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[HE PURELAND SAGA

Millennia ago a fearsome battle raged between beings who
sought to become the ruler of a place known as Pureland,
Unfortunately for the rest of the universe, the Purelanders were
immaortal. But rather than causing them o give up the fight, this linde
Faet actually scemed to spur them on Lo create new and more powerlul
widpumns and magic attacks. The wamng grew so violent that shock
waves beoan disturbing neighboring dimensions, eroding the very
beaches of ume 1sell. The battle was spreading beyond the Pureland
space-ume continuum!

Pounded by these shock waves and fearing the loss of his own
Universe, Sol, the Ruler of the World, built the Talon, a space-time
battle cruiser with a drive system so powerfol it could outrace light,
and navigate the pathwayvs separating dimensions. Commanding this
weapon, Sol finally managed to seal the Pureland warriors in their
own burned-out dimension—but at a terrible cost.

Exhavsted afier his ordeal, Sol returned to his vniverse with one



last tusk to perform. He divided the internal mechanisms of the Talon
into 13 Units. Using his last ounce of ¢nerey, Sol simply willed the
Units to various historical imes and places on the World and Purelund.
Having finished his work, 5ol sank mto a deep. deep slumber

Many centuries have passed, and the warriors of Pureland have
done the impussible—they have actually joined forces! Their purpose?
‘T thank Sol for butting in on their business...

A cruckling thunderclap resounded through time, announcing the
arrival of the Pureland Water Entity. The Entity shimmered with protec-
tive magical fields. So potenl was the Purelanders” magic, thal the
colossal Warer Entity was instantly visible 1o cvery generation that had
inhubited—or would inhabit—the World.

As the trans-dimensional Entity began o [lood the World's pust,
present and future with putrid water, it pourcd lorth savage monsters
without number. The level of the sea rose at a frightening pace. People
fled inland. Monsters systematically sacked the towns of the World, as
though searching lor something...

Oaly the Flder of Dharm, a city tightly sealed from the water,
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knew what the monsters were alter: the legendary battle cruiser, Talon. The Talon is hidden away in a palace on vour World. You will

The Units of the Talon—wherever they were—would have o be have w -*-L‘_'JTL‘!'I the past, present and future of your World, then
found, and installed, before Monsters could find them, and before the travel to Floatland and finally Pureland to find all the Units that
World was swallowed by the sea. will make the Talon bartle-ready. The hero starts in the present and

T

must find and install the Warp Units of the Talon i i
THE WORLDS OF FINAL FANTASY LEGEND III other Gmes and other lands. - i
In this adventure, you'll be exploring worlds that exist in dif- Remember to speak to all persons you meet in the towns, for they
ferent times and dimensions. From the present you’ 11 have to find can offer vital clues. %
your way Lo the past and future of The World. You will also need
to acguire the magic spell “Dive” in order to explore the ocean
depths of your World to find clues. Up in the sky you will ocea-
sionally sce Floatland sail by. Be patient! You’ll gel there too,
soom enough.
Finding vour way to other dimensions will not be easy. but
evenlually you must make your way to Pureland, where the
Musiers originated. Time docs not pass in Purcland, so there is
neither past nor foture. You will discover, however, 4 Pureland
Underworld.
/ §



The Characters

MAIN CHARACTERS

1. Arthur, a Human of the Fire
element. The hero of the stary,
Arthur was mysteriously sent back
in time from the Future World.
The Flder of Dharm has reared
and nartured him for the last 10}
vears. Arthur is skilled in combar,
and courageous,

2. Curtis, a Mutant of the Air
element, Sent back in time with
his best friend Arthur, Curtis 1_1:15
excellent attack Magic potential.

The Characters

s = X Gloria, a Mutant of the Water

element. Glons was sent back
from the future with Arthur and
Curtis, Her powerful healing
Magic allows the party W explore
dangerous, unexplored arcas with
conlidence.

4. Sharon, 1 Human of the Earth
element. The Flder's sole gramd-
child, Sharon, was raised with
Arthur, Curtis znd Gloria. She is
strong-willed and has well-honed
fighting shkalls.



The Characlers The Characlers

SUPPORTING CHARACTERS
5. Myron, a Human of the Fire

element. A powerful warrior, Mypet

grew up with Arthur, Curis, Gloria
and Sharon. e's like the big broth-
er Arthur never hud. Few Muonsters

are able to do any serious dumage t©

him.

6. Lara, a Mutant of the Earth
element. Lars was raised in the
town of Elan in the Past World by
the reclusive “Cranny.” Tragically,
Lara has been brainwashed by

a powerful Monster,

7. Faye, a Human of the Water
element. Faye is a young woman
who was raised by the Elder of
Mharm in the Present World. In
the Future World, she will grow
L become a respected warrior,

8. Borgin, a Mutant of the Fire
clement, Borgin is the last person
Lo join the party, but perhaps the
most important. It is he who sent
Arthur, Cortis and (floria back in
time from Yiper, the embartled
cily of the Furure World,

{2



The Characters
The Characlers a

CREW OF THE TALON
1. Masa, the Weapon Artist
Masa is the most skilled wespon-maker in Purcland. He can tuen the
cursed “Muramas™ sword into the mighty “Masmune™ sword. He can
also mix “Light Stone” and “Dhark Stone™ to create Weapons. When he
hoards the Talon, Weapons can be bought from him,

2. Juba, the Armor Artist

Juba is the best armorsmith in Pureland. 1ike Masa, Juba can mix
“Light Stone™ and “Dark Stone" to create Armor, When he boards

the Talon. Armor can be bought from him.

3. Shar. the Wizard

Shar is the only wizard in Pureland. Like Masa and Juba, he can

work wonders with the four Magic Stones and create “New Magic.”
He will sell Magic when he boards the Talon.

9, Nion. a Human of the Wind
clement. Raised as a youth by the
Elder of Dharm, Dion grows to
hecome a famous rebel leader in
the Future World.

4



The Characlers

4. Buzi, the Sage _ )
This leamed individual can remove the haunting and dangerous
“images” cast by Monsters, When he boards the Talon, he will sell
tools.

THE SUPPORTING CAST

The Elder of Dharm _ §
The Elder is the supreme ruler of the city of Dharm. where the hero
was raised, He sealed the city when Borgin brought the hero to him
and teld him of the coming danger.
Cronos : e
When vou meet Cronos in the Past. Present and Future Worlds in
the city of Elan, he will give you valuable information. He is

| Ciranny s grandson.

The Characters

Dr. Belski

A true medical genius, but somewhat eccentric, Dr. Belski's rescarch
into hiotechnology in the future city of Viper will save many. includ-
ing Dion. .

Dr. Puleer

The World's foremost expert on the Talon, Dr, Pulcer dwells in an
underwater shelter and guides the parly when it goes to Pureland,

He once had a partner named Dr. Quacer, but has not been in contact
with him since Quacer's departure for Pureland.

Dr, Quacer

Part of the advance party which includes Borgin and Jupiah, Dr. Quacer
goes to Pureland in the Talon 2. He lives in Talonburg and, with Tuck
and enough time, could repair the Talon, should the need arise.
Gzranny

You'll meet up with Granny in everv era of your time travels. She

In



lives in Elan and can offer vital information. Granny is over 200 vears
old, but she’1l never admit it.

Eitar . _ :
The star student of Bus, Eitar lives in a town in Pureland, He and his
fellow townsmen are lormented by Mummycats that lurk in the maze.
King Clamin _ _ _

King Clamin rcigns over Floatland, 4 continent which svars high over
the surface of The World. He will only help you if he thinks you have a
chance, so make sure you have the Xcalibr Sword in your posscssion 1t
you want his help.

The Dwelgs

These barbaric giants dwell in a ¢ity in the Purcland Underw orld.

Thev will attack when encountered, but if your party has transformed
itself into Monsters using the magic “Morph,” intercsting things may

be leamud.
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The Characlers Using The Controiler

THE CONTROLS

USING THE CONTROL PAD GAME BOY
1. Control Pad

The Control Pad is used when you move | [———]
characters left, right, up and down on the
Game Screen. It's also used to move the P A
cursor to select a command on the Menn | —— o

Screen. B o o the A Bultan

2, Select Button Ly i
The Select Button is used to change the
person who is displayed when on foot.

i For use with “Flushex,” see the chaprer The Sedect Bullor
“Character Change and Growth.™)

L __\_\"-:\'-'-*' " tne Stan Sunon




Using The Controlier Using The Controller

4. The A Bulton
Used to examine things,
search treasore chests and

— o,

!| Teorrter 'r.-Il.i.-n
Aqinssa05]]

T aie

i R | i)
| g}lih: Hnigoa talk 1o people, Tt is used o 5
| ._.“-.Hg :ﬁ-‘n'l i\\' P | bl:lil‘l'if.'th' T-'."l]l"l'l'l. to make " imembare aee 0§ m'|
_M_ ane 4 selections {rom the Menu SN bl thes weeta f
| Bt e EERER BEEEEH Sereen and, for example, to dive when using the magic “Dive.” When
: ! o R New Lcuder pressed and held, the A Button will speed up the Mow of messages
Start Button Press Sclect Button e actoss the Game Screen. e

5. The B Button

Used to jump over obstacles such as people and
trapholes (inside a city, ower, cave, ete)), to climb
vut of the water onto the land when using the £ filge é
Mugic “Dive, 1o disengage from “Floar” Magic, | USSSSESEE W
and to pause messages on the Game Screen, The B Button will caneel
a command when pressed while the Menu Screen is showing.

3. Start Button o
Used to display the Menu Screen when the characier shown is on
faot and to make selections from the Battle Command Menu

during combat,

2



Starting The Game Starting The Game

STARTING THE GAME I cursar points o the

desired letier, pross the A

- — Place the Final 1'3-111?_'-“-}' !["-: e | Button. Press the B But-
HHF" ASY Legend LI pAIGE pak Lnsemenr ton w cancel an entry.
LEGEND properly in ffmt:; ':"““I“I frbraness o Continue untl you have
o Game oyl G (e e = = = [M=EEEE= | entered the desired name,
O o ! on. The title SEICLa will then press the Start Button to register it. Repeat the process for the
Uivrnnns be mintonde| (oot !\ appear. Press the Control other characters or simply press the Start Button to use presel names
Pad up or down to place the cursor on “New Game” and press the A ) '
Button. Once the opening scene fades, you will be presented with a
Name Sereen. If you wish to play the game with the preset namcs, CONTINUING A GAME [ ——
just press the Start Button [or each prompt without entenng any lot To continue a game i progress, place the cursor o T
ters from the Name Screen. on “Continue”™ and press the A Button. Pross the !|
CUSTOMIZING THE NAMES Control Pad up or down to place the cursor on | mezebyneore vayl
the data of your choice und press the A Button. || a2

To change the preset names, enter the hiero's name first by moving the
cursor up, down, Telt or right with the Control Pad. When the
21 22



Starting The Game Reading The Menu Screen

: : S = e
SAVING THE GAME READING THE MENU SCREEN
Gumes can be continued only if they have been |p::“','f.._. e .,m]l ——r—

saved, When you select and use the SAVE com- " i oy ! rrhoc - Ttem | 5
mand from the Menu Sereen, the progress and e b 2— ety :m:, <
condition of each of your characters arc saved. -!"'"’ YE=T Sl 5.:“:“
You will be able o continue the game from | gpochur_ o _,_|_' ; EGloria, A
where vou have last saved it, You can save uplo L= ————

#"Sl-nr on
957 ABH Auvkto

three games. Save data ollen 1o hasien your progress through the

ot Sanure ]
adventure. [ m.{f}/iaou SEOR)| 4
The Menw Screen

1. Character’s Icon 2. Name of the Character
3. Corrent/Maximum Hit 4. Current Number of
Points (HF) Gold Pieces
3. "A-(G3 7 Meno Commands (described below)

A, Ttem
When sclected, your current Item list is displaved. After cach Item
24
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Beading The Menu Screen Reading The Menu Screen

name, there is a number indicating how = * Changing Order And i

: i o b ECured 1 ! abeuchur Il

many of those Trems vou have. Up to nine Wancuring Items o ![ o

of the same type of Weapan, Armor or Frequently used liems : N0 (| St

Ttem can be carried, Weapons can be used should be kepl near the fop | |- i

A% muny Times as vou wish, but Twems such of the ist for easy access. || sx s | ! srartl | |
2 z Place the cursor on the = R

as “Fire™ can only be nsed once. ———
’ Ttem you wish to move or throw away and press the A Burton. Point
the second cursor at the desired location (the Garbage Can icon ar the
right of the list if you wish o throw the Item away) and press the A
Button again.

* Using Irems From The Menu
Mowve the cursor to the llem you want 10 use
and press the A Burton twice. The condition

of the entire party will be displayed, soit1s | e |
eusy 1o designate who will use this Irem * Learning Magic | BEALE i
(il applicable). Make your sclection with Any Magic that you buy or receive will appear L v
the Control Pad, then press the A Button. on your Item list. To add it to a character's Mugic |
list, place the cursor un the desired Magic and l i
press the A Button twice. Next, select the Y

i 26



Aeading The Menu Screen

{ r:l 5 h
o™ St By PR ;‘
T Ny M
| pcsl.nrlyl":l I.Hk’-'lr

A

k

.ll.i.'-ll' J.Lz

L VLR P --::!-'II
AR prs®, TEay LA3
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_——
[vmﬁ" 735 -:s:ﬂ'/‘L T

» Using Magic

m*"‘wr"*'l”'l learn the Magic and press
W:\'T shastsEd A2l (he A Burton once again,
' Naote: No character can learn
Magic if amy one character's

-j character you waint 1o

"l !?'i"‘/- -;cr ""’s‘-'/'r-tﬂ

Mamic {ieis full

B. Magic

Toy u»egl'lv‘ldﬂu select “Magic” from the Menu
Sereen and choose the character who will use
Magic. The Magic list for that character w ill

appear.

Point the cursor toward the Magic you wish to use and press the A

27

Reading The Menu Screen

Button twice. Sclect the character who will bene- [j———"|

fit from the Magic (for Magic that can work on
the cntre party, press the Control Pad o the left)
and press the A Button again.

a

. Remming Magic To The ltem List

- |

g L be o

Fotoans
Eunke
D ur e
SoLall
SCurwl

You can return Magic that has been added to a
character’s Tist of Magic to the Item List by
selecting the Magic with the cursor and pressing
the A Buttom OONCE. Then, move the cursor to

the Bag icon at the right and press the A Button
again,



Reading The Menu Screen Reading The Menu Screen

C. Talent T 5 ,.},...,...T‘_._‘ Iy, Status .
Each character’s special abiliies and endurance [, e e

against special attacks is shown with the follow l = _‘—:-::.:.I.q ! U et LA
ing indicators: oo :—- Homan g 3;:_{_:
Stngagait = £ t:::ﬂ k| 8 H-44 8.4 505H 113.-'1?;,.—5
Weak against Lt = — - A i e |
You can scroll through the special ability list by prn-.umrr up or down g ! .:;frf:me,e s ;
un the Control Pad. Curative Talents can be used while in the Game . .__- Ak ,: :::J :— i

Screen (much Tike Magic) by selecting a recipient and pressing the
A Button, 1. Name 2. Condition

3 Level 4. Present Class
Experience Required to Reach Next Level
Present Form 7. Current Experience
HF = Hit Points: Current/Maximmum

MP = Magic Points: Current/Maximum

n

L

=]

29



Reading The Menu Screen Reating The Menu Screen

E. Equip
= Ability Scores e
A) Attack — Affects the degree of dumage inflicted upon enemics — i Barthor h“??E?TEE‘F:ﬁ
B Defense - Decreases the degree of damage inflicted by ENCTIEs AP TR, (SO ) &
C) Agility - The higher your agility, the easier it is for you to run st 7
away in battle, Agility also affects a character’s initiative, ability n i e <
to do damage by swords, and accuracy of attack. G— |} Shela  cBturmoer 0
D) Magic — Affects the degree of damage and accuracy of Magic E—f} oTrun chrngon |-
attacks F—firoach obroach s—
K} Hit - Affects the precision of Weapons, Talent and Magic | Char 5 i o
Iy Evade — The degree to which one cun dodge Weapon and Talent - Character’s Name 2. Current/Max HP
attacks 3. Current/Max MP 4. Attack Power
G) M. Def.— The higher the number., the greater your ahility 1o 3. Defense Power f. Agility
defend voursell against damage hy Magic . 7. Mugic Power
H) M. Evade — The higher the number. the easier it s for you to Current A} Weapon B) Shield
doudge Magic Eqguiptment C) Helm = Helmet ) Armor
Status: E) Gloves F) Shoes
G&I1) Other Equipment { To protect against Magic)
32
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Reading The Menu Screen Reading The Menu Screen

e ————T -

i W 115

|\ﬁ-:.ﬂ.u- e Lt

[t rack e ence
SHmma e 29|

el * Se/Reset Auto | gpmsaran ||
| Sevon ok | Ay s 1w b e - , i
| Tran  chwanon | Yo cun activale (press onge 1o set or resel. | gprmona. =5

||_phrooeh oirooch |

agam w reverse ) the Auto command on the =
Main Menu by selecting one character at a
time and pressing the A Button.

* To Fyuip A Character _ d -
First, sclect Fguip from the Main Menu and indicare whach character
you wish to equip. When the Equip Menu appears, select the location
where vou want 1o install or change an ltem and press the A Butlon.
Choose the picce of equipment you desire from the list and press the
A Button again. ( You may only select from the Irems on the dis-
played list.)

G, Save
PN i Save your game often as you play! Be careful. though, for if you save
1ise this command 1o preset characters (except for the herol to lizght to a file vou have already used, the previous dara will be erased.
automatically.
33 34
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= To Save A Game _
Select Save from the Menu Screen, The Data file screen will then
be displayed. Using the Control Pad cursor, select the file to save to
and press the A Button. Any earlier data will be shown, so Just press
the A Button again to confinmn the present commind,

e T i s snl A

Reading The Menu Screen Guide To The Bafile System

GUIDE TO THE BATTLE SYSTEM

W When you encounter enemies, you will be pre-
%ﬁ senled with a command screen like the one at
_ left. Select “Fight.” “Run.” or “Aulo™ with the

: it ]
:!L'll:vinl.r :l Fa gt | CUrsor.
ferive ||l Bun I
E:I Auta H
* Run

When selected, the party will run from the enemy
if possible. You cannot run away from powerlul
Boss Monsiers.




Guide To The Battle System Guide To The Battle System

* Weapon

A character will attuck with a weapon he or
she is equipped with. Only one Monster can
be attacked at a time. Select the tarzet wirh the
cursor, If the Monster you have sclected

i5 defeated before the character has had u
chance to strike, the arack will avtomatically
he directed toward another Monster, You can
also change Weapons (s2e “Trem” p.40)

® A0

The characters (il any) selected to run on Ao
will fight automatically. Again, the hero cannol
he selecred Lo tun on Auto,

e + Fight
?ﬁ‘ Fach character not in the Auto mode will be pre
sented with o Battle Command Window, You
can engage the “Parry” and “Guard” cormmands —
T 1 A i
Ry s S ot H]utlun & -:‘-xxj\l,_rf SRR 8 Talent is similar w “Weapon.” but only applica-
swilch back o (s battie comawnds ble 10 Monsiers, Beasts, Cybores and Robots.

Select the ‘lalent desired [rom the Talent Screen,




] Then, select the encmy or the character you
want to use it on and press the A Button.

= Magic s
Magic is similar to “Talent” but is only used for |
Magic spells. If the Magic spell can be applied
to more than one Monster, move the cursor

- ahove the uppermost Monster of a group to
@# | apply itto just that group. Or, move the cursor
m all the way 1o the left to apply the Magic to the
REEI M entire enemy. If the Magic can be applied to a
J e i party member, sclect the desired character by
; I moving the cursor below the screen i which

L—— —J the Monsters arc displayed.

Guide To The Baitle System Guide To The batlfe System

= Jlem

To change Weapons, select “Trem” and press the A Button. Then,
press up on the Control Pad and the name of the Weapon(s) camed
by the character will be displayed. Point the carsor at the Weapon (o
he changed and press the A Button once. A second cursor will
appear. Push down on the Control Pad to display the ltem List.
Choose the Trem vou want with the cursor and press the A Button
again. Then, press the B Button to exit the Iiemn List. Finally, select
“Weapon” to use the new liem

* Pammy
Use this to guard the character against an atlack. Press the Start
button and select “Parmy.”

* (ruurd
Use this to guard other charncters against attacks, Press the Starl
button and select “Guard.” Choose the charscter you want o guard
with the Control Pad

I



Guide To The Battle System Guide To Information Gathering And Shopping

Status Change During Battle (—JLIDE T{J ]\F{}R\LI:\TI(}\

2 o o DI L ¥
Durine a battle, a character’s status may become fimited. You should

S Cimmaticn a5 s 45 possible GATHERING AND SHOPPING
iy Loy reverse This sitganon @ S %0000 A% -T}L"':u"l | [N

In order o gel information from someone, vou will need to know

Status Fight l'..'uudiﬁuu“ how o “Talk,” “Move,” and “Search.”
W Yes Can't use Magic T ]
Bljllljiel Yes Rare of hit is lowercd _' = G ¢ Ia.l.L . i
Pilaii Yes Constant dumage per urm/move ; To talk, stand next w ur':fJ lacea -.'hru'zuu!.r:'r. and
Curse Yex Diafense 1s lowered _ =5 B Press the A Butron. Their words will then
Confuse Wi Can’L be given Ei.:l:llll'.llﬂT‘llJ.."\_. Acls ]'E'!J.Hi':]]lﬂf- | gppear in a message screen. Press the A Burron
lecp Mo Cannot mave. Wall '.h':lku_ [nl"l_]-' quickly b = ""“"EI tin tast forward, and the B Button o panse the
Pars Nu Paralyzed. Wil recover in a few ums. = message screen. e
Fell Mo Can’t movie. w22
Stone Mo Can’t move. « Move :

In order to move, press the Control Pad in the M

All of the above will clear automatically afier battle, except for*Stone. direction you want to move, You can jump over =



Guide To Information Gathering And Shopping Guide To Information Gathering And Shopping
Ui

[ PN X A SHOP GUIDE
: ' oress] om while standing nexl 10 a4 A . : o
waps and people by pressing the B Button There are many kinds of shops, including Inns in cities.
facing these obstacles. Shops sell different Irems from ciry to city, so don't forget to stop.

s Scurch _ s
Vou can search inside treasure chests by facng
the chest and pressing the A Button. Inside

these chests are [tems that are vital to contini-

ing the game. so don’t skip any.

» Weapon Shop

You can buy all sorts of Weapons here. Weapons sold at
these shops gel increasingly powerful as vou make your
wity through the game.

= [lem Shop
You can obtain healing Irems here.
Prepare yourself for the long journey ahead!

* [nn
MOm|  You can regain the partv's maximum HF and MP values
1] here. Your condition, however, will not be recovered



Guide To Information Gathering And Shopping

Guide To Information Gathering And Shopping

; SHOPPING
» Armor Shop : ‘urther along SRR
ﬂg ' You can buy all sorts of Armeor here. The [urther along in : : | I
I o ) lhe game you gef, the stronger the Armuor becomes. ;I 14._.,._::.:.; oo | ,: Whi ch o aneT _5| Wi v ey ”
:‘ L SE— mmoon | i Py | el
» Mugic Shop _ _ . (g i) o ety
You can huy White and Black Magic here. The strengtn | mRIN sar | | st - 2 bin.
LR R, ; ok . he Tame. |_romother o -2 ks ol | wwerd
of these spells grows us you gel further into the game BReR T 80T [ocen) v :
= (Coffec Shop R
=: ‘U an'L spare ime ink coffee here, but you can Buying
'“”f (aptAte S ,r“ l.m;- \l“ I:-IlTi,.;-.: I-1-aejdl_-|_1 for vour adventure, First talk to the clerk across the covnter. Then, move the cursor
igather Sporiam IR == ’ to “Buy” and press the A Burton, Next, select the Ttem you want

to buy with the Control Pad and pess the A Button. The clerk
will ask vou if vou want the Irem. If vou do, press the A Button,
If vou don’t want the Trem. press the B Button or select “No.”



ing The T:
Guide To Information Gathering And Shopping it B

o “Sell” and press the A Button, Select the Item OPERATING THE TALON
! UCSOr 1O aE 18 33 i ; Bt : =

‘ ‘:LLJ‘E.T:;: thl sell and press the A Butlon agwun, The clerk '-'n_l:l] tLlﬁl 3:;?
how much he or she will give you for the liem, so if ynuh'.\ dBml-ﬁ lﬁnsfn
it, press the A Button, If you don’t like the price, press the B sy
or select “No.' All shops buy Trems at half the cost they were p

The Talon is a legendary space-time hattle cruiser which is said to
have heen used in the war among the Masters, It has many capahil-
ities, but you must collect the appropriute Units to bring the Talon to
battle-ready conditions.

chased for. g » Piloting The Talon
e e | yeerwees || e _|| First sit on the chair in the front of the cockpit. ;.
[ war 7 nete woue J| ||_“"‘""’ R I i The command screen will then appear and you fggmna,
L&_‘—“—“E*”—— i |'= i S "| [ wnramem _saccc | will be able to make use of the Units thatare 4[] *ﬁ 1
| owee moow | l e e J00% | = presently installed. In the THH- [TTFHTH
i vemether puvon ||| (|L_soesthec_sgoos | [l Eands c..r.....-j| latter half of the game, you 'E,@L}: =
DR P ~of|  ([BRST [isorsse| ; e b will meet the crew mem- \_\_E

_| bers of the Talon. You will be able 1o purchase a
il ]. variety of Items from them when they board.




Dperating The Talon

« T Deparl
Move ﬂ"l?c Talon with the Control Pad

« Engine Power Sctting

Choose an cogine specd _

Rover Ground only (same as walking)

Hover: Ground and vcean travel possible.
Mountains are impassable,

Soar:  Can fly over all erraim

E:K'lﬁg Waorld vou can use Warp to go from one ers 10 another.

Past:  Go between the present and the past

Future: Travil between the present and the future

(T go from the Past Wirld w0 the Present Worll, s |hefs.:u "-‘:|:1| Ft\ El:lu-
Tarhy, 10 a0 [rom the future w the P:L‘.\.E':'{I. use .lu “Fulurs : --J!EL" : r_}h;a:mbl
[em The World Lo Pureland, use the *X-Planc ‘.'-"-m‘p:. B.-_Iu.au ul, though,
hecause one you do this, you can’l go back w The Winrld!

e

Operating The Talon

= Weapon

When you encounter Monsters while traveling in the Talon, the battle
cruiser will fire at the enemy only if the Weapon feature has been
preselected. If you preselect “Shicld,” you will not cnecounter any
Mumsters while ploting the Talon.

= Option

Here, you will find Units other than Engine, Warp or Weapon Units,
= How To Get On And Off The Talon

‘o board the Talon, stand in its shadow and press the A Button. To
zet off, go w the disembarkation chure ( just below the chair). To
return to the cockpit when in transit, press the B Bumon,

*Using The Remote

When vou vse the Remote outside the bartle cruiser. the Talon will
warp to that location immediately,




UHRH TTR[HJL\( E AND GROWTH

T == Change
& o When you topple an
—_— =_E enemy, there are nmes
wrtin torned §nbo
N e when you are presented
T e | with Meat or Parts that
I R 1 —"J Lo havc been dropped. By
. “eating” ot |nwl.1.llm'r them, 4 char.u_u:r can change his or her Class
and undergo a Character Change. When a character eats Meat or
Parts, he of she may change clements, artain new HP and MP levels,

or adopl new Talents, strengths and abilitics.

I"= nong Hoers L

Character Change And Growih Character Change And Growth

* Using The Flushex

The F!ushe‘-. enables Lharmlerw to reverd W their original Class,
Select a character to use the Flushex by pushing the Seleet Button
and moving that character toward the device in the Talon. The
machine is located in the hidden room in the upper right of the cabin
of the battle cruiser. Your characters must reverl one al a ime.



Character Change And Growth

(Gzrowth :
In this adventure there are 6 different Lypes of characlers:
Humans. Mutants, Beasts, Monsters, Cyborgs and Robots, Charac-
ters in cach category grow and develop in different ways, and have
special nutritional necds! They also lose or gain ability andior
streneth as they transform from one class to the next. Muke sure Lhat
you keep the following information in mind as you make your way
through the adventure

« Human/Mutant {all characlers start out in one of these two cale-
sories). Humans and Mutants advance by gaining levels through the
accumulation of Experience Points. When your characler attains the
next level, HP, MP, Artack, Defense. Agility, and Magic ratings all
increase. Bur, Humans and Mutants are different and develop more
rapidly in some categoncs than others. Defense and other ratings can
also be increased by acquiring Armor, Wieapons are more etlecty ely
used by Iumans than other types of characters.

i
sy

Character Change And Growth

= Brasts

Beasts advance in levels by cating the Meat of stronger Beasts, When
a Beast increases levels, it will antomatically translorm into a stronger
Beast! When you equip a Beast with Armor. its Defense ability will
increase. Beasts can use Magic and Weapons and are the most skilled
dl mnartial arts attacks.

« Monsters

Monsters advance by cating Lthe Meat of stronger Monsters. As long
as a character remains the same Lype of Monster, it cannot grow, even
though it might gain a level. Monslers cun’L use equipment, but can
use Magic and have special Talents available only 1o Monsters. They
also have more HP per level than other classes. [§a character is trans-
formed into a Monster, he or she gains 100% ol the Hit Point and
Magic Point dara of the Monster he or she turned inlo.



Character Change And Growth

* Cyhorgs

Cyhorgs advance by installing parls of stronger Cyborgs and by
adding equipment. Wezpons and Shields increase Attack and Hit
Points. Helmets and Armor increase Defense ability and Hit Poinls,
and Gauntlets and Boots increase Magic Points and Hit Poings.
But, you'll retain only about 30% of your HP and MP ratings, 70% of
your Attack, Agility und Magic strength, and 20% of your Defense
rating. Ouch!

* Robots

Robuts advance by installing parts from stronger robots and by buying
capsule Parts, HP. Antack. Defensc and Speed capsules are sold at Trem
Shops and will increase the indicated ahility. Armor can help increase
Delense and other ratings. When a character is transtormed mio a
Rubot she or he will have a reduced HP rating and lower thresholds of
Autack, Agiliry und Defense. Robots can’t use Magic (other than Float
and Dive), but can be made to have the highest data ratings through the
purchase of capsule Parts
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IEH.AR.T(TER TYPE AND TALENT LIST

svery character in the adventure — whether friend o —is pov-
erned by one of the four Controlling World ];]cm-:mr:?unlf J]El:(i}r‘e
Water or Air. A character’s Controlling Element changes du:.pu:mi{nﬂ
om the Meat that is esten or the Parts that are installed. The method
by which a churscter’s Element changes is shown in the charl on the
next page. Determine the character’s existing Controlling Element &
and then use the chart w see how that characrer will change by
eating Meat or installing Purts, e



Character Change And Growih

A. Flement Transformation Table

Hfa And. ir eats the Mead or installs the

Choracter's Faurth Waler Fire _

elemeni 1y Ther, ity new conleoiling Warld Element will berame:
Larth Cath Fire P-"-!r

Water Adr Woakers Farth

Fire Water A Firz

Air Fire Caath Waler

Starting Element of Party Memhers:
Arhur; Fire

Curiis: .11'5:

Glorda:  Warer

Sharon: Larth

Pares ofa cheracter of the Elemend;

Air

Water
Fire
Earth
Adr

Creature Data Charls/Transformation

CREATURE DATA CHARTS/ TRANSFORMATION
B.
MONSTER =t e 7 4ST =t [[LMANAML AN | =i (Y BORG = ROBO]

Meat will make vour character transform Loward the left, Parts toward
the right. For example, in order for 2 Robot Lo tum into a Monster, it
mst eat meat 4 times. A Monster can tum into 2 Human

or Murtant by installing Parts twice.

To find out what a character will turn into, look up the Element of

the creature whose Parts or Meat you have found (see Creature Data,
p. 59), then go to the Element Trans{ormation Table (A.) on p. 57. Find
your present Element, and that of your opponent, and you can find the
Element that will be the result of cating Meat, or installing Parts,
Next, look at the chart shove ( B.) W see how vour class will change
by using the Meat or Parts. Finally, use the Creature Data Charts (C.)
to look up the cresture with the appropriate Element, at your present
level. You will change into thas creature.

N



Creatore Data Charis/Transformation

MONSTERS

LE¥ FL
12

B E‘rcmurc i'Jata

TEARTIL

Worw

T Wall

!_uﬁirm

LandWorm

Scorpion

“Mushroom

Giga Worm
GreyWell

Fs'a..}d' at ;
I[lm_t-::

"~ Serpent

.\'1_umr!1::f_:1’
Rn.:tl-_lh'.-.__
Hydru

“Sei Hvu

“Pen

Turlle
Ray
Starfish
Adarnunt
= ;

&on

Teasuur

Drainkay g

nclﬁp-.u_
Suid

" BulbFish 2
.-"rurmml
Amochi 7
H--l__IlR:! e

_“:.'\ﬁ Sl

“FmE AR
= Drake Raven
;i ‘.’-'ia]';rl Big kye
Baby {J.J."-"'."'\- le
F Lir Ay 1|rx
Fireball F\ il ::n
“DuaiMask
Salamand L
[ie ) Ha I:I\r‘-'n"u-
T Young i Remara
D Hune T:\-[Ih:?ul'l i
T Wheel “Wyrm Kid
" Ev ilfvl.nk | Spetter
. Fuﬂ -|I _'I'|:m_|:rc i
= Wym
= = H‘wdTu B
E}.umﬁ T Garwds

Creature Data Charts/Transformation

EARTH WATER FIRE AlR
Silver (e (e [hviner Bprile
Fighter Seahonk Browmer Nymph
p Mad Boar Thoth T-ummiliar
Mustang Pirarc Witch J'.ufx
Warnio 51 thonk Magician Fiie
Centaur orn: Fiend
Nitemare Sylph
Liz Man Bronder Watcher K
Medusu Fish Man {dsiris
|_amiz Mernun Heonut
LizDike | Big Hewd Muypze
Naga Mix B 000 |
Scylle Selkie Sorcerer 1 i
Liz King Duyran Warlock '\[ hinx
" Echidna Liilimen Canllrrian Eobidma |
Anubis Anuhis Anuhis Aeshma

i



CYBORGS

Creature Data Charts/Transformation

1LEVEL
-2

]

Ly e

L]
1-8

Q10

EARTIT
Howoligan
Theef

Heuwlless

Burgler

Trigand

Duke
Chutlaw
Soldier

Drallabun

Terrnmsl

Conunando
Rrutn
HiredGun
55

H.I'.Ug'ﬂr
Removed

WATER
Howligan
Thicf
Tleadless
Busgler
Brgand
Mk
Chtlaw
Suldicr
13ullahan
Termuist
Commiando
Brain
Hiredliun
L3
Shiovun
Removad

FIRE
(Juacky
Falker
Srunger
Impeaster
Busyhody
LuomvCiuy
(Cracker
Rumures
Ronin
Sarnira
Tunler
Hatumwtn
Daim}'-_\

Remuved

Mimy o

Impaoser
Busybody

LaonnyGuy

Cracker

Runrorer
Homin
Samuri

Taxrler

Hutamnii

"I.'I:'H_'_’:-.l
Shegun

Rempoved

| ROBOTS
[LEVEL
-2

.‘l_l

5

T-4

L
11-12
13-14
15-1h
17-1%
1920
2)-22
25-26

i 1)

259-300

311

Orb Rat
Tomtom
AduMaid
Jemnt
Mantse
Irom I.ady
Specina
Gund
Valkyme
Kew
Moo
Tken
Secarcher
Alem

2 10
Venus

- 4

Creature Data Charts/Transfarmation

WATER
{rh Rat
Tamtnm
Airdaid
Jetrit
Mastie
Iron Ly
Spectrat
Guard
Valkyrie
Keeper
Mnmitor

Iken
Searcher
Alen

T mm
Venus

FIRE
Flower
Imxter
{Cnsmans
Irom Rose
Con Man

_AIR
Flower

[rixter
Closmios

Irnin Rinse
Con Man

Reaper Reaper
Cactus Caclus
Beguiler Heguiler
Bazooka Barooka
TS TSmim
Swindler Swmdler
105mm 1L'J_".mn1
L 50mmm 1 50umm
Hustler Hustler
210mm I1mm
Venus Venns
A2



Creature Data Charts/Transformalion

How The Transformation Works
Let's look at an actual cxample ol this pr
Understanding how the process occurs W :
cat Meat or install Parts that have heen left hehind after battle
— — — — | 1. Cupruring Meat Or Parts From An Lnemy,
Let's say you win a battle against a party which
- - jnclud..'; a Hooligan and receive some fallen

a cvnoru ,] Cyhorg Hoaligan's Parts You ask, “Shall 1

— g
|!1 aamd Cwhors

pimgioge !'-Z'T:_;.'.,;ﬁ‘ cstall them?” If the answer is yes, select “Yes,
k i| and press the A Bufton once

neess ul work.
ill help you know whether to

] r-_-:l_;-

Creature Data Charis/Transformation

2. Selecting A Character To Undergo The Transformation.
Using the Control Pad, point the cursor at the s
character you wish 1o have install the Parts, ‘ | TR

Here we'll have Curtis install the fallen Parts. | ff et R
| @S)rrin, vead bid

i b P

3. What's Going To Happen?
= If Curtis, a Level 5 Mutant, installs Parts from 4
Z Cyborg, he will become a Cyborg under the
Controlling Element Earth/Water. That is, Curtis
will become a Cyvborg Headless.

Curtils Luraed @t
Cybars Hsod] e

i)



Adventurer’s Log

ADVENTURER'S LOG

1. In The Beginning

i ottty apeoased

=+ AL The Start

You are gazing upon the unimag inably power-
ful Purcland Water Entiry. At all umes, Lu_:*p in
mind the danger that hasiens you through this

[ "'“"“ adventure. One wrong furm and The World is

lost,

» Name Your Characters

Adfrer the introduction, you will have a chance to
rename the characters, If vou do not wish o
change any names, sclect the preprogrammed
names by pressing the Start button after each.

ba the lusl ©ime |
we all ves Lbu H

L Ssmutator. H

FHor ik

) e
il BFloat .m f
i

Adventurer’s Log

= Into The Battle Simulator

Who and why are you fighting? You will soon
have vour answer, In the meantime, just master
vour weapons— these wwlul-looking eresturcs
are ol as tongh as they seem!

¢ The Story Begms

After you have seat the enemy Tunning, you

will be presented with the prologue to your
adventure. Listen carefully as the Llder explains
the situation 1o you, When vouo reach the palace
thit stamds 1o the west of the city of Dharm, your

friends will he waiting to jom you. Together you will learn about the
magic “Flout™ and the space-time battle cruiser, Talon.

1)



Adveniurer’s Log
2. Back To Dharm

Mot Iw B malator! |
o T

(.

The first thing vou will want to do is return to Dharm. Talk to every-
ome vou meel as you make your way to the struclure in the upper might
comner of town, This building houses the Barle Simulator. You do not
vel have enough skill and strength to begin the adventure and need
some battle practice o get you used to the Battle System. Once inside
the building. walk right through the fireplace! Then, usc the Simulator
1o build vour characters up to the point where they will be able w beat
the Monsters which lurk outside the city walls. Your characters should
ubtain al least the [ifth Tevel before venturing forth (you will see the
number 3 indicaed on the Status Screen)
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Adventurer'’s Log

= Equip The Party
Now you are strong encugh to fight your

way through the North Tower. As an wdded
bonus, you have also won some Gold, Put it o
sood use at the shops in the city. Buy Armor and
Long Swords for each character in vour party
that doesn’t have the proper equipment,

* Keep Magic On Hand

Finally, use your remaining Gold to buy Cure Magic and lee Magic
for vour Mutants, These spells can be oblained m the Magic Shop
in town,

« Say Goodbye To Your Haven, Dhuarm

Once vou leave Dharm, you're on your own. Monsters lurk
everywhere, so be prepared o do battle,

(ih)




Adventurer’s Log

E + The Battle

When the Game Screen turns imf_s a P_:_aule "
Screen, you must select either “Fight” or Run.

[ — T[_rnm=] You should choose “Fight”™ often so that you
l"'"”" E::.J build up experience and gain levels, Before you
L __J || choose to fight, assess your enemies on the
Euru. Tf there arc many of them, take advantage of your differcnt
weam members” characteristics and select various Weapons. ‘»"-'h.t_*n
Vol Will, Vou may Teceive money, gain ley els and ahilities, or win
<ome Meat or Parts. If your Hit Point levels arc low, you rmgh[ wish
1o run from the enemy. But remember. if you are not spucussf.m in )
running away, you will be a defenseless larget
for relentless artacks.

After a battle, it is imperative that you

& @ ® ® W resiore the parly members’ HEs. You can do
[;EH ——— J this by staying at an Lon i a [own of by using

Adventurer’s Log

Cure Potions or Magic. Use Cure Items like other rems, indicating
with the cursor who is 1o be cured. Curative Magic can be hamessed
hy sclecting Magic from the Main Menuw, choosing a character with
the ability tand MP) to cure others, and finally indicating the party
members to be cured.

3. Venturing Forth
Head north und slightly east uneil you reach the top right corner of the
island. Then turm west, following the coastline e ——
of the islund, until vou sce the North Tower,
Enter the lower cautiously and go straight up to
the second floor.

Once there, lind the lirst treasure chest
by heading toward the buttom lelt comner of the
floor, jumping over “trapholes™ by pressing the g ks
B Button. 1Oops. vou fell through one! 1L just means you're a floor or
so lower.) When vou open the chest vou'll find the “Shell” spell.




Adventurer’s Log

MNow work your way up to the upper right corner and take the stairs
ta the third floor, On this floor, 2o lelt until
you reach the chest that contains the Leather
Gloves. (Remember, you have to properly equip
characters with these Trems in order for the
Ttems 1o take effect.) Now, jump over the chest
and po down until you reach the stairs leading o
the fourth foor. On the fourth floor, simply open .
up the single chest you see there and receive the Magic 5[::':][ “Floal.
Remember to save the game in one of the Save files by sclecting
== “Save” from the Menu Screen, choosing the
B ccired duta file, and pressing the A Button. Get
B  back inlo the game by pressing the B Bulton
until the Game Screen retums.

Adventurer’s Log

4. The Return

Exit the North Tower and give your new gift of Mugic a trv. Select
the lbem Menu from vour Muin Menuw, point the cursor at “Floar”
and press the A Button twice. A sereen showing the entire party will
then be displayed. With the cursor. seleet the character (the hero s o
good choice) W learn “Float™ and press the A Button again, A mes-
sage box will appezr welling you that the character has learned " Float.”
To use “Float™ yuu must be outside of enclosed spaces like towers,
caves, and cities. Scleet Magic from the Muin Menu and point Lo the
character who has the Magic vou wish to use. Press the A Button
again, use the cursor o sclect “Float™ and just watch what

hiappens!

Guide the "“TMoating character cloud” back o the city of Dharm
using the Control Pad. Bul be certain you have enough Hit Points
belore entering combal. Monsters can still attack you as you soar
ahove The World.

73
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Use the Tnn in Dharm to recover your HPs and MPs before mak-
e your way Lo the eity ol Llan.

5. Elan Awails

Using the Magic “LVloar,” My over the ocean to
the land mass west of Dharm. Explore that con-
tinent until you see the opening ol whar looks
like u cave. Place the shadow of your “floating _
character clond ™ near, but not oi, the opeing of
the cave and press the A Buotton, "['{I!J will Tevert
to your original “walking self.” so simply walk
into the cave.

Elan is an expansive city, «o be sure and
explore it carefully and talk o everyone, If you
have gained enough Gold through battle you
can buy new and improved Weapons and Armor &5

.- Lt . & A %
here. The one huilding you must visit lies in the RN ¥

i3

Adventurer'’s Log

southernmost arcy of the city. Lnter the largest building there and
talk to Cronos. He will give vou the Past Warp Unit for the Talon
drive mechanism, After you have done all of vour shopping and
receive the Past Warp Unit. exit Elan and use your *Float™ Magic
to head back to the temple where Talon is housed across the ocean
Lo the east of Elun.

. An Unpleasant Surprise
On returning to this continent, you will discover that a hideous
Muonster, the Water Hag. s blocking your way to the palace.
Aren’t you glad you bought the new Weapons and sirong Armor!
Make sure you save the game before tackling this creaturc. That way,
should you lose. you can restart the game and give it another iry,
When you finally make it past the Water Hag, go into the palace
and bourd the Talon. The Past Wirp Unit will be mstalled awwomati-
cally when you enter, bul you still have to operate the battle cruiser
Sit in the control seat and the Talon’s Command Screen will be
displayed.
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Fecrnsias weins. | iT-m_j
- J LS et o |

Select the Warp command from the Menu, point to the “Past™ Warp,
press the A Butlon and hold onto your a!

1.ast Scraps of Advice From the Mystical Elders of SQUARE:
Always remember to tulk (0 everyone you meet. 11 you miss informa
tion from even ong persoi, it might spell vour doom. Finally. save
vour game often, This will speed your progress and The World will
find relief that much sooner.

If you have questions for Square Game Crunselors, please call
206/861 0203 from § a.m. 10 5 p.m. PSI weekdays. Good luck.

T e ke spre vl fave pesmiission frooe whogver pavs iie phare bl
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