When
the edge of the screen by keeping the bul- e LR e R you have finished naming the Boy, press
. b = kL H Ao Paor ¥, i SRR il
tbied prc‘.ssr.'.d ] dll'EC[IDH._ A h:ghl push R i s Start. MName the Cirl in []?e SAME Mmanner
in the direction of your choice will move i IR e on the next screen. When you have
the cursor one space.  After selecting a let- JL L mone Bk named her, press Start.  You shall row
ter (or symbol) with the cursor, press Al bR BT e e begin your adventure.

That letter {or symbol) will appear in the

Cancel with the B button if
make a mistake.

AEERAEERENERREENE EER LR L AL R R
If you change your mind afler vou have
decided on a lefter with the A bulton, En:ss
B: It wall erase the last lefter you have
entcred, (Keeping the B butfon pressed will
erase all the ketters_)

Suvumo: Are vou
olright, Fuji?
Fuijii: .. Yeoh.

awres ayy Sunaeys
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How to Read the Menu Screen

There are three types of Menu Screens.  The screen shown below the
Warld Screen, the screen you open with the Start bulten, and the screen
you open with the Select button. Ty to master reading each type of
Screci.

World Screen

Beneath the World Screen, a smaller screen is visible at all imes, as in the
illustration below.  You should always keep an eve on this screen even
during bartle. Should vour IP man low, an uncxpecied hlow may he faFal
and end the game unless vou heal yourself guickly with an item or magic.
Also, remember that an especially powerful altack is possible when the
saugc at the botiom of the screen reads MAX (see pages 33 and 47).

Corrent HP
The HP [igure
shows how much
lifiz the Hero has at
the moment. Guame
ix over when his HP?
urops L 1,

Attack Gange
When this gouge
reads full, the Hero
can ‘msc MAX
Artack

Current MP

The MP indicotes how
much magic power the
ey has. When his MP
drops b 0, no magic cin
be nsed.

Cuorrent Money
in Possession

(3 s the monetary onit
1 this world.

FA |

«IIY» Opened by Pressing Start

When you press the Stan bution while on the World Screen, three screens
will appear simultaneously: The Command Screen. the Condition
Screen, and the screen to indicate what magic/item and weapon vou are
equipped with. The Command Screen is cspecially important in the pro
zress of the game. The meaning and the use of cach command is fully
cxplained on page 22 through 26, Make sure you have mastered these
commands before challenging the game,

The Commands

Use commands window 10 use jlems or magic, o euip your charmcier with
weapon anid armor, aned do ask advice from XPCs. Use the S button 1o axve
the cursor up or down Select the command you wish o use, then press the A
button.

Bov's Condition

Displays the Boy's condition:
Poison, stone. Moagle. or
Darkness. "Good” signifies

il condilion,

Ml 10

EQuUIP

Equipment of Magic,
Item, and Weapon

The magic or flem the Roy is
currently equrpped with i now
indicated on the lefi, the

weapon on the dght

SCondy ‘“Brood
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Master the Four Commands!

The [our types of commands you can
summon with the Start button play an
extremely importanl part in the
progress of the Game. Here, we'll
analyze the function and the use of the
four commands: 1 - ITEM, 2 -
MAGIC, 3 - RQUIP, and 4 - ASK.

MAGIC

EQuUIR
ASK

1, Item
Position the cursor on ITTEM. and press A, All the ftlems currently in your
possession will he displayed on the screen. You can use, change, and dis
card flems on this screen following the steps explained below,

Using an Item

Press the ¥ button up. dewa, left, or righr
1w move the corsor o the ircm of your
choice, then press the A butlon twice.
{The cursor blinks after the firse push, and
the World Scroen reappears afler the sec
ond.) Now you are equipped with the
item. Basically, all you have o du is 10
press B owhen you want 1o use the item on
the Wiorld Scrocon. However. Lhe key 18
automatically used whed you pass through
a locked door, bur only it vou are equipped

22
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with it. There are othor items which are wsed
aulomatically o,

Cha Items

Press the W button up, down, left, or right o
mave the cursor o the item that vou wish Lo
change, and press the A button once, Now
press the 9 button, and a second cursor will
sppear. Move the second cursor o the item
vou wani 1o change the first item wath. Press A
nnce, and the switch s mde.

Discarding an Item

Press the ¥ button up, down, left, or right m
move the cursor o the ilem you wish Lo
tiscard, and press the A butten once. Then
press the <+ hurton down until 2 second cursar
pppears, and points to a trash can, Press A
once, and the unnccessary item disuppears
from the screen.

i} 3 Hagil‘:

Prwition Lhe cursur on MAGIC, and press A. All the magic spells you currently
own will be displayed on a screen. You can use magic (only when you have suffi-
cicnt MPs), or put the spell back using the TTEM scroen by following the sleps
explained below. Nofe, wou can omly equip voursell with elier an fiem of magic,

nan hath.
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Using Magic

Press the ¥ button up, down, lefi, or Aght
move the cursor to the magic spell of your
chovice und press the A buron once. (This will
remm you to the World Screen.) Now youo arc
eyguipped with magic, The B button will exe-
cute the magic om the World Screen whenever
you wish. Towever, it will not be execuled if

_ you don't have cnough MPs for thar particular

spell. Tumay be wise 10 $Ave yoa magic pow-
ers a8 much as possible. You never know when
you may really need it

Putting Magic Back

The B bulton executes the magic you are
equipped with. Therefore, if vou accidenally
press the B button, the magic is cxecuted and
MPs consumed. To prevent such @ waste, it is
recommended o put the magic back in the
inventory each time you wse one. The proce
dure is simple.
Equip yoursell with
a2 Key or any other
item that cannoel be
operated by the B
huttom instead of the
EELAEEC,

-} sEquipment

Position the cursor on EQUIP and press A The

displayed oo the screen.

rently own appedrs.

weapon and armor you are currently equipped szt TR L
with, and their attack and defense powers will he | #7 BT MBoela
i ; e Bl WGl
At the same time, a

screen showing all the weapon and anmor you cur- S apuitie  sthoin
Use this screen when you w1 Tumr  =Mind

wish tw chunge or discard weapons andfor wrmor, WS Vuwee B Lvar
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Changing Weapons

Press the  bumon up. down, lefl, or right to move the
cursur o the wespon you wish o equip, and press the
A burton twice. The weapon you have heen originally
equipped with, and the weapon you newly chose,
switch places. You are now cquipped with the new
weupon. ‘When you do this, note the Attsck Power rat
ing. If the new wespon s morg powerful than the for-
mer weapon, this figere will go op. Although it
depends vn the kind of monster you ave battling, hasi-
cally. the higher the anwck power, the bemer off vou
are.

Discarding

Flace the cursor on the weapon/armor vou wish o dis-
card, and press the A butlon once. Then press the b
button down until & second cursor appears, und points
to & trash can. Press A once, and the vanecessary
weapon/urmer disappears froan the screen. (There arc
Some weapons vou can't get id of,)

23
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Changing Armor

Priss the button up, down, left, or nght
move the cursor Lo the armor you wish 1o
equip, znd press the A butlon twice, The urmor
you have been woriginally equipped with, and
the armur von newly chose, switch places. You
are pow cquipped with the new wmor, When

i i HElEromre |
(FaR] T HE waicw |
g T nn
71 PRTERT A - LT
AR 10

you do this, note the Defense Power figure. 1)
the pew armor is stronger than the forme;

R e armor, this Oaore will g up. However, since
e . shields have no Defense Power. Lhere would he

<} ,Asking for Help

no change i this figure even when you swilch
shields (sec page 511,

PPosition 1he cursor on ASK, and press the A butten, 11 you are aveomga-
nicd by an NPC, hefshe will give you advice, rocover your HPs or MPs
or cven give vou rides, NPCs can help you in many ways. Whenever you
meet 3 new NPC, oy the ASK command.

Let me trend

vkl wounid, Sumo,

[ Tt ! p =

e [ e Fhome wo b= souel
Al lerenl when i
ll.lt_lhcu-

@ Opened by Pressing Select

When you press Select on the World Screen. a screen appears displaying
three kinds of commands: The command (o save the game, the command
1o ook at the map, and the command to check your stats, The “Save”
command is particularly important in playing the game. The "Map” and
"Stalus” commands also come in handy, Study pages 28 through 31 o
master the yse of these commands

1. Save

I_tacurdﬁ (saves) the game up to the current stage. Can be used any
ume in the game excepl during an cvent (when the game proceeds
automatically ).

2. Map

For checking the position of
your characier and the loca-
fion of towns on the ficld, and
the tooms you have passed
through in a dungeon,

3. Status
For checking various data of
your character including

Stotus
i strength, condition, eic.
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L .Save

To save # game, press Select. and sum-

mon the Save/Map/Status Command
Screen.  Positon the cursor on "Save,”

and press A, The Save Screen will

appear.  You can save up to lwo games.
Select the top or the hattom box with the
cursor, and press A again. The game has
heen saved. Once a game is saved. you
can resume il from where you left off by
selecting "Continuc”
on the title screen
when you play next
time.  You can save d
game any lime except
when an event is in
PrOgTEss,

FivnLFNTASY

Huens bpagae:
frdontlnus
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Save the Game Often to Save Trouble

The game is aver when your Hero is defeated
in combat. The screen swilches smomatically
10 the fitle screen, and by selecting "Continue™,
}mmmnmsmﬁmnwhemyw]aHﬂvulﬂm
game, If you make it a habit of saving the
game often, you can continue with the least
mmount of loks.

28
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4 Map

Press Sclect, and call the H
Commynd Scrcen.  Point
the cursor o "Map" and
press A, The Map will B
appear on screen, On the
ficld map, towns and cas
tles are indicated by sym-
bols. On the dungeon map, only the rooms vou have passed through are
shown. In either map. one grid represents onc screen. A blinking erid
shows your currenl pusition. Further, once vou turn the power OFF or
save a game, the roums you already visited will disappear from the map.

How to Read a Map

How to Read a Map

A grid on a map
I"EPIESIEB.[H ane
World Screen, On
a dungeon map,
the entrances Lo
each room are also
showi.

s
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The Status Screen allows vou 1o make
comprehensive evaluation of your Hero's
sttus. It is especially vseful o know
how much more expericnee poines you
need in order (o advanee (o the next level,
Refer to fght-hand page for details,
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1. The name you gave 1o the Hero.

2. The Hero's current level,
3. The Hero's curreni condition. Normally, the condition is "Good."

When there's disorder. the display reads "Pois)” "Ston," "Dark,” or

"Moog."

4. On the left is the Hero's current experience points. The figure on the
right is the amount of cxperience needed to advance to the next

Tevel,

8. The top shows the Hero's current HPs, The bottom is his maximum
HE )

6. The top shows the Hero's curment MPs. The botiom s his maximum
MP

7- The Hero's current Altack Power. This rales how much damage he
&an L“C o dIl EIlI:]'!TI‘-

8. The Hero's current Defense Power. This rates how much he can

defend himself from an enemy.

%. The Herv's Stamina.  The higher this rating is, the greater the HPP
mcrease is at Tevel Up,

0. The Hero's Power. The higher this rating is, the greater the Attack

Power increase 1s at Level Up.

11, The Hero's Wisdom. The higher this rating is, the greater the MP
increase is at Level Lp.

12. The Hero's Will. The higher this raling is. the faster the Attack
Puwer gauge rises.

13. The gmount of money the Hero currently has.

UL NUI ) Peay 03 MOY
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Battle System

Monsters exist in the Gelds and dungeons on the World Screen. You must
move your Hero with the # button, and attack the enemies with your
weapon, magic, and items in an action hattle. MNaturally, the monsters also
¢||:,.|_k by charging into you, or with weapons and magic, damaging your
character. Quick reaction on your part is the kew o victory.

Weapon Attacks

The weapon attack is the very basic
method of attack. It's quite simple.
lust move your character close wo an
enemy with the ¥ button, and as soon
as the monster is in the range of your
weapon, press A IF you suceessfully
hit the cnemy with any part of your
weapon. i receives damage, There
are six dilferent types of weapons: Sword, Axg, Spear. Sickle, Chain-
Flail. and Morning Star (sce page 33). Each weapon differs in ils attack
method and the damage il gives to the coemy. Try [0 USe 4 weapon most
effective against the breed of monster you confront. By attacking when
the gauge at the bottom ol the screcn reads MAX, you can bring about
much more damage than wsual. ‘This 15 called the MAX Allack. When
psed effectively, the Muax Attack can put you ahead ina battle.

Lad
bk

Ewurd A B T Axe ———— -
SRR EE  Shashes the enemy.  MAX te 2. A e ls, Chups down rhe cncmy
By keeping the A buttom £y v '_ MAX  Axeds thrown i the w
presced, the Swond can be directian your character is :
swung in & whirlwisd laving
modicn With e 9 bummn
and A, the charmitcr cheypes I~
iz the commandal dircetivn m
Spear ey Smkla el @@
: Picrers the enemy. MAX - e Attacks hy spinning Lhe
Spear & thrown in the dires:- Fled LA T MAY (ST *
T 7 dom yonr chagacter s Racing. arretelics wul Tarther than “
marmal ”

Cham-Flail_ Hm-ningstar_

Hmikes e cocny directly iy Loa T a i e Smmikes e cocmy directly
froct. with the flail, MAX Tt Ty Yoy T im frone wEh The i ball
Chain stretches our farlber = vito . MAX: Chain sirescies oul
1hsar usual, - Farihicr then normal

The MAX Attack is Effective Against Boss Monsters.

B

Make lull use of the MAX Atsck in battles apinst Boss
Muonsiers, Try to read the Boss Monsier's movement.
Shift around avoiding his slbecks, keeping an eve on the
EBUEE. AS s00n @8 (1 reaches [ull, stike’ You shesald be
able o inflice considerable dunage to the encay.  With
Sodtee weapims, you gun even MAX Anack froum a dislance,
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Magic Attacks

enemies. Egquip yourself with the magic spell of

your choice, and press B to exccute it on the
World Screen. Howewver, some types of magic
require manipulation with the ¥ butlon, while

others need no manipulation.

Sleep (nc manipulation nesded)

Just chanting this spell
puts all the engmies on
s soreen Lo sleep.

Mute (np manipulation needed)

b * Just chanting this spell
blocks all attack-magic
spelis of all the coe-
res On SCToeT.

e

Fil‘t [m:- -ﬂanlpulamn needed)

L2 When chanted, a hall
of lire anromalically
gocs after a nearby

s ChEry.

(:UI'EG,?F ire

@1ap” Haeol
Too Hule
Lit Hulew

Ice (manluulme with * button)

After chanting thi-
spetl, control the icicl:
with the 4 button
hil an encmy.

Ll'l: {alm at an enemy)

The lightaing hol
shoots straight abead
only. Your characees
musl face the enems
betore chanling.

Nuke aim at an enemy)

The homb-hlast shoots
straight ahead only.
Your character mus?
face the enemy befiore
chanting.

Item Attacks

R e

There are alwogether cight types of ilems used
for attacking enemies, Item attacks are exccul-
cd in the same way uwnd have the same efiects
a5 magic amacks. {Bul not necessarily the same
ameunt of damage.) lems Jon't consume MPs,
and should be used when vou want to save
your MP. However, unlike magic, items disap-
pear after a limited number of use,
Silence @

et Lapivalent to the ma-

o

Blocks all

BAEMIES N SCTECn A
when used, J

Equivalent to the ma-
gic spell of Slep.  Puts
all the cnemics on the
screen Lo sleep when
usedl.

Cquwivalent o the ma-
gic spell of Fire. A
ball of firg automati-
cally gues after an
CnCmy,

Blizrd @

gic spell of Mute. -7 =5 tizs
allack- -1 v

magic spells of ull the ‘Ri" ﬁ

Litbit (@

AT

e o

T —
@5l enug amk lane 5
@Biuce X Grrnst =
WL it BIET GFEN i
T hiinde s

Cyuivalent ro the mi-
gic spell of lce.
Control the icicle with
the 9  button aties
shonting it

Equivalent w the ma
gic spell of Lit.  Aim
the straight-shooting
lightning bolt directly
al the encmy.

The iems Blure, Frost, and Thunder
are more powerful versions of Flame,
Blizrd, and 1.itblt, respectively. To
use, follow the same procedures of the
latter three,
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Statu_s Crisis_

When you press Start, the
Hern's currenl condition
is displayed on screcn. In
normal state, condition
reads "Good.” but il you
have been attacked by
monsters with special
powers, your condition _
mav ke affected,  All afflictions will disappear in time, but they will
severely hinder you in haetle. It is advised that you remedy any il condi
tion with items or magic as carly as possible. However, in the state of
‘Moogle," vou have no choice bul o run from enemy llacks.

MALGLDT

EOLUTER

GMure U esiekls

Petrified

Character loses TTPs
rapidly. Relieve with
the magic of Heal o
Pure Polion, @1,

Characier is unahic
muve from thal spor,
Relicve with the magic
of eal or Soft Polbon,
=

Characters defense ral-
ing drops w0 0, and you
losa control of bulluns
A and B, disabling vou
Loy ALtACK O FeCIVET.

Character i= blind 1
durkness, Relieve with
the magic ui Heal or
Fyedrop, 210,

Mnnsteri and Tre_asure c_hests

Monsters Get Stronger as the Journey
Progresses

The monsiers you meet in the fields and dungeons get sirunger as vour
Journey progresscs. IU's quile impossible o avoid combar.  ynd further-
more, you rmust confront Boss Monsters, much stronger and more power-
ful than the common sort of monsters. at every luming-point of the story.
You simply won't get ahead in your adventure if vou run from encmies.
Gather up vour courage and

fight! The Hero will advance 00T
in level (see page 38) by acen- o0 !¢
mulating experience in battles ©95.

on the fields and in dungeons, o 1 lonec

and acquire the more powerful Ly E T, A

weapons and magic to maech %7 e v on il B

his level. E’;:j: %%g i 0 .
Treasure Chests Left Behind by Monsters
Some monsters carry sround items in treusure chests. You cannot distin-
guish an ilem-bearing muonster by its appeurance, but a treasure chest will
be lefl behind when you defcat one. .

Help yourself to the itermn inside. To —,'_'_-” ': 1‘_.-' 2
open them, walk your charcler Aght
up to the chest with the # hullon.
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PP Wi ndois
HP, Attack Power, _Stamsins i TBtaminn W11
Every time you defeat 4 mon- Defense Power, and  HE 13 || stemn & Ven Stumn 4
ster. vou will gain the experi- the Gauge Speed we g (| Dover 4 s Tt
A 3 PRk i | melaa 5 AL [ PR T
ence points of that menster. 1f will increase. This | lan aillaaias s g i
vou accumulate the required increase will depend  Br 7 |je— oe v

number of expericove. ¥our
level will go up. The screen

Create Your Own Character

As vou advance
higher in level, your

on which growth
type vou select at

T o

B

will switch to the Level Up
Screen when it ocours.  First
your current status will he dis-
played. Then Press the A but-

Level Up. Choose 4 type at every Level Up to create vou own character,

Level wpt Refer 1o the explanation below 1o design the most powerful Hero.

HPA-HMP recovercd?t

Growth Type

ton. After the message, press m——— ——
A again. Sclect your charac- N o | Power  Increascs the Power rating the most. Raises Auack Power to
ter's growth type (see page 39) by selecting "Power,” "Wisdom, your advantage in hattling monsters.
"Slamina.” or "Will" and press A Check YOUr new ﬂ.billl} rabmng. and if - . 1 -
il's OK, press A, Then press any button to return to the Worll Screen. Stamina [Increases the Stamina rating the mest. Maximum HP and
Defense rating rise, for less damage in battles.
Eatore Laval Lp Leveh Lig! Advpr Lt Lips S EE— —————
: = Wisdom Increases the Wisdom rating the most, Baises maximum ME,
| Suma Jl ke mi "f"""‘_‘u allowing vou lo use more magic.
o pour nruslh Crec.
i I : | - -
e ’: 3 5 Will Increases the Will rating the most. Increases the speed of the
‘ i 8 gauge, allowing you to MAX attack mare [requently.
:_::._, Lo (=3 S B =
| I
18 39
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How to Read Maps

This game has various landscapes and geographical [eatures. There are

arcas where the character can travel, and obstructions he cannot pass
through, as well as places in which he can open up # new route.

Topography of the Fields

Meadow

Low prass covers Lhe land. You are able to travel in all
directions.

Bush

Large leafy plants grow here, which cannot be cut away.
Traffic not possible.

Forest

Muny trees grow here. Cuan be cut down with an Axe,
but passage is not possible where stumps remain,
Marsh

A damp, bogey area. Beware of the monsters living in
the marshes who sometimes hide themselves in the mud,
Desert

A continuous stretch of sand. Monsters such as scorpi-
ons inhibit the desert. You can travel in all directions,
Oasis

A fountzin in (he desert. There are several oases, with
0ne containing an important secret.

40

Snowtield

A region covered by a blanket of snow. Becaose of the
extreme cold., Chocobo cannot be brought here.

Field of Floatrocks

Triangular rocks float here. The floatrocks can be
smashed with a Mattock or a Moming Star,

Desert of Crystal

A descrt where hard crystals grow from the ground.
Crvstals which make a sound when struck with & weapon
may be removed with the magic of Nuke
Rockwall (Vines)

Walls of the mountain. Plain walls cannot be climbed,
bt there are vines that you can climb up and down, and
move sideways too.

Oceans

(ceans cannot he crossed at the beginning, but as the sto-
ry progresses, water travel will become possible after you
meet Chocobot

River/Lake

Rivers can he crossed by bridges. Once Chocobot joins
you, you will be able w0 enter rivers and fakes from the
peean.

Bridge

Log bridges over rivers, Use the bridges when you wani
o get to the other side of a nver.

41
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About Dungeons

Dungeons have different mpn"mphmdl elements from the felds.

Each

screcn represents one room, In these rooms you will come across various

devices and ohstacles.

Some ghstacles may be removed with a Weapon or

item, while some will spverely damage vou upon conlact.

Ascending H ‘ A
Staircase ' I
Stand on the staircase e

to move to the floor
above,

Descending
Staircase

Stand on the staircase
lo move to the floor
below.

Rock e
Can be smashed with a f#ﬁj
Martock or a Moming o

Pot ]
Can b smashed with a | 1
Mattock or Morning §
Star.
42

Ferns
Can be cut away with a
Sickle.

Thorns
Can be cut wway with Axes.

Switch-Floor
Found in pussle rooms. uscd
to open doors.

through, but some reguire 5
Kews,
Lava/Barrier/Spikes {, ﬁl’q
You will receive -fd'
darmage and losc

if you enter

HF’; iy __.-r\.-e:
in or touch these Y
FONES. TR

The Uses of the Mattock

The Mattock is an item wsed for smashing rocks and pels, and tearing
down walls, It is an important item which should be carried at all times
The weapon Morning Star can be wsed in the same function as the
Mattock. When you're stuck in an impasse, you may discover an exit by

destroying rocks and pots or breaking down parts of the wall,

Breaking Rocks and Pots

When vou wish to break an obstructing rock or pot, first equip yoursell
with the Mattock, stand in front of the object, and press B.

P Llse Matiook
B 0N a rock.

Fiocx |s gone
pAssADE

Tearing Down Walls

Parls of the wuall which muke a clinking sound when struck with a
weapon are breakable, Equap voursell with & Mattock. stand in front of
the spod, and press B

: ' Sirike with
Waamon
U= Mattock:
Passage

appears

43
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Puzzle Rooms
In the dungeons, there are Puzzle Rooms which you must pass through in
Here are

order to reach vour destination, There arc many ways to do it

some basic types:
ES91 Stand on the Switch

This is the simplest form of Muzzle
Rooms. Il you see a switch on the
floor, make your character stand on
it. A hidden staircasc will be
revealed somewhere in the room.

Stand an swiich Stercass sopears.

m Place a Treasure Chest on the
Switch

* Move the Treasure Chest

Lse the 4 button o push the tres
sure chest across the Moo, When
you successtully have 11 placed on
the switch. a hidden staircase will
be revealed.

* Turn a Monster into a Chest
I there are no chests in the room,
and neither standing on it or plac-
ing a spuowman on the switch
warks, you can lum an cnemy into
a chest and place it on the switch.

]
Push chest

Push chaet on gwiich

Altack monstrer

44

m Place a Snowman on the Switch

* Move the Snowman
The snowmen you see in the rooms
can be pushed like the treasurc
chests using the ¥ button.  Push i1
and place it over the switch.

ARer maving it

A snawmen

* Turn an Enemy into Snowman

If there are no snow-
men in the room. you
can turn an cocmy
nto a snowman and
use it o operdle the
Switch-Flnor, To
makec 3 snowman, it's
simple. Use the
magic of lce or the
iems Blized or Frost.
When vou hit a mon-
sler, 1t will be trans-
formed into a snow-
min, Then push and
plave 1t on the switch,

Shool icicls

Cure

Slep
J..aTl'r_-

Lt
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About NPCS (Non-Player Characters

WPCs are characiers who will accompany your
Hero at various points in the story. However, they
cannot actually be controlled by the player. There
are altogether eight NPCs you will meel and part

with in the course of your adventure, WPCs will _[[. ot e Tpewt
E wrviar wound, s

help vou in various ways when you use the ASK
command., They also attack the encrmies by differ-
ent methods.

Girl The Heroine of the story. Will recover your [Ps when
you ASK _

Man Shoots fire to attack, and will tcach you the uses of the
Mattock when you ASK.

Watts Uses the axe toatack. Will sell vou various handy ilem
when you ASKE,

Bogard Was once 4 Gemma Knight, Uses the sword to attack.
‘Teaches you about the MAX Attack when you ASK.

Choecobo  An enarmous bird which becomes Chocobot luter in the
story, Gives you a ride when you ASK. ASK agan Lo
el oll,

Amanda  An expent with daggers. Wil heal petrification when
you ASK, _

Lester Chunges the music when you ASK, Skilled al throwing
spears.

Marcie A robot. will recover your MPs when you ASK.. Artacks
wilh heams.

4@

Weapons are mainly for attacking monsters, hut they have ather uses oo
{see page 449), in exploring dungeons, ec.  Weapons can be hought or
found in treasure chests. As the game progresses. vou will acguire more
powerful weapons. Re-equip yourself with them to gain higher Artack
Power. The character is equipped with a weapon at all imes.

Attecking Monsisr Whirtwing-Attack

Wrag chain around @ post

When (he gauge at the botwom of the screen reads :
full. vou can use the MAX Amack, The Max Amack ﬁ%ﬂ
differs with each kind of weapon: the characrer hr
spins of charges with the sword, throws the Axe or
the Spear, and gains capacity 1o atfack in a wider
range with chain type weapans,
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Weapons and Monsters .

Sometimes. 2 weapon may have no effect on the enems, dcpcm_ﬁr_lg_nn _d't:'
type of monster you're dealing with. In such cases, listen for a distinctive
clinking sound you will hear as you attack. Tor instance, you may heur
clinking when you are equipped with the Broad Sword, This means Lhe
Broad Sword is ineffective against the monsier you atlacked. Re-ciqup
yourself with a differ
cnl weapon. 11 you
still hear the sound,
iry another weapon.
Experimeni o find
out which weapon is
most cllective for
which monster.

I
“wh el wipal

e B Lo
Lrp2 111 Whlce

cmpto A Te  SFCho
mEickle #FmStol

I

Special Uses for Weapons

Besides allacking monsters, weapons have special uses, Each weapon
has its own particolar use, which you should fully undersiand in order o
progress in your adventure. Whenever you are faced with an obstacle or
caught in an impasse, remember the special uses of weapons. You should

be able to open up ¥ new routc,

Axe (chopping)
CCan be used to chop down trees and thorns in
the ficlds and dungeons.

Sickle (cutting)
Can be used to cut away obsiructing ferns in
the dungeons and fields.

Chain-Flail (transporting)
Armexd al cyvlindrical posts, the weight of the
Mail wraps the chain around the post to pull
YU 0ver in an instant.

Morning Star

Can break rocks. pots, and walls which make
clinking sounds when struck with other
WEIPONS,

suodeag



Armor

Armor 15 equipped to protect yoursell from
monster attacks, There are three types of pro-
tective gear; Helmets and Armors (o guard the
head and body, and Shiclds to intercept direct
attacks, The strength of this equipment
depends on the material which they are made
of, The Armor has a higher delense rating than
the Helmet or the Shicld if they are all of the
same materizl. Unlike weapons, they have o
special functions. Be equipped with the
strongest defense gear at all limes.

Helmet

o w0
8y winr -
14 @PIvron

I

g Tiran sEattie
Af ks PEronze |

The Helmet not only protects the head, but the face and neck
as well. Always wear one with the highest delense rating as

possible.

Armor

The Armor offer the highest protection oul ol the three.
Some tvpes of Armor can weaken magic attacks by the ene-

my.

Shield

New One dl every oppormnity.

The Shigld has its own unique use (see page 513 Though it
doesn't raise your defense rating. re-cquip yourself with a

Effective Use of the Shield

The Shield does not have any Deflense
Power, but it can neutralize frontal
weapon/magic sitacks by the enemy. The
type (malerial) of the Sheld decides what
kind of attack 11 can stifle. Shiclds obtamed
later in the course ol your gdventure become
effective againsl more Kinds of attacks, so re-
equip voursell” with a mew Shield every tme
VO come across ane. Also, mansiers lower
in level than the Hero can he pushed with the
Shield. (stronger monsters will repulse you.)




Tiems can be very wseful at times when
weapons and magic alone cannot pull you out
ol a sticky situation, You will find many dil-
ferent kinds of items in this game, which fall
inta the following calggories: ltems to reccov-
er your HP/MP, itams 1o heal your condition,
ilems o maximize your Allack Power gauge,
items to open locks and creatc now roules,
items which can be exchanged for a good
amount of money, ilems to antack coemies,
and ilerms which play an Imporlan! part in the
development of the story. Make full usc of
these items when you haven't yel learmed the
magic you necd, when you don't have suffi-
cient MPs lefl 10 use magic, when you haven't
acyuired a weapon vou need, and to make
vour way Lhrough the challenges of your
adventure. The Hero can varry up to 16
items. No more jtems can be bought or taken
oul of treasure chests when you are fully
stocked. If you musi carry a new item, dis-
card or sell an item to make room. Some
items disappear aller use, and some have u
limited number of uses. Check your invento-
ry frequently, so you can refill your stock as
necessary.  (See Map Supplement for expla-
nation of each item.)

52

The Item Symbols

The names of items are shown abbreviated on the
screen. Each item is categorized by a symbol in fronl
of its name. These symbols help vou identify the use
of the items. Please refer to the following explana-
tions for the definitions of the symbols.

The candy symbol stands for Candy. It restores your HPs a
Tintle.

The potion symhbol signifies items for recovering vour HPs,
MPs. and condition. Some other items which come bottled
also take this symhol.

The crystal symbol items increase your Attack Power tor a
Iimited length of Gme, such as the Crystal which instantly
maximizes your Attack Power gauge.

The orb symbol stands for combat items which have the
same or more destructive force than magic atlacks,

The key symbol items include regular Keys, as well as spe-
¢rl kands of Keys needed for the adventure,

The pick symbol stands for the Manock, This ilem is osed
to tear down walls and break rocks and pots.

The money bag 15 the symbol [ur cash-in items which can be
sold at a high price.

i
LIY}




Magic

Eight kinds of magic arc used in this game, chicfly for recovery and
utlack. Magic spells are not bought in stores or acquired by accumulating
experience, but are found in teasure chests or passed along from other
characters. Unlike an item, a magic spell in your possession can be uscd
cansecutively any number of times as long as you have enough MPs 10
perform it, Magic spells also have special effects on monsters, although
SOME coemies are immune o cortain spells. 17 @ spell docsn't work on a
monster. oy using a different kind of magic.

B P

Cure wvpP consumplion: 4 ===

This is the magic to recover the Hero's HP's. More HPs can be recovered
when the gauge reading is higher, and as vou advance in Level.

Heal /MF consumption: 2

Use this magic when your status 15 in trouble by poison, petrification, or
darkness. It will restore normal condition immediately.

Mute /MF consumption: 3
This magic will temporarily block magic attacks by the enemy. Effective
over all monsters on screen, but some breeds of monsters are unatfected.
SIE];II /MP consumption: 2

This magic will put all monsters on screen o sleep for a limited length of
time. Howewver, some monslers are immune 1o 11, and some enemies will
continue 1o attack by weapen or magic while under the spell.

Fire wp consumption: 1

This magic shoots a fircball at a monster. When performed. the fircball
will automatically chase and hit 2 nearby monster.

Ice mr consumption: 2

This magic shoots an icicle at a monster and s J0 Nt a snowman.
Alter shooting the icicle, control 11 with the 4 button e hil the enemy,

LIt MP consumption: 4

This magiv shoots 4 thunderboll al a monster, Unlike Iee, the (hunderbolt
can only be shot straight, so aim carcfully before firing,

Nuke wr consumption: &

This magic has the most destructive force of all. Like Lit. it. can only be
shot straight, so aim carefully before firing.

o
il




Towns Seek Information -

The first thing w do when you visil a lown Is to pather inlormation.
When you want to talk 10 4 person, control your character with the 4 but-

i recover HPs and MPs vou
have lost in battle, buy more
powerful weapons and armor at

Towns and villages play an ton to walk tight up to him/her, The message scrcen will appear

important part s stations in the Hello, young mont instantly. You can speed up the message or advance 1o the next messige

course of your adventure Lo Welcome Lo Toppled screen by pressing the A, B, Start, Select, or 4 button. But be careful not

muke the juurney smiooth as pos- to go too fasl through a message and miss a valuable piece of

sible, DBesides gathering valu- —p information.

ahle information from the

people, you can also stay at inns ) sl AR = 1 ==
Thm lweking Ffoar u 1

Al T Bl Hr st

pan s Ik 8

the weapon shops. and stock up '
" i = m, iy
on useful items at the item B o 4

shops.  You will also be
involved in various cvents and

venturc into dungcons inside Hourd s ¢

houses in somc of the towns, As MY i i ok

the story unfolds, vou will have Hannt. sxaus Tov enter into a building, stand in from of

1 return 1o wewns vou alrcady = the dour. and press the + bulom "up.”
iy The screen will switch to the interior of

the house. When you want to leave,
stand in front of the exit and press the 4
busttom "down,” and you will find yourself

have passed through, Alsw, vou it Lk s
will [ind 1nns. weapon shops,

and ilem shops vutside lowns
1Kr,




Using the Facilities oi_the wan

When your HPs/MPs are running low, take advantage of inns in towns
and xif];:ues. For @ charge vou can stay overnight and recover your
HP:/MPs to the masimum. The charge would vary depending on the inn.
but il will get more expensive as the game progresses. To use an nn.
cnler the laﬁi]ding and talk o the innkeeper over the counter by pressing
the # button “up.” The charge will be displayed, and you will be asked it
vou want to stay or not. Press any butlon onee, then select "Yes" and
i;‘n:-.-u A. The "Good night” message will come on. Press any bullfm_nncc
again to stay the night, When moming comes, you will automatically
leave the mn with your HPs/MPs fully recharged.

=ty

@ [fem SHOPS :-verereeerssenserere i

@ Wearon Shops

Weapon shops ¢arry weapons, and
grmor as well. Fach store sells differ-
ent kinds of equipment, and prices
vary depending on the merchandise,
As you progress furthar into vour
adventure, the weapons and armor
become more powerful and expensive.
Don't be caughl unpropared.  Save up
and buy yoursell better arms and pro-
tection.  Musl weapons and armor can
be sold in the weapon shops.

A wide vamely of items needed {or
your advenlure ure sold here. Each
store carries difTerent kinds of goods,
but wsually, item shops specialize in
either regular ilems or combat items,
However, combatl ilem shops are not
found in towns, bul exisl independent-
ly in the fields. Prices are sct accord-
ing to the kind of item, bul the pricing
1% Lthe same in all the stores, '

BEverpl
B g




How to Buy and Sell

Tis buy or sell weapons, armor, or items, enter shop and talk to the shop-
keeper over the counter or face W lace using the + hutton. When you
want to buy. place the cursor on "Buy” and press A, The merchandise
will be displayed. Use the # buttan to select the merchandise you want,
and press A, To sell, place the cursor on “Scll” and press A, The mvento-
ry of your possessions will be displayed. Select the ilem you want o sell
and press A, The amount you will get for your ilemn will be shown nexero
its name, Select "Sell” or "No" and press A, You can cancel by pressing
the B bhutton as well.

1asy AdvenTure/

f o

aitting,on the Fallowing pacesis the "Book

of Strateqy” which shall {.‘lLi(iF you through

a part of your long and perilous advesture
as a Gemma Knighr.
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| . Escape from the Castle Glaive  Willy Speaks of the Secret of the

Mana Tree

The Hero, a slave, fonght for the pleasure of
Defeat Jackal!! ot Figits Dark Lord. The fighter-slaves lost their lives
Shotw me Lhe henuotwy onc by onc from injury and fatigue, Even
¢+ ogony aond point Willy, the Hero's best friend. His last words
were, "The Mana Tree is in danger now. See
Bogard, a4 Gemma Knight at the Falls. [e
should know wht to do."

After the opening scguence and
entcrng the names of the Buy and
Girl, the scene changes suddenly o
a batile againat a monster. Our Hero
is being forced to fight a monster
for the entertainment of Dark Lord.

LTI THESPR ¢ O LL IR R LTI
The monsiers name 15 J:ll:ki.’lj. W3 tiee Blogoed ki, He uloesld Willy pessod weay
ot the Folls. cierw b ® 0 dao,

threateningly huge and vicious-
looking. But if you ohserve its
movements closely, you'll notice a
pattern. Jackul moves up and down,
left and right bul it never comes
below the lower half of the screen.
The spot you stand when you firsi

enter the arena is safe. Jackal cun’l B i avanii it _
harm you there even when il comes illy passed away. The Hero swears Lo avenge him.  But there 15 no ime

close., As soon as Jackal comes i to be wasted. The Hero decided 10 break out of the castle somehow, and
i i e e o imd rard. the Sl

within the range of your sword, P : find Bogard. the man Willy m
press Al Eight hits will finish @ - spoke of. A door is visible at g el T i '.

Rl i ) : the top of the room. Walk %

Tackal oft. 3 : .
AR siranght inlo . The door will %

T

B e s e

Try Other Rooms

%
e S

B3
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The Fighter-Slaves of Dark Lord

In the connccting mowem, Amanda and a
man are there, They are also the fight- SEvll e e
ing slaves of Dark Lord. Try tulking to lto outside. o
them., When you want to lalk o a char- F o

acter, just walk stralght up to him‘her g
Amanda savs she misses her little bro-
ther in town. The man informs vou that
"the entrance for the monsters leads o
the putside.” Now vou must 2o back 1o L wonns 96 hone
the arena where you fought Jackal, Go and see op

inter the next rovm through the doorway Al SRS A e e

an the righl. An ascending slaircase is o

at the upper righi-hand comer. Step on

the stairs o go 1o the floor above,

Upstairs, you will find yoursell in a corridor leading loward the .ll:_ft. Walk
along the corridor, into the srena. The enemy here is Jackal aguin, The
cotrunce gate of the arena won't open : e
until you defeat Jackal. Rut that
would he easy to do il you remember
the tips trom the first banle. When
you linish off the monsier, quickly
exil through the gale,

The entoomne s Fop

A Chance for Escape!!

b4

From the Castle to the World Outside

Free at fast! The Hero climbs down the castle wall to the ground.  Take
the passage to the right to do a hiule explonng. You'll see the castle
entrance. which is shut tight. Further down the passage 15 a dead end.
MNext, try the road leading down from the starting poinl, 11 is alse cut off
by the Waterfall. The only remaining choice is the one wward the left.
Venture on, aml you find
two men by the lake
beneath the Waterlall, It's
Dark Lord and his righi-
hand man, lolius! What are
they up to? Let's listen o
what they are saying.

The Scheme of Dark Lord and
Julius n——

Dark Lord and Julius are talking
about the Tree of Mana. From whal
you hear, the Mana Tree is in a shrine
on top of the Waterfall. Dark Lord is
scheming to take possession of the
power of Mana. According to Julius,
4 Girl holds the kev to the secret of
the Mana Tree

2AIe[S) 3[3Ise) YY) wioay adedsy ‘1
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Chased by Dark Lord, and Down Monsters Everywhere T

b bt
the Fall--t S 1-'. ...s" "
After Julius disappears. you ""ZLL":"“’H HEREY Waking up, you find yourself in 2 strange land, L -
arc seen by Dark Lord. You St s f'rff-‘.*-'-u':'._lm lo the right, you'll scc monsters roaming WP
o Tor-vaur. e But Dk B Ll ahout. The monsters around here can be defeated —
Lord corners you, Behind with one or two hits. The monsler in the picture on
you is the lomg, long d_u: right Illrnui.f. dagpers in the direction it is facing. VLN ;
Waterfall dropping Lo some Sanli: blgar s :J?e dasgecs, A0 Aliace ."'"Hh the A
unfathomable distunce helow. butten. This kind of monster somelimes leave ! i
Because vou learned ahout . behind treasure chests. Inside, youll find Candy i

1 (i i abts 2 wontt | for recovering HE

their plot, Dark Lord won't let
you get away alive. Fle push-

Vet oo L sai g ]
es you into the cascade...

hare olivet

The Game Progresses
Automatically During
an Event
During events
like the one
described above,
the characters
move sulonati-
cally, and you
cannol control
your character, (However, you must for-
ward messages by pressing the A
busttoa. )

JAIR]H J3se) a1y} uioay adeasy °'1

Treat Yourself to Candy

When you nse Candy, your hil points are revived B s
about 8 points. You'll soon be meeting the Girl 5 s
who knows the magic spell [or recovery. So if :"@
your HP runs low before you meel the Girl, dont :
| hesitate to use Candy as often as you need it

Found SConds

=13
bt

66
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7 .Rescue the Girl from Monsfers

I ucims
WL L owns

A Girl in Distress e
gy i

e L) W
Starting from the place you woke up, g i) gm&m-.n F
move 2 sereens right, 1 screen down, 2 ERRPRR . & @

right, and 1 down. A Girl is calling, for
help. She is being atlacked by
munsters, After defeating all the mon-
sters, talk to the Girl. Her iravelling
companion, Hasim has been seriously
hurt. Before passing away, Hasim asks
you to take the Girl 1o Wendel and to
see Bogard, Thus, the journey begins
for the two of you.

-

ER

Lot mar feent

During your trvels with the Girl, she will
recover your HP whenever you exegule the ||
ASK command. Since your MP will nat he T R

consumed, take advantage of her power as 7]
%HE%EHE B |
L - iz I i

FETTTT R Y TR T,

ASK the Girl for Recovery l

reummae. ‘:

often as needed.

BB

The Village of Topple
The Village ol Topple can be reached by 3 ARy !
IS

§

moving 1 sereen up, and | screen left
from the place where you rescued the
girl. The entry into the village is above
the spot where the Hero is standing, in
the picture on the right. Here, you'll
learn that Dark Lord 15 looking for the
Garl, and that Bogard, who lives in a cot-
tage by the Falls is 4 odd old man.
Villagers will also tell you about the Tree
ol Mama, protecting the Bives of all people. Also, you'll find an inn, an
item shop, and a wespon shop here. There's nothing special you must
buy ar the item shop. You won't need to stay at the inn, either, since (he
Girl can recover your HP with the ASK command. But the weapon shup
carries the Tron Helmel which is one point higher in Defense Power (hen
the Bronze Ilelmel you are wearing now. Get yowrsalf one, Tor heller
protection in future batiles, Tl you're shom on funds, go fight a couple of
enemies outside the village (0 rase guick cash.

Tlew ©id mnn b He dine tn beon Tirmm of Hano i
Uhe Higlur fulls in ol unt luiahi, FETE L 1" BT paee
sweh o Eecdnt Hirt na®  nnpEae e

vhouve Llhe cliuvds.

§ )
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A Lisit to Bogard's

Bogard is a Queer Old Man

Bogard's cottage can be reached by
walking some distance toward the
left, on the bank aeross the river near
Topple. If a rockwall obstructs you
along the wuy, climb a vine, and just
keep heading lefi. The cottage is on
top of a climb up the vine by the Waterfall. Bogard is stubbuorn, hell turn
his back on you ance or twice. but un the third try, he'll finally talk,

| ¥ I -
o pmd i E d bt iad
or | A 11
sl w T doan't L (L Co muayt
lnow anvilhinad 1o {ETSeE N T
| | Pandnnt & Bono: |

Get a Mattock from Bogard

Found MHottocok,

Bogard will advise you to take the Muatock in the
other Toom 1o apen a new route in the Fast Cave.
The door in the rear will open when he tinishes
talking, You'll find a treasure chest there, with a
Mattock inside.

riy

On to the East Cave!

Bogand will give you twao
valuahle pieces of advice.
One is w smash the
obstrgt:i|1g rocks in the 8 — Wil
E.'d;ﬂ Cave with the -"r'fiiul.ll'.":i .I Swe Colilsn i e | Wep et fanch 4o

| eany dmndel Birrnl Lhis ricke
w go through, and two, o |

in L Laue.

|__||_.m buwnrs maie,
see Cibba in the Town of '
Wendel, who will tell you of the secrct of the Pendan
can be reuched by traveling o the nght, using vines,
obstrugting rocks hinder your way

The East Cave
Inside the cave,
Stand in from of the two rocks in
front of the p passage, and use
the Ma:lm.k #s Bogard told
you to. lse il once, and the
route will be Clearcd. Move
down 2 screens, to find an
up staircase leading outside.

Mattocks Can Be Purchased
in Item Shops Too.

As Bogard said, you can buy Mattocks at Ttem
Shops oo, However, not all shops carry
them. Some monsters also carry Mattocks in
the treasure chests they leave behind

I'[ "l a
2T e L Ll

ﬂ.lm!ﬂoa 0} JSIA V '€
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Buy a Battle Axe at the Item Shop
by the Marshes

Afler coming oul from the cave,
maove right, The cottage you
will sec is an item shop thal sells
the Batlle Axe - the only one of
its kind in the world, Make sure
vou buy it

Beware of YVenomous Monsters!

As the shopkecper said, from here on 15 Marsh e
land, Most all of the monsters inhabiting this g
area have poison. If you get puisoned, you|gei=s
gradually lose HPs, Use Purc Potion as soon asji8
f T have it, go®
T possille. If you don

2 L
’lxﬂgh&(k and gct some at the itcm| 14 = =woapy ohead.
i

;éb]'lup fiear the entrance to the|Se corcetwly

B
.Kv-'ff& Jihiy
ks

marshes. However, the monsters 2=
here sometimes leave behind Pure Potion in their treasure
chests. s0 one or twa should be sufficient stock,

4.,Get Hold of the Key to the
Cave

Kett's Rooms

Down the marsh land and to the left, you'll
come across 4 large mansion. Inside, you'll
meet a man. Twao travellers are staying in the
uppcr connccting room.  You'll oblain two A ; :
pieces of information here. First, about the iELF o

Mirror that reflects the truth of things. This é{#ﬂ'{fﬁ;ﬁ'i??%}ﬁ
mirror séems o have been discarded some- e
where in the Cave of Marsh by the man at the entrance. The second info
is on the Lizardmen who Live in the south, They own the Key o the
Cave of Marsh. Also, you can stay here free of charge in the room on the
upper lefi-hand comer, by laying down on the bed on the oght. At this
|ime: the Ciirl will teach you the magic spell of Cure.

i;.-..“‘_”l Q;I
She's Gone!?

When you wake up in the morning, the Girl in
the nther bed is gone. The man at the entrance ol b
says he doesn't know anything about it. Where =
has she disappearsd to?

Wi am o mannangt

aA®D) ay) 03 A2)] 343 30 PIOH 139 P
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South, to the Lizardmen's Hangout

Thete's somcthing suspicious about thal .’{\’}ﬂﬂ;’i‘ﬂﬁﬁ?" r% Bt
mian who discarded the Mimor of true )
refleciion. You will have to And out his '%ﬁ;;&'ﬁj% j‘f&.
truc identity by getting your hands on @ 5} L
the Mirror.  But first, you need the Key =, 3:- ]
to the Cave of Marsh guarded by the Jltgg',' @ i
Licardmen. They live 2 screens right, 1 S r%‘?ﬁ. i
down from the mansion.  When you've WAL

defeated all the Lizardmen, a treasure chest will .Lp]he:u !lrdeL you will
discover the Bronze Key o the Cave of Marsh,

.r’J' .i' i hﬁb r% H’- _g;‘iﬁ{‘-‘:'\.{[ 1
e %‘«4' "ﬂ*‘ Eel
ke N | 1) g Jlig

o Bai? "E{ [ ,;f l""ﬁ;&.
3@ Vi
Heading for the Cave of Marsh

W‘ PR &“’?%"»

53

e

ey
Found 8Bronzat

'I‘

The Cave of Marsh is 1 sercen up, | right, and
| up again from the Lizardmen's hahitat. Use
the ITEM command 1o equip yourself with

the Rronze Key, and the deor will open when ¢ b :ﬁ & IP
your walk into it. %1 . s

74

5. Finding the Mirror
The Man in the Cave

Inside Ihe cave, vou will meet a
Man. According to him, muany
young girls have disappeoared & } i
from the mansion. He helieves t :
they arc imprisoned in caskels in S iﬂ tasoym ﬂﬂ
the basement. The Man will offer to help vou find her.

Switch-Floors

There are rooms inside the cave with square tiles on the
floor shown in the photographs on the right. These arc
called switch-Moors, @ device that reveals hidden stair-
cascs and doorways when a weight is placed on 1. The
typc shown in the photograph will reveal a hidden
staircase when the Hero steps on it once. When there is
an cmpty treasure chest in a room with a switch-floor,
the device will work only when something is on the
swilch, Tn such cases, push the treasure chest and place
1t on (he switch.

ASK the Man for Advice

He will tell you about walls you can break down. When you hear a special
sonnd as you strike the walls with your weapon, thar part of the wall can be
torm divwrn with a Mattock or Moming Star.

=
L*]]
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Sickle

In one of the rooms beneath the cave, you will
find a treasure chest surmoended by ferns. Walk
on the Slhippery Floor 1o get to the chest, to dis-
cover d Sickle inside!! But you are unable to get
oul. The Slippery Floor only allows you to go in
one direction. Burt stay cool. The Sickle can cul
away ferns. Egquip yourself with it and try it oul
You'll find a safe way out.

Mattock

Like the Man said, therc arc parts of the
wills in the cave which vou can tear down.
If you come to a point where you can'l go IS
any further. experiment by striking the walls with your ‘J-eajh‘:-ll If the
section of the wall is breakable, you will hear 2 metallic clinking sound.
Try it out in different rooms. (Hini: There are two places where the wall
is breakable in this cave.)

Finding the Iron Shield

In one of the rooms in the cave, the door will close behind you, locking
you in. It doesn't open with a Key, though it seems like an ordinary door.
Stay calm and defeat all the monsters in the room. A wreasure chest will
appear, and the door will open too. You'll find an Iron Shield in the chest.

7B

Suspicious Rocks

The room 1n the photo has no other
exits, and no breakable walls. The
secret is in the mcks. Smash the rocks
with your Mattock, and you will dis-
cover 4 staircase leading down.

Slippery Floors

You cin only move one way on & Slippery Floor. In the room shown in
the photo, move oght at the op part. Stand on the Switch-Floor there,
smiash the rock with vour Manock and get on the Switch-Floor below. A
descending staircase will be revealed.

Slay Hydra and Discover the Mirror!!

You will find Hydra a1 the end of the passage alter you've descended the
staircase in the room illustrated in "Technigue & Shippery Floors," You
can still wrn back if you've come down here unprepared.  Hydra is an
enormous, two-headed serpentineg monster that spits balls of hre. Move
up and down dodging the firshalls as you attack. Stand as close 1o the
water as you can, and strike Hydra as it advances toward you. When you
have won the bamle. you will discover the Mirror, and acquire the magic
spell of Fire. Open the treasure chest closer to you first, and destroy it
with your weapon to get to the second chest.

i
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Rescuing the Girl

When You Show the Mirror to the Man at
Kett's...

After vou find the Mirror in the Cave of Marsh, [
you are automatically ransporied outside.  Parting i

with the Man here, go back (0 Kett's. Eqguip your- % "

self with (he Mirror using the I'TEM coemmand, secio. - I8
and talk (o the man at the entrance. His true iden- | .r.r'.lf 1--.;-;.';'“" T !|
tity will be revealed. Yes, he was a monster after (Lo P |

all -- & Vampire!! His attack rating is high, so’ _
avoid contact and strike him with the Sickle. The door on the right will
be upened after vou defeat him. Beyond the door is @ vast dungeon,
where the Girl awalls your rescuc....

From here on, the adventure is in your hands...
Good Luck!!
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