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WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE.

A very small percentage of individuals may experience epileptic seizures when exposed to certain
light patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen
or while playing video games, including games played on the PlayStation game console, may
induce an epileptic seizure in these individuals. Certain conditions may induce previously
undetected epileptic symptoms even in persons who have no history of prior seizures or epilepsy.
If you, or anyone in your family, has an epileptic condition, consult your physician prior to
playing. If you experience any of the following symptoms while playing a video game — dizziness,
allered vision, eye or muscle twitches, loss of awareness, disorientation, any involuntary
movement, or convulsions — IMMEDIATELY discontinue use and consult your physician before
resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation game console to a projection TV without first consulting the user
manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage
your TV screen.

USE OF UNOFFICIAL PRODUCT:
The use of unofficial products and peripherals may damage your PlayStation game console and
invalidate your console warranty.

HANDLING YOUR PLAYSTATION DISC:

= This compact disc is intended for use only with the PlayStation game console,
* Do not bend it, crush it, or submerge it in liquids.

* Do not leave it in direct sunlight or near a radiator or other source of heat.
 Be sure to take an occasional break during extended play.

Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective
case when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines
from center to outer edge. Never use solvents or abrasive cleaners.
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Great news! You do not nccd this manuai to play
FINAL FANTASY" 1X. The i in-game help provides all
the information you need to play the game. While in
the Menu Screen, press the SELECT button, and a
moogle named Magster will appear and explain
everything you need to know. This same method can
be used to explore all of the menus and options. - ] ] : : :
During battle, pressing the SELECT button will show help on each of the commands So why do you
need this manual? Because it has hints and other useful information that wnll help you enjoy FINJ\L i
FANTASY IX to the fullest—sort of like a mini- stralcgy gunde Rt:h:r to thls manual before starting and 2
while you play En]oy Ihe gamel ; :




e GETTING STARTED

disc cover

RESET button

“Paytdoton

- POWER button

POWER indicator OI"EN buttun

Set up your PlayStation® game console according to the instructions in its instruction manual. Make
sure the power is off before inserting or removing a r_(!hﬁpac[ disc. Insert disc 1 of FINAL FANTASY® 1X
into your PlayStation game console and close the disc cover. Insert game controllers and ‘turn the
power on. The Title Screen will appear after an.opening movie sequence. The opening sequence can:
be skipped at any time by pressing the € button. :

BEGINNING A NEW GAME
On the Title Screen, use the directional buttons to h|gh||gh| <New
Game>, tht_n press the & butmn to begin.

LOADING A SAVED GAME

Insert a MEMORY CARD containing saved data into a MEMORY CARD ;
slot, then start up the game as above. On the Title Screen, use the directional hmlnns to hlghllght
<Continues, then press the €@ button, A menu of saved game data will appear, ‘-:f_lc‘rr the dara to
load, then press the @ button to confirm. . ;

PR,

SAVING A GAME : i

On the Field Map, you will enwunter certain moogles who will allow you
to save your game, On the World Map; you may save at an_ytlme by_calll_ng 1
a moogle with the @ button. When changing discs, you will be pmﬁap[ed_ X
to save your game, A MEMOR‘r ‘CARD W|Lh at least one- free bIOLk i 0

- required to save a game. .

ENTERQNG NAMES :

During the game, you will encounter several chdruLterS When you 1!rsl
meet certain characters, the Name Input Screen will appear. At the Name -
Input Screen, you may <Confirm> the existing default name, or choose a
name of your own. To enter.a name, highlight letters by moving the cursor
with the directional buttons, then press the @ button to confirm the letter.
selection. Any mistakes can be deleted by pressing the @ button. When
you have finished naming your character, move the cursor out of the
letters box with the directional buttons and select <Confirms. Press the -

@ button to fll‘lﬂll?l‘ your charartLr5 name and (nnhnue the game i

CHANGING DISCS :

When you reach the end of a disc, you will be pmr‘npl‘ed to open The disc -
cover, remove the current disc, and replace it with the- :.peuhed dISL g
Do not turn off the power when swnthng dises. i




. L2 button
L1 button

directional button

SELECT button

left stick

ANALOG mode switch/LED

MENU SCREEN

directional buttons | Curser movement / Select single or multiple party members when using abilities.
left stick Cursor movement.

@ hutton Cancel.
@ button Confirm / Display ability list (on Status Screen).
18 button :.«ilr|||';ll\\-'u ¢ and I:\|Ii|\||'|l nt \1’nuf~

LI button
RI button Ct
SELECT button Display Help ¢ Eancel Help.
START button Cam ||||||bJIIur|

Lion ulnl, v Costom Contmller Screen in the Coenl,

FIELD SCREEN:

The C_o.n[rols for FINAL FANTASY IX will change dchcnding on
* which screen you are in. Please refer to the following charts for
the control layout for each of the different screens.

- @ The character will either walk or nin depending on how far the left stick is pushed.

traller locks
Sense folldw
nstictions

e £ the fodlewing chans.

# Rutton configurations can be changed in the Config Menu,
® Turn the vibration function of the DUALSHOCK™ analog controller ON/CFF in the Config Menu.

« The left and right sticks of the DUAL SHOCK™ analog controller can be vsed only when the LED is lit.
# The vibration function of the DUALSHOCK™ analog contreller can be used even when the LED is off

& Press the i.I LRI, RE SELECT, and ‘:TﬂRT huttons simultaneously o perform a Soft Reset, returming the FﬁIT’IP o the Trlr Sereen

Bﬂ.T‘TI-_E SCREEN

directional buttons | Cursor movement,

left stick - Cursor movement,

® button Cancel.

€ button . Confirm,

@ button » Cydde 10 a different ready iarate

@ button Herled down t_i: (Icar all windows. ;
LI button - f :,wtumhh or mulliple tage |<:-’|~. ape fom battle fwhen held

L2 button

R1 button
SELECT button
START button

1 with BRI button).

wEscape from battle {when held down with L1 button).

directional buttons | Character movement.

left stick Character movement,

@ button Held down to walk (or run, if set in Config Menu| when pressed with directional button ¢
| Cancel

& button i Examine { Talk / Confirm.

@ button Open Main Menu,

@ batton - Examine ! Talk¢ Confirm ¢
SELECT button Display HERE icon / Vi
START button IFause.

“hallenge a card player,
v ATE.

WORLD MAP SCREEN

de of airship.

directional buttons | Character mavement / Change direction and a

left stick Character movement ¢ Change direction and altitude of airship.
right stick Move vehicle forward backward.

® button Exit vehicle,

3 button Enter buildings / Ride vehicle / Move vehicle forward.
@ button Open Main Menu { Move inside the vehicle,

® button Call moogle ¢ Move vehicle backward,

L1 button Rotate map dockwise,

L2 button Lockiunlor camera itation,

R1 button Rotate map counterclockwise,

R2 button o Switch perspective,

SELECT button Togale navigation map,

START button Pause.

TIP: Press the & butten

ion map (on the world mapl is displayed to check the ¢



and outlooks on life. See how their paths cross and affect the ome of the sloq,r i

ZIDANE TRIBAL

" help peaple.

© VIVI ORNITIER
. How do you prove that |
-1 you exist? Maybe we
*don't exist...

You don'l need a reason to

ADE LBER'I_'

must | spend my lile
- in servitud

: GARNE_T Tl
ALEXANDROS I
Someday | will be guet
but | will alwé}'si'b

W views; goals, abilities,

Having swom If.aIIy_,' .

~ CRESCENT

. worse than death

MAIN CHARACTERS

AMARANT ==
“Theonly:

~ dependable thing

about the future is .

Cuncertainty.

- QUEN:
Idowhat1 w.mtl i
'rou ha»e probh:rnl?

FREYA

EIKO e
- CAROL %
: Idontu-anna be =

~alone anymore...

Ta be forgotten i

B8 TIP: Hunt down the Fangs first to recelve a high



 TALK TO PEOPLE AND lNSPECT EVERYTHING

B RAVEL LHEWORLE

ATE -ACTIVE TIME EVE _ . o

The story takes place i II'I an expansive wor]d Explore carefully so you don t miss anythlng

- You must speak with many characters and examme various locations to

“ progress in the game. In locations where there are things to inspect
(like treasure chests, bulletin boards, and ladders), an exclamation

- point *Field lcon” will appear over the: character's head (press the

@ button or & button to acquire items, view useful information, or
climb ladders). In locations where a chcuct: must be made a question
“mark “Field Icon w:II appear : :

HERE ICON.
‘Each time you _f.'rjter a new Field Screen,
the HERE Icon (a pointing hand) will
e } appear briefly over your character,
. indicating your poasition. This feature can be turned
- off in'the Config Menu. j

i If you ever become lost on the Field Screen, press
* the SELECT button to make the HERE lcon appear
. temporarily.

(% Elem-Def takes precedent

Active Time Events, which occur throughout the story, allow you to see
what other characters are doing. When the ATE icon appears at the bottom
left portion of the screen, press the SELECT button to view the event,

{If the text is gray, the event is shown auloma[i(_zilly ) You can still follow
the story and finish the game without viewing any ATE, but they provide .
different perspectives and reveal deeper insights about Lhe chara-:ters

ACTIVE TIME EVENTS CHANGE ACCORDING TO YOUR CHOICES
The ATE menu changes depending on which ATEs you have already seen ‘and what actlons you have -
taken, The images below illustrate such an example. Conversations men.r change after: wewmg an ATE.
Try different optlons ID cxpc-ncncc dlﬂcrcnt results. i )

- Example of an ATE change: =
Maving left after viewing “Treno Tradition”
TrenoTridiien :

Aapition
L Ene e =

Mowing left after viewing *Ambition®

- Meving Teft withour viewing either event

TiP: Some of the rare items vou biy in Treno's auction can be sold at a certaln location. §




‘Understanding the battle system and acquiring new abilities will allow you to defeat any enemy.

TO WIN A BATTLE...

This game uses the Active Time Battle (ATB) system, in which each character has an ATE Gauge.
Only a character with a full ATB Gauge can be issued commands. Each character has a different
sel of commands. To win battles, consider which commands are effective for each situation.

READING THE BATTLE SCREEN

1} Cursor; Dlspla‘,ed over the character selecting the command.

2) Commands: Every character has “Attack” and "ltem” commands

3) HP {Hit Points) / MP (Magic Points): Characters whose HP re
0 are KO'd and cannet join battles. Abilities use MP.

4) ATB Gauge: Relills over time. You may issue a command only to
characters whose ATE Gauges are full,

5) Trance Gauge: Trance power accumulates when you receive
damage from enemy attacks. When the Trance Gauge mes

- full, the character will enter a Trance ipage 11). The Trance
Gauge will not appear until after a certain event.

HELPFUL HINTS
Switch Turns wlth the @ Button

If se\«em] characteﬁ are ready to take action, plesq the 0 burton m switch to thi. desined i.hdfdl.l(.{

_Escape with the Ll and R1 Buttons i :
You may be able to escape from a battle by pressing the LI and R1 buttons smultaneousl} It ma) take i Inng lmu‘ e
escape from the enemy, during which you will be open 1o d“dtk {There are some enemies from whlch you cannot escape.)

Open the Target Wlndow with the L2 Button - 2
Press the L2 button to open the Target Window. This allows \-nu ta select your, Largel by name.

Press the SELECT button for Help i
The: Hclp Window will display information on varous cummands ef‘fecrs of maglc and items, and ImioTe. Pl?‘ﬁ 1he SELECT
-burmn again 1o hide the H{‘|p Window, ; : ;

COMMANDS CHANGE DURING TRANCE
When a character's Trance Gauge reaches
ful[ .iHern enemy leEd( lhat chara(‘ler

aLlaLk power, the LhalaLlur will have
special attack commands during Trance
isee below). You may want to fill up the
Trance Gauge as much as possible before
fighting strong enemies to ensure a Trance
during that battle.

Zidane's Trance Vivi's Trance
A COHM R s

P Atiack

Normal > Trance

Normal > Trance

The Skill command changes to Dyne.
Zidane can use special attacks during Trance.

The Blk Mag command changes to Dbl Blk,
Vivi can use magic twice in a row during Trance,

HOW TRANCE POWER REACHES 0

Trance power decreases every time the character in Trance takes an action. Trance ends when
the gauge reaches 0. The Trance Gauge will also drop to 0 if:

1} The character is inflicted with Zombie status, or

2] The battle ends while the character is in Trance.

afver a baitle are

ang party members. |




“When characters level up, the values of their stats increase.
These values will also change when you equip different items.

Speed: Speed determines how fast the characters ATB Gauge
fills up (the higher the value, the faster the character can act).

Strength: Strength determines the severity of a physical attack,

Magic: Magic determines the amount of damage caused by
magic and summaon attacks.

Spirit: Spirit affects the character's attack and defense. Higher values enhance your ablllry to Steal
Counter, and deal critical damage. Also, the character's Spirit determines how long status effects
remain and how quickly the Trance Gauge fills.

Attack: Attack determines the amount of damage the character deals using physical attacks.
Defense: Defense reduces the amount of damage the character receives from physical attacks.
‘Evade: Evade determines the character's ability to dodge physical attacks.

: Maglc Def (Magic Defense): Magic Def reduces the amount of damage the character receives from '
mag|c attacks.

; _nglc Eva (Magic Evade): Magic Eva determines the character's ability to dodge magic attacks.

o affect other aspects of battle. Discover these as you play the game,




STATUS EFFECTS

Status effects occur when a character's status is changed by a spell, item,

‘STATUS EFFECTS

HARMFUL STATUS EFFECTS

‘or attack. Certain status effects are beneficial, while others are harmful, Name lcon | Effect | Cancellation Method
When you use items or spells that cancel {or invoke) status effects, Corfese E Target cannol b [0,.1,[,”‘ d and ,,.,.l;...,.|, | Esuna, ].1_,5,.a| dllA(k.
you can view your party members' status effects in the Status Window. { - anacks enemies or allies. | inllils
Some status effects will expire after a short while, others will be Berserk H i but they cannct Tysahl Greens.
cancelled at the end of a battle, and some will continue to affect the nues condniousty®.  {
character even after battle. Learn which status effects damage your Stop : E | Target stops and cannot be controlled, i Dispel, Remedy.
characters, and treat them accordingly with spells or items. Poison E | Targers HP gradually decreases, { Antidate, Esuna, Panacea, Remedy, effect explres
s« | ; i i
BEWAR E 0 FTH ES E STATUS EFF ECTS Sleep E : Target falls asleep and cannot be controfled i Esuna physical artack. effect expires,
A L - 1 Dispel, effect expires
1) Status effects that disable the entire party: If all allies are afflicted with KO, Stop, Peln{y. or \"enom. : s"“_ | | Targets ATB Gauge fills more slowly. { Dispel. effect expires.
the game ends. : Heat 1 Target is KO d il an action is taken, Esuna, effect expires.”
2) Status effects that stop growth: If a character is affected by KO, Petrify, Virus, or Zombie, he or sh % Freve | B E Target freezes and cannol be controlled, “suna, effect epires,
g i 1 b { | Target is KOrd if attacked physically. | I,
stops receiving EXP and AP, halting growth. | | TargetiskQdi Iy !
Mini " E 1 Target shrinks. Attack and defense powers decrease 1 Mini, Esuna, Remedy
BENEFICIAL STATUS EFFECTS Death Sentence | — ‘ Target is KO'd when counter reaches 0 i None (end the battle belore counter eaches 01,
Name | lcon Cancel "ﬂ“"-"‘  Method Graclual Petrily. + — | Target becomes petrified when counter reaches 0, | Stona, Esuna lend battle before counter reaches 01,
Wr—— 2.,, - S T — — — £ i . .
Auto-Life E 'In{gtl TECovers IrUm M) 1 Dispel, target recovers {mm KO Petrify E £ Target tums to stone and cannot be controlled, Stong, Remedy, Sch.
Regen E Target's HP gradually recover, | Dispel, eftect expires. Venom B Target cannol be controlled due to stiong poison, Remedy. :
i : i ¢ HP and MP gradually decrease.
Haste Speeds up the ATB Gauge. i Dispel, effect expires. e 1 L o
3 H { Vinus | Target stops receiving EXP and AR Vaccine.
Float . Target floats in the air. Avoids Earth antacks, i Dispel, effect expires. h E i e et & L_ - etz .
y : : s o " Silence E i Target cannot use magic. Esuna, Echo Screen, Remedy.
Shell = ﬂ Reduces target's damage from magic attacks. i Dispel, effect expires. {
| - : 2 { Darkness | Target is blinded: accuracy of physical attacks Esunz, Eve Drops, Remedy.
Pratect E @ Reduces targel's damage from physical attacks. { Dispel, effect expires. 2 E , l;:.:',l\-\ul._:‘.s : el el e
Vanish m i Target avoids physical attacks. i Dispel, target hit with magic, effect expires. : Trauble All of the targers allies receive 1/2 the damage the Annoyntment.
1 H B s e : ' ¥ e | target receives from an enemy attack
Reflect E E Reflects magic |some magic cannot be reflected). | Dispel, effect expires. § :
: Zombie E | Reverses effects of recovery items and spells, Magic Tag.
KO E ]  Target cannot participate in battle until recovered. § - Life, Auto-Life, Phoenis Down, Phoenix Pinion,

|

*When in Trance, all harmful status effects other than Petrify, Zombie, and Virus are cancelled




TO USE AN ABILITY

Using your Abilities wisely is the key to victory.

F‘dmppmg certain items brings out the characters’ dormant abilities, which they can then use.

Until the character leams the ability, he or she can only use it while the item is equipped. |
You can :.elect items according to what ability you want your character to learn, or equip them

only when you need to use a certain ability.:

1T e e
N\, Gladius

1. Equip Item
When you equip an item, you can
see the amount of AP required to
leamn the new abilities,

adnnoy T

Falucky Sevan o

“alucky Seven

When an item is equipped... When an ability is learned...
An ability embedded in the The character can use the
equipped item can be used. learned ability even when the
If the item is unequipped, the item has been unequipped.
ability can no longer be used. } i :

LEARNING ABILITIES

2. Acquire AP through Battles
The acquired AP are awarded to
all the abilities belng leamed.”

~red and the %% mark appears
: ynu have Ieamed that ab\llty

HOW TO READ THE ABILITY MENU i
AP; Represents the amount of AP acquired Ileft] and the amoum of AP nccessary to Ieam

the ability (rightl, The AP acquired remain even it )nu uneql.np Lhe |lem aIIo\mn.g yuu ‘10 £
back and finish leaming 'the ﬂbIIII‘)‘ ]ater i

Ttem: The icon for the item from thch you are ext racnng Ihe ab hen'fhe abillfy ..

leamned, the i icon is no Icmgn:r displayed

it Depends on the Character: #1

If the same item is equipped on different characters, each
Lharac(et will extract different abilities from that item. Chiaracters

L A cml)' exlract dblltiu.f-‘ lhat mar.ch theu' durmdnl dblh:leq :

At Depend on the Characte #2
: ;T‘I‘!c amount of AP necessar) to learn an ablhty is leferem for::
 “each.character Even with th-.- samo abllut} some Lhany:Lers can
: ;Ieam faster than others.. =

from the same enemy

TIP: You can sreal up to & differe

TIP:When you use Zidane's Detect &

that is the hardest to steal appears fir al appears last,



ABILITIES

ACTION AB!LITIES

Abilities thal provide a charac,ter wzrh adcht ndl Lommandq are .
called "Action Abilities." With some ewcepuons Action Abilities
require MP to use. The abilities available are different |Ul each
character. Some abilities change during Trance. ;
Action Abilities can’ ‘be recognized by a red W
diamond-shaped slot with the letter A",

Listed below are some Action Abilities.

Example of Actlon Abilities

Zidane lSkIlIl
Zidane uses special bandit techniques, many of which can be used to aid other party

membcrr. His Action Abilities require less MP compared to those of other characters.

Flee: Higher probability of escaping from battle quickly.

Vivi: (Black Magic)
Vivi uses the magic of the black magu Black maglr {auses physmai harm or

|n\-01<(.5 status effects.

Fire: Causes hre dumage.

'Steiner (Sword Skilly
Steiner uses the special sword techniques of expert knlghlr. Many orthc:e

abilities lowvr the enemy's atlack and defense power.

and current HR.

TIP: Vivis Focus comimand increases his magl pawer until the end of bantle, even iFhe s kO'd.

Mmus Strike: Reduces the enemys HP bylhe d|Heranc bemeen your max HP ;

SUPPORT ABILITIES

Abilities that only function during battle are called “Support Abilities.” Suppart Abilities are
equipped by distributing the magic stones that the character eams. The stronger the ability,
the more magic stones required to equip it. Support Abilities can be recognized by a green

diamond-shaped slot with the letter "5, Whether learning or fully learned, i
a Support Ability cannot be used unless a magic stone is equipped in its slot. Level Up

Try to customize your Suppon Abllmes by analyzing the situation at hand.

Prevent Status Effects
-Suppo:l abilities render

A certain status effects
ineffective. There are
i__hilit_ics that prevent Poison
and Sleep, for example,

Main Functions of. fﬁl
Support Abilities:

types.

Like MP, the maximum n
Support Abilities def.re' ;

-'Pror.ect + Countet + Eye.c Eye = Increased number of attacks
Counter al]ows you 1:0 Attack the enemy when physically attacked, With Protect,
you receive attacks 'nﬁplaoeﬁol an ally, which then triggers Counter. Eye 4 Eye
mueaaes the chances rhat ou w||1 Counter the attack.

Auto-Potion + Chemist = Battle in safety
“With Auto-Potion; you automatically use a Potion when you are damaped.
Chemist doubles the effectiveness of medicine, Combined, they reduce the
possibility of HP reaching 0.

TIP: Enlarge the navigation map after boarding the afrshi 45 the @ b

Increase Damage
Increases damage

certain creature

setecting a location, and the airship will automatically fly you to the selected spot.




HOW YOU USE ABILITIES IS UP TO YOU

“If you only need to use abilities temporarily, you only need to equip items that correspond 1o thnw i

~ abilities. However, to use abilities freely, without having to worry about equipping items, you must
learn them. The ability management system is one of FINAL FANTASY IX's most en|uyabie [eatures,
Based on the descriptions below, try finding a method that matchcs your pla)lng stylc

Situational Method (Quick)

Only equip items with skills appropriate to the
situation. You don’t have to fight many battles,
because you don't need to worry about AR The
downside is that you must carry a large stock of items
in order to use the de5|red abilities when you need to.

HINT: Change equipment to’ m.ahh your enemy 'S
strengths and weaknesses,

Basic Method [Slandardl :
Learn useful abilities such as Life, L.oudmouth dnd
Alert, and use other abilities by switching items. You.
will need to consider carefully which abilities to learn,
but this is the most basic way 10 move forward.

HINT: Carefully 5tudv \\hlc.h .Jbl||l|eb YOU nee d ta learn,

Dlllgent Method [Thomugh]
Learn all the abilities from every item you obtain. You
must fight mare battles in arder to gain the required
AR However, once you master your abilities, you
should be able to proceed towards the end without
too much trouble.

HIN I: Fight many battles, and be patient.

Tip: When alf allies have the Reflect effect, use a magic attack that damages ali allies
This reflects the magic back to the enemy and also increases the damage it deals.

AchE.'o"Nj USIN

Advice 1: Use Scan : -
Use Sean to examine the enemy’s weaknesses Your anack mll be more eﬂec‘twr il

you use abilities that target its weak points. If you have not mastered any appropna'(e'
abllllles. oLl can qu.l]D |tems that extrau Rhnqe abllitles S

Advice 2 Conslder the Combination of items You Equip

For example, if an Add-on and a weapon that can extract the same ability are
equipped at the same time, the amount of AP distiibuted ro that ability is doubled;
=0 it takes less time to leam that particular ability. On the ather hand, if there is no -
need to ]earn that ahl]l[}-I equip an item lhat extracts a dll’ferent ability, and increase
the number of abllltles ¥OU Can use.: o : .

._'_Advlce 3: Use Shops and Syntllesls Shops : f
* You can obtain powerful items by combining stocked items in synthesis 5hups or buyl :
 them in shops, Check all items thoroughly before selling or synthesizing items, since
_ they may still have abilities that hau: not been learned. Also, conslder the curlem T
_"acquurved AP ol ahnlmes bemg Ieamed before equlnmna new heme :

_;Synthasls Shop Sk HE : 2 %
*To use the synthesis shop. you must ha'\-'e enuugh Gil and at Ieasl o Items that will ‘:er\-e as raw matenal T‘he |tems
Z_being used a5 raw materials will dmappear frnm youl lnventunf. so think carefully before making a decmon




TRA MASTER CARD GAME

CONSIDER DIFFERENT STRATEG]ES
“There are many strategies for winning card games. Different playing fields and differer
hand call for different strategies. Two different strategies are described below: -~ -

23

“Tetra Master” is a card game famous throughout the FINAL FANTASY IX world. Approach a character_
and press the @ button to challenge him to a game. NOTE: Not all characters will p!a\_.r cards

~ BASIC RULES §FziE "
You and your opponent each place 5 cards alternately on a 4x4 field. As shown below, you can tun
over your opponent’s cards and make them your own, depending on where you place your cards
The player who has the most cards showing on the field at the end wins the game. :

Prolect Yourself wlth Arrows

Attention: In the fulluwmgl xamples, the blue cards are yours, and the red cards are }uuruppcnt,nth 'lhc hand icon |ndk;\re5'
whu:h card has |u51 been plar.ed or Ihc, field.

I@II

“You flip an oppnm_nr.s card when an arrow.on wurcard pomts towards one of your apponent's cards,

1f an arrow on your card is facing an arrow on the opponent’s card, the c irdds will "battle.” The numbers
that appearon the two cards are subtracted from each other, The card left with the higher number wins

Card Battle:

Acquire New Cards by Wlnnlng : 3 o
When the game is finished, the winner rE'CE VEs nne of the upponents m'ertumcd Cdl'db I you B
win by overtuming all of your upponent s cards, you have played a I'erf:,a game, and you can :
claim all five of your apponent’s cards; 011 ﬂ'le mher hand lf your Bppnnent plays a Perlect garne. -
you lose all five of your cards f ; 3

Card Abﬂlty Points
Every card has a set of numbers and Jetters that represems the 51mng¢h of the card
which comes into play during card battles, Generally, the higher the number, the
;tronger the card, Try to figure out the effects of numbers and letters on each card.

than 100 cards, Discard the ey
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i Chocoboq are large, birdlike creatures that can be used to travel on the world map. Whlle r|d|ng a
Chocobo, you will not encounter random enemies. As your chocobo's abllmes muease or evolve.
you can use it to explore additional places. ; :

PLAY “CHOCOBO HOT & COLD”
If you encounter a chocobo, not only can you use it as a means of transportation, but you can alqo
play “Chocobo Hot & Cold” by entering a specific location with a chocobo. “Chocobo Hot & Cold” i

a mini-game [you need Gil to play) in which you dig up buried treasures. If you are Iucky. you mlght
discover rare and valuable items.

Find a chocobo and ride it to a
specific location,

Loak for items by playing 5’ i
*Chocobo Hot & Cald®! A

As Your Chocobo's Level [ncreasas
When a chocobo's beak level increases, its ablllty 1o dig holes improves.

S As it dlgs more holes, its beak level increases, However, there ane o|h( r
ways Lo Incmas:: a chocobo's beak level,..

TIP: Pairits aequired in “Chocobo Hot & Cold® can be traded for précious items.

PLAY “CHOCOBO HOT & COLD" ON THE WORLD MAP

A Chocograph is a map that indicates thl: Iounan of a treasure. Find the same terrain and‘iocation :
|ndn.aled by rhe Chocograph on the World Map. ‘rou might find a treasure if your c.hucobo dlgs in the

Select a Chocograph

Locate on the World Map

_'-Evolve Your Chocobo by Hunting Tmasums' ) :
. Your chocobo may evolve as you hunt for treasure. An evolved chuwbo can trdvel aver terrain
1 :thzt is not otherwvie al:cesmble Asa lesuh. you will be able to find additional treasure,

How to Read the Chocograph Menu

- Abulmes that ynur_chnmbo has acquued

; bulmeq nﬂ‘t“:‘;dl’\-’ to find lrea-:ure fm thr.
: bCJL’ftt‘d (.thngraph

mpréss the audience by thout any mista

TIP: During the pl
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SIDE QUEST

As you play, you will find many side-guests that‘are not directly rc:lated o lho story You do not have
to seek out or complete these activities in-order to complete the game, but they may pmvlde you
with additional challenges —or special rv\nrda

USE MOGNET TO HELP MOOGLES COMMUNICATE

When you select Mognet after speaking to a moogle, you may be asked to-delivera Iutc‘r. ar be

shawn some letters addressed to Zidane. To make proper ‘deliveries, you must remcmhf_r the namc
and whereabouts of the moogles. Once you ¢ nmp!ele a delivery, you can read the contents of the
letter. Be aware Ihat S0me. moogles change location as lhe story prou:cds

Jump Rope ; Frog Catching :

Carefully time your butlon presses Catch the lrogs as they jump onto
Lo jump rape, As you continue to jump, the banks of the swamp, The size

the timing will become more difficult, and gender of the frogs vary,..

FIND TREASU RE SCATTERED AROU ND THE WORLD
You will meet various collectors on your journey. Be a treasure hunter, and find the items these
Lollectors_want._who knows? They might gwa_: you something in return.

Stellazzio

An aristocrat is collecting the Smil.amo coins.
There are over ten coins, each one Lngravc.d Wlth
the name of a constellation. :

Coffee Beans
A coffee lover is searching for the finest beans.

BECOME A COMPLETE COLLECTOR!

If you want to explore the game inside out, try collecting all
the cards, abilities, and items, Your collector's level increases
as you collect more cards. Try for the highest collector's level!

Finally...
Many elements of FINAL FANTASY IX have not been included in this manual.
- Play the game multiple times 1o discover many new ways to enjoy the game.

TIP: When you play the jump-rope mini-game, press the button fust as you land.

Beware: The jumping intervals change after the 200th jump.
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SQUARESOFT GAME TIPS

Game Tips are available tor all SOUARESOFT PlayStation™ game console fitles:
us: 1-900-407-KLUE (1-900-407-5583) $.99/min. Automated Tips, $1.35/min. Live Assistance.
Canada: 1-900-4571-KLUE (1-900-451-5583) $1.50/min. Automated Tips anly.,

assistanc
availah

Monday-Friday, Bam-5pm, Pacific Standard Time, Automated suppor i
SOUARESOFT Online

Shop online or register for upcoming sweepstakes, prizes, and more at www.squaresoft.com!

able 24 hours a day, 7 days a week,
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