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We are delighted that you have chosen LUNAR:* Silver Star Story COMPLETE
for play on your PlayStation® game console. We hope that you will continue to
* | enjoy this and all of our games for the PlayStation game console. Due in part to
the numerous requests we've had for RPG games, this game now rests in your
hands. Please continue to tell us what YOU want, because we are always inter-
ested in what YOU think of our games and what games YOU would like to see
released in this country.

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 o a television screen o 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 o epilepsy. If you, or anyone in your family, has an epileptic condition, consult your physician prior
1o playing. If you experience any of the following symptoms while playing a video game - dizziness, altered
vision, eye or muscle twitches, loss of awareness, disofig , any involuntary movement, or convulsions —
IMMEDIATELY discontinue use and consult your physician before fesuming 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.

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 1o take an occasional rest break during extended play.

+ Keep this compact disc clean. Always hold the disc by the edges and keep it i its protective case when not in
use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight ines from center to outer edge. Never use
solvents or abrasive cleaners.
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—PLAYSTATION® GAME CONSOLE—

Set up your PlayStation® game console according (o the instructions in its Instruction Manual.
Make sure the power is off before inserting o removing a compact disc. Insert the LUNAR® disc.
and close the disc cover. Insert game controllers and turn on the PlayStation game console. Follow
on-screen instructions to start a game.
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POWER BUTTON:

POWER INDICATOR: ]

MEMORY CARD SLOT 1
CCONTROLLER PORT 1
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Q. Give us some history about

Game Arts and what prompted

STl /0. to start making games like
AR

2 4. We established Game Arts
fourteen years ago. There is
a company name ASCII that
was a partner of Microsoft; |
don't know if you know or not but it was like Microsoft

YOUICHI MIYAJT, EXECUTTVE PRODUCER —
INTERVIEW

to the formation of the main structure. And also be-

game,
of time. In that sense, the time frame for two years for
RPG games is not that long in my opinion.

Q. As the producer of LUNAR, can you please describe
some of your duties?

A. | am the producer so before | make any choices, |

of Japan. We, seven friends who worked at
the game development division of that company, decided
to form our own company and we developed a game
calle, The.” ha watthe ! g o whos

staff, Forexample,
for LUNAR | oversaw and chose everything best in the

project.
with LUNAR. Usually M. Shigema who is the original
designer, aversees the scenario and Mr. Kubooka over-

Mltanlmﬁllbmmmsm. This great game

real RPG fad in Japan. Then Final Fantasy came out in

Japan and we watched those games, and our Thexer game

s an action game, and for that we could utilize our pro-

‘gramming technique. We decided to challenge RPG
our frst project was LUNAR.

Q. Why did it take so long to make the 32-bit version of
LUNAR?

A. It took about two years since the very beginning of

er everybody
the project, it took a litle over a year. The difficult part

the production companies and directors for each of the
Pproduction companies will be ditferent for each series.
Q. We know that you're working on converting LUNAR 2 to
PlayStation, but everyone wants to know when do we get
to see LUNAR 3?

A

series and we have some ideas in the works - we haven't
started yet. The LUNAR series was more o less com-
Ppleted with | and Il and as for the new version, if we can
decide which is the best route to go, we plan to make it.

7]



Lunar is aspectacular world filled with magic. Once,long ago,
itwas threatened with extinction by an evil force. At that time,

four heraes arose and saved the world. The legend of these four
heroes inspires many boys and girls, even today.

ent than any other kid his age. He has friends, o
three to be exact: Ramus the rotund dreamer. Nall, his con- ‘?1

stant companion (and the rumored offspring of a white

Ahx dreams of mAmg h:s fmuds on f antastic adventures like
his hero, Dragonmaster Dyne. Dyne, one of the four herocs, is
said to have perished under mysterious circumstances while
safeguarding the Goddess Althena. A montument in his honor
o iserected just outside of Alex's village of Burg.

Alex visits Dyne’s memorial nearly every day and dreams of
the day he, too, will be able to go on an exciting journey. Just
once, he. lml(x 1o know how it feels to have that rush of adrena-
line when facing off against life-th dang
sooncr than he can imagine, Alex will have Ih( chance

_ tofindout... n

Soon, much




——CAST OF CHARACTERS—

——CAST OF CHARACTERS —
L 573
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Alex dreams of one day becoming @ Dragonmaster like
his hero, Dyne. But to fulfil his dream, he must leave
behind all that he holds dear. Muich more is in store for
young Alex than he realizes. Hopefully, he'll ive long
enough to tell about it!

Alex's parents have taken care of Luna since she was a child, She is Alex's

childhood sweetheart, though she ll never admit t. No one can match the

power of her magical songs.  Like most adolescents her age, she has many

questions about herself, Unfortunately, they're about to be answered...
.

() % Wihen Alex was a small child, a mysterious man
gave his father this strange, winged, catlike crea- w

ture that unfortunately grew up with an attitude. |~

y He tends to get Alex into a lot of trouble by i

smarting off ar the wrong time. But, he'll get
what's coming to him...sooner or later!




——CAST OF CHARACTERS—

This extremely overconfident magician’s apprentice is an un-
derstudy to Ghaleon, the most powerful magician in Vane. 1|
he isn't studying for his latest exam at the Magic G d, he
can be found trying to impress the woman of his dreams,

' Mia. Too bad Nash isn't as successful at trying to win Mia’s
heart as h h magic.

——CAST OF CHARACTERS—

YA
Mia is the daughter of Lemia, one of the Four Heroes, and the leader of
Vane. Lemia has protected Mia from the outside world for solong that she is
oblivious to the joys and hardships found in the world below. Despite her

mild nature, she is actually a very powerful magician. 1f she could learn
¢ new magic trick, it would be making Nash disappear.
.

N
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——CAST OF CHARACTERS ——

-

& his youth, he is a master swordsman, and well-respected by

ted
his loyal followers. He can't help but find himsel
.s to Jessica, even though she can't stand his chauvinistic ways.
— He only has one flaw

After winning the approval of Master Mel of Meribia, Kyle
was put in charge of protecting the Nanza Barrier. Despite

——CAST OF CHARACTERS—

Jessica is the daughter of Master Mel, one of the Four Heroes, and the v

governor of Meribia. As an apprentice priest at Althena’ Shrine, she
isamaster of healing spells. Don'tlet the sweetness she displays around

her father fool you; Jessica is a very brave and independent woman.

She is at constant odds with Kyle, hoping that one day he will treat
all women as equals. (Yeah, right.)




—CAS’;T‘OF CHARACTERS—

Ramus is the son of the Village Elder in Burg and
Y, Alex'sfriend. He hopes that Alex will one day get

s

——CAST OF CHARACTERS ——

n kﬂ' Laike s an extremely talented swordsman

wholacks the ability to use magic. This veryhelp-
_ﬁ:l and my frmtdly mau usually appears out of nowlhere
dviceto Alex

¢ over his fascination with D Dyne.
\ His one ambition in life s to become filthy rich.
= \Hewantsit all:fast horses, expensive food, and
beautiful women. It's Ramus' craving for fame

and fortune that starts Alex's adventure.

P

J a * bic! s
3 -, \

from hestane Ne mrmulumasmy in
umnﬂy wande gmuum{ theworld.

1
A K The Legendary white dragon
Quark is rumored to live in the cave
south of the village of Alex’s hometown,
the constant companion of Dyne, Quark once
s in order. to protect

u\hr alongside the Four He
the Goddess Althena, but no one h




——CAST OF CHARACTERS—

——CAST OF CHARACTERS—

)
/V“U' As the leader of Meribia, Master Mel
has earned the respect and loyalty of the
townsfolk. He s known for his ferociousfighting style,
which earned him the nicknameHell Mel.” After life

in the spotlight as one of the Four Heroes, Mel settled
down and fathered a child by the name of Jessica. She

. A

VM"’ W iemia is the leader of Vane, and the
1) founder of the Magic Guild, which instructs
others on how to unlock their magical abilities. In re-
ceks, it seems that Lemia has been on the cranky
side, becoming quite harsh in her treatment of the
people. Evenher own daughter, Mia,is wondering what

wwyl'dmlwu is the premier of the
4 Magic City of Vane, and the Magic

Guild’s most powerful sage. He has never quite
been the same since he witnessed the death of Dragon-
master Dyne, his best friend. Whenever a threat to the
Guild arises, Ghaleon applies all of his unrivaled wis-
dom and strength to snuff it out.

m

isgoing on. Is it menopause or madiess?
Yt@ Dragonmaster Dyne had the ability
¢\1/ to command and use the power of the
four Dragons in order to protect Goddess Althena.
Unfortunately, none of these powers could save him
from perishing under mysterious circumstances. With
each passing year, the legend of Dyne continues to in-

spire both boys and girls alil



——CAST OF CHARACTERS——

v

[24 Tempest lives in the village of Pao,
in the Stadius Zone. With the recent epi-
demic that has broken out in the Prairie, Tempest and
Frescaareforced toleave their village in order to find a
cure. Tempest is a very strong and brave fighter who
doesn't back down from a fight. Hopefully, hes strong

——CAST OF CHARACTERS—
L&
YWY ith a severe case of body odor,
'v“% Might stays hidden in his tower, away

from the hare-brained people of the outside world.
From this secluded location, he spends his time creating
oneinvention after another. However,itis rumored that
he is working on an incredible flying machine. Even
more incredible than his legendary B.O.

s& W Frescas hometown of Pao has re-
11 cently been struck with an epidemic that is
slowly killingall of the inhabitants. With no known

stances, she and Tempest decide to leave the village in |
order to find a cure before it’s too late.

@YV Taben is an evil inventor who has be-

A gun work on a mechanized castle. He has

enslaved the people of Talon in order to mine for the

Isth ,15 ds ’l( l’rl o k the

iplete the

Grindery. With the Magic Emperor backing him, Tabens

Grindery will be unstoppable. Can Taben be stopped be-
ore he makes the Grindery operational?

mie




——CAST OF CHARACTERS—

| — CAST OF CHARACTERS —

.

0\1;“' Royce is a constantly busy prog-
nosticator of the future who operates a
small shop on Black Rose Street and consults with
Lemia Ausa, the leader of Vane and the Magic Guild.
While she does't mind peering into the lives of others,
shekeepsherownlife to hersclf. Strangely,she and Nash
seem to have a special bond,

Yto v‘ V¥ Xenobia is the leader of the Vile
¢ Tribe that inhabits the Frontier. The

Magic Emperor, with whom she is infatuated, has
given her extremely powerful magical spells. One of |
her favorite spells allows her to mimic the physical ap-
pearance of another person. This hotty’ going to make
Alexs life very d

.4
hn&twphacm is the head priestess o
_? Althenas Shrine, located at the foot of the
Goddess Tower. Much like Althena, she hasa friendly
demeanor and a hypnotic beauty that d
in her presence. In fact, many of the shrin
ants are under the impression that she is the phy
ntation of Althena herself. Could it be true?

“/8"‘/ With the added talents of Xeno-

TOT biaand Taben, the Magic Emperor

W‘@ has setin motion his plans to rule the

world of LUNAR. As his power continues

togrow, only a Dragonmaster will be capable of stop-

ping him before he destroys all that Althena has built.
png g )

Will Alex become a Dragonmaster in time?




—KEISUKE SHIGEMATSU, SCERARIO WRITER —

0. You've written both novels
and games, what are some of
the differences?

A. As for the novel, it is a
story where you construct a
world that you are thinking of
with your own senses. As for
the game, someone will al-
ways be playing the game, therefore, the characters in

the scenes cannot be cut off from the players. In the
case of the novel, the Issue Is usually how to express
the character's unique or strong personality. In game,
hhowever, if you assign too much personality to a charac-
ter, the player might feel this is not me. Alex and the
Pplayer have to become one. In the scenario, the village

folks who surround him have to determine what kind of
character Alex is. The people around him have to tell

(gl INTERVIEW — PART I

0. After your scenario is implemented into the game, what
are some of the things you look at?

A. The plan we had for the game on paper regarding
‘scenario, when actually played the game, sometimes it
was not quite right. In the game, when an adventure

a different feeling about it. We reconstructed the sce-
nario by taking into consideration things like whether
the players were getting the correct information, if we
hadn't lost the current goal in the game, If the players
understand the story correctly, if the main characters

Ine is getting through to the players.
Q. How did you go about showing the ever evolving rela-
tionship between Alex and Luna?

A

to rec-

ogi peop)

Alex and
Luna. In that sense, the Alex who use to be considered

Q. Describe some of your early ideas about the story of
LUNAR.

A. To set the stage on the moon was the very first step
in this project. We also talked about what to do next
and the first idea was that a boy would spread democ-
racy there. That was the original idea.

she could rely on. Luna folt that he relationship was
stable, but in the process of doing this adventure to-
gether, she notices that something was different. That

e

9 S
realizes that her feeling is changing and although she
can't tellif itis good or bad, she nonetheless &p &=
Teaies e chage. f 353



If the START button is pressed during the opening ani-
f mation, the Title screen will be displayed. There arc
three options on the Title screen: NEW GAME, CON-
%w TINUE, and OPTION. Each of these commands are
described below.

NEW GAME

Start the game. If this is the first time ¢
from the beginning, choose NEW GAM!
will start from the beginning.

ed, or o start
e Title screen. The game

After choosing CONTINUE, the

The Load screen displays currently

saved games and the Restart option. To help differentiate between
different save files, each save file will list the following informa-
tion: current location, Alex’s level me time. To start the game
from the beginning, select Restart
Itis possible to decide which Memor
page 38. To load a gam

Card to use during a save o load. For a detailed description see

rst select which Memory Card Slot to use by pressing the B or 25 butions.

ext, move the cursor o sl lulmhllunlu.ul Press the @ button. Confirm the decision to load the
file by selectin ‘The game will then load. To cancel, sel Please do not
v 2 Mokory Card during a save or g o

—— STARTING THE des——

O?TIOH

SOUND

e the game:andal
by accessing Nall's System menu.

Select how the sound is heard
in the game: Stereo (VERY fit-
illating!) or Mono (dully; *

MESSAGE SPERD

the speed at wh
messages are displayed on the
sereen. There are three speeds:
Fast (Nall), Regular (why yes.
thank you!). and Slow (Ramus).

Determines the order in which
equipment and.items are dis
played in the Item window. If
the option is set to Equipment.
then €quipment will be listed.
first i the Item window. If it is
set10 Ttemgitems will be listed
first, then equipments

SHOCR

Activate or deactivate vibration
for the Dual Shock™.  Select
“Yes” o have the shock active,
or*No™ o off the vibration.

the game

ince without needing (h&.
confimation of a button press.
Manual requires that the & but-
ton be pressed before the next
message is displayed.

NAMTE SPELLS

spells will bL dlspl.u)‘ud on'the
n during combat. 41
© display the

0" |u|umta

names, or *]
off the display.



0. How did you go about reveal-
ing the uncertainty that Luna
telt?

A. This time, with Mr.
Kubooka's wonderful anima-
tion, we tried to express this

Boat,” where she sings a song that expresses this un-
certainty she is feeling. There Is a scene, where fire-
Hlies are flying that captured Luna's feelings. In the old
version of LUNAR, we couldn’t express this sentiment
very well, so this time, we tried to rewrite this with all

thentic as in a cinematic presentation that one would
never expect to come from a game was created.
Q. How important is the music in the world of LUNAR?

A. I think the music is very important. There is a good
chance that 70 - 80% of a scene's emotional impact can
be attributed to the music. For example, this time we
had the very talented Mr. Iwadare from the very begin-
ning which was very lucky, | think.

0. How do you view Ghaleon?

A. We made several version of LUNAR, but Ghaleon be-
‘came the core of the LUNAR series in retrospect. He has

such a complicated character that | don’t even have a
grasp of him even now. This character Is very in-

teresting even when I'm writing the novel of LUNAR in

terms of what his goals are, o how he wants to live. |

think he might be a rather clumsy person.

Q. What about

A. Ghal

acters,

s right and wrong In a logical sense, while Dyne pro-

things with his instincts. Ghaleon probably did

‘not understand this quality in Dyne.

Q. How did you work with Mr. Kubooka in creating the

characters for LUNAR?

A. We set up rough character notions and the scenario

lines, e.g. the kind of things they say in conversation

of time, he will make a rough pencil sketch. Given sev-
eral choices, we pick the closest one and then Mr.
Kubooka will refine that one. | don’t get involved with
the detail such as the design of the clothing worn, etc.
For the male characters, Mr. Kubooka would only draw
two or three choices, which is fine, but for the girls, he

p 323

time choosing until the end.



The Normal menu can be accessed by pressing the
button. The Normal menu allows magic and items to be
. weapons and armor to be equipped, or a
acter’s status o be checked. By moving the Di-
 rectional Buttons to the right or left, or by pressing the
or B button, additional party members can be
ed. The Normal menu screen is described below.

ers in LUNAR has the ability to use magic or
‘s alittle on the slow side). When

ve learned will be displayed in the form of icons. Located in the
Message window will be the name of the selected magic and a brief
description. To the right of the Magic icon(s) will be the number of

—— e,
The menu commands are in
the form of icons. The four
icons represent the follow-
ing: Magic, Items, Equip-
ment, and Status. Noie:
When Nall is selected a spe-
cial menu will appear:  See

e 38 for Nalls menu.

Displays the characters who
are currently in the group,
and their current status. The
status shows the character’s
name, current level, and the
current/maximum value of
HP and MP.

——
Displays currently selected

Current amount of silver be-
ing carried by the group.

Shows the magics/skills a
character has learned, or dis-
plays their personal inventory.

option along with a brief de-
scription.

1o use the magic, as well as the total number of available magic points. Make
sure that the character has enough magic points available in order to cast the spell. Nore: If a magic
name isnotwhite, it can'the used at that particular time due to insufficient magic points or it's not
applicable at that time

Tocast aspell, first move the cursor o select a character that will cast
the spell. Press the & button. Next move the cursor (o the desired
spell. Press the & bution.

Heal Litany
439065 1A Recover HP

If the spell only affects one party member, a cursor will then appear
around the characters at the top of the screen. Move this cursor to
select which character will receive the spell. Then press the & but-
ton to cast the spell.

Ifa spell affects the whole party, simply press the & button ! =,

1o execute the selected spell.



ferent items (not including weapons and protective ge

inventory. The Item menu s subdivided into three main arcas:
Item, Give Item, and Drop Item. Each of these options are de-
scribed below.

USE ITEM

Use items to benefit the party. Only items that are highlighted in
white can be used. To use an item, first select Use Item from the
Items menu. Press the & button. Move the cursor at the top of the
screen to select a_ character. Press the @ button. Next, move the
cursor to select an item. Press the @ button.

A cursor will then appear around the characters at the top of the
screen. Move this cursor to select which character will use the
Press the & button. The character will then use the item.

If the selected item can be used to benefit the entire
m simply press the & button (o use the item.

‘Trade items with party members. Weapons, protective gear, and
items can be given to other characters. Ifa character s sitting down,

nnot use that weapon, protective gear, or item; however, they
can carry the item in their inventory. A character will turn around if
they are unable (o receive an item at all. In order to give an item to

@ button. Then move the cursor to select which character will give the item. Press the & button.
Next, after moving the cursor to select an item, press the & button.

A cursor will then appear around the characters at the top of the
screen. Move this cursor to select which character will receive the
item. Press the & button. The item will be placed into the cha

ar Light
inventory. L5

ez a bit of M

>

Discard unwanted items. To remove an item, first select Drop
Item from the Items menu. Select which character will drop an
i . Nextmove the cursor to select the item.
the & button. To drop the item, select “Yes”. The item will
be discarded. To cancel, select “No™. Since discarded items can-
not be recovered, use this command with extreme caution. m
NOTE. d

Some items cannot be dropped.



Equip or unequip weapons, protective gear, or items.
Each character can equip up (o0 six differcnt items:
one weapon. one armr, one helmet, one shield,

s S
. V9% petiivater & wind atk

Bories, e~ et

S ve ~ [Pl

Only items that are highlighted with bright white s Mrre =[O

descriptions can be equipped.

B Before equipping an item, check the Display window to see what
effect it will have on the character’s status. The Display Window.
will first list which status will be affected (Auack, Defense, Wis-
«dom, etc.), and the character’s current numerical value for that sta-
tus. The value on the far right will display what effectequipping
the item will have on the character. If the number is written in red
letters, the status will decrease. That's bad! If the value will in-
crease the status, it will be displayed in green. That’s Good!

“To equip an item. move the cursor in the Item window and select an
item. Press the & button. The item will then be placed in the
character’s Gear window.

“To unequip an item, first select the item in the Gear window. Press
the @ button. The item will then be removed and placed
in the character's inventory.

‘o

us screen is divided into two

n shows the character, their
Y present level. present experience
points. and the number of ex
rience points to the next level.

e
he left side of the
! Fiagie poms

e anack power

Charncter's defemse power

On the right side of the screen are two groups of numbers. The
numbers on the left show the current value of HP and MP, and | Shsciers reciion speed dury
the condition of the character without their weapon and protec-
tive gear equipped. The numbers on the right show the maxi-
mum value of HP and MP, and the current condition of the char-
acter with their weapon and protective gear cquipped. Move the
Directional buttons to the right or left to view the character's
cquipment and magic spells. W or EE buttons will switch to
another charact

T Times 5
’I'M;hv» Robe 2
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Nall has his own special menu in
which to aid the party. Nall's menu

Load a previously saved game. The Load screen is divided into
three sections: the top of the screen shows which Memory Card will
be used (o load the game, the middle shows the save data slots and
the Restart command, and the bottom of the screen shows current
location, Alex’s current level, and game time.

/AN

is divided into four key areas:
tem, Items, Tactics, and Formation
(described below).

In order to load a previously saved game, first [

There are three System commands: Save, Load, and Configure. The Save screeft allows the cur- Z 4 =X use the I or B buttons to sclect which

rent game to be saved. The Load screen will display previously saved games thaf can be loaded. To e Memory Cardaill be used to load the game.

change certain game settings, use the Configure screen. ' \ ,& ™ Next, choose which data slot (o use to S
> \ load the game. Press the & batton. Con- Tas Moee

SAVE

Save the game. To quickly access Nall's Save menu. press

bution. The Save screen is divided into three areas: the top of the
sereen displays which Memory Card will be.used'to'save the game
the middle of the screen shows the savedia slots, and the bottom of
the screen shows current location, Alexs current level, and game time.

o8 37tk 3
i

firm the decision to load the game by
ing, “Yes". The game will then k
o". b

Also, on the Load screen, there is the Restart option. Restart allows the.
game to be started over from the beginning. To start a new game, select
“Restart”. Press the & button. To confirm the decision to start from the
beginning, select “Y he game will start from the beginning. To
cancel, simply select “No'

. Please do not remove the Memory
Car rintg Seave or.a load. b 594

In order to save the game, first choose which Memory Card to use
by pressing the 068 or G buttons. Next, select which slot (o use (o
save the game. Press the & button. To confirm the decision to save
the game cl . The game will then be saved. To cancel,

. . Please do not remove the Memory Card dur-

ing a save or a load.



CONFIGURE

Change game settings. Allows the following game settings to be
changed: Sound, Change Lines, M
Speed. Shock. and Name Spells.
are identical o the options located on the Title Screen, are des

below.

SOUND

£
L ]
>
=
]

sa
‘These options, even thor

CHANGE LIIES

Select how the sound is heard
in the game: Stereo (VERY tit-
illating!) or Mono (dull!).

MESSAGE SPEED

Changes the speed at which

messages are displayed on the
screen. There are three spee

Fast (Nall), Regular (wl
thank you!), and Slow (Ramus).

Determines the order in which
equipment and items are dis-
played in the Item window. If
the option s set to Equipment,
then equipment will be listed
firstin the liem window. T
set to Item, items will be listed
first, then equipment.

ctivate vibration
fm the Dual Shock™. Select

0 have the shock active,
or Nu 1o turm off the vibration.

MESSACK ADVANICE
Decide how messages on the
screen are advanced: Auto or
Manual. Auto allows messages
10 advance without needing e
confirmation of a button press.
Manual requires that the & but-
ton be pressed before the next
message is displayed.
NANIE SPELLS
Determines if the names of the
spells will be displayed on the
Combat screen during combat.
Select “Yes” to display the
names, or “No™ (o turn off the
display.




e
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TTEMS

Item management. Nall can carry up to 96 items in his personal
inventory. Nall cannot directly use items, but he can use them on
the other party members. The Item menu is subdivided into three

main areas: Use Item, Give Item, and Drop Item. Each of these
menus are described below.

Use items to benefit the party. Only the items in Nall's inventory
that are highlighted in white can be used. To use an item, first
select Use Items from Nall's Ttem menu. Press the & button. Next,
move the cursor to select an item. Press the & button.

A cursor will then appear around one of the characters in the party.
After selecting which character will use the item. press the & but-
ton. Nall will then use that item to benefit the char:

If the selected item will benefit the entire party, simply

(2% press the @ button to have Nall use the item on the party.

Weapons. protective gear, and
items can be given o other characters. 1f a character s sitting down,
they cannot use that weapon, protective gear, or item; however, they
can carry the item in their inventory. On the other hand, some char-
acters will not accept certain items. A character will turn around if
they are unable 1o receive the item. To have Nall give an item to
another character, select Give Item from Nall's Items menu. Press the & button. Next, move the
cursor to select an item in his inventory. Press the & button

A cursor will then appear around one of the characters at the top of
the screen. Move this cursor to select which character will receive
the item from Nall. Press the & button. The item will then be trans-
ferred I's inventory to the character's inventory

scard unwanted items. To discard items from Nall's inventory,
Ilm Drop Item from Nall's Items menu. Press the & button. Next,
move the cursor (o sel Press the & button. To have Nall
drop the item, select “Yes". | will discard the item. To cancel,
select “No”. Since discarded items cannot be recovered, use this

Note: Some items cannot m

anitem.

command with extreme caution.
be discarded,



TACTICS

Set battle tactics. The Tactics scre
defined combat strategies to be configured for the party. The’
tics screen can be used o program how a character reaet§
one round of combat. The Tactics screen is divided fto t
tions. The top of the screen displays the cha
mands. The bottom half shows the current ta

To create an effective tactical system, carry out the following com-

irst, move the cursor to right or the left to seleet which

Onc atactic has been chosen, move the cursor up or

a character. Once a character has beenwgn press.
; character will mﬂ&ﬁ\g

battle.

Allows the character's actions 1o be programmed manu= The character will e & selcted matic during combat
ally during combat.

The computer will decide how the A selegted item will be uscd during a battle

tellig
frcacif Gortag oombat

A'I'MK

P £ R e

K the cloestcncay.  The chamcter wil try (0 defend from an atack.

To decide how a character should react during battle,

move the cursor o the right or the left to select the
\. appropriate action. After an action has been s »
press the @ button. The character will then carry
out that command.

If Items is selected, the er’s inventory will be displ

move the cursor to select the item. Press the @ button. The character

will then use that item during combat. Remember, only items that

If Magic is se all of the spells a character has memorized will
be displayed. Move the cursor to select the desired spell. Press the &
button. The character will then cast the spell during combat. NOTE:
Once the character’s MP is depleted, the character will default to
DEFEND.

ly due to the fact that the char
d action. Before combat, mal

are highlighted in white can be selected. NOTE: Once the selected
item is gone, the character will default to DEFEND.

been selected. This

r doesn’t have enough MP or items to carry out the
sure each character has enough MP or items to carry out

cc
their programmed tactic. When a character is unable to do the programmed option, the z:;

option will be grayed-out on the Tactics screen.



NALL'S MENU

FORMATION
Change attack formation. The Formation screen is divided into
two sections: the box on the left of the screen shows the current, or
old, configuration, while the right box shows the repositioned, or
new forfiations When ar 2 the characters it s best (0 put stron=
ger characters in the front while keeping the weaker characters to-
ward the back. This way the enemy will generally attack the char-
acters in the front whil

Jeaving the others alone.

Abox will be displayed around the currently selected character. Use
the Directional buttons to move the character to the desired loca-
tion. Once the character is moved, or if no change is necessary,
press the & button.

Once all of the characters are moved, the following
will apy Ok, Adjust, or Cancel. Choose
acter order changed to the current configuration
the current arrangement, or Cancel to exit the Formation scre
leave the options as they were.




‘When exploring certain areas in the g c
will come face-to-face with some of the most fearsome
ever beheld. The only way to su

beas
cessfully defeat these creatures is to [ g
‘master the Combat menu. Take the time 88
10 become fa it: otherwise, there’s =
only one butt that’s gonna get kicked! Just a little hint: it's not the enemy's.

COMBAT MENU SCREW
BIENU ICONS | e

The combat menu is done in | |22
the form of icons. The four
icons represent the follow-
ing: AL Command, Tactics,
and Run.

BATTLERIRILD

ot e et b
Shows the progression of the
battle.

I ENEATY WINDOW

and the number that are at-
tacking.

are currently in the group.
and their current status. The
status shows the character’s
name, current level, and the
current value of HP and MP.

p

i bk
List the monster’s name(s)

= are e VY
Displays the charactcrs who

COMBAT MENU ————

CHECK THE CHARACTER'S STATUS ——
Itis necessary to watch the character’s status during combat (o Jlfg

see how well they are doing. There are four colors (green, [BIE] 100

&l white, orange, and red) that represent the current status of a

ter's HP or MP. Consult the box to the right for the HP or Y1 Omnge
percentage values for cach color.

CHANGES TO THE CHARACTER'S STATUS —

Since the majority of the enemies have the ability to cast magic spells, one of the party members is
bound to get nailed. A character can be in one of the following conditions: Good, Poison, Stoned,
Confuse, Sleep. Mute, Paralyze, or Faint.

SLERP

foala o S .
ﬁ "innot carry out commands. Alter b
they wil awaken.
POISON MUTR
er i povsoncd. their HP will gradually The chi
cercase during comby uter a spell

er has been silenced and is unable to
smmm

The chars
by magic o 5p

Red u 0

e character will not move, and it is difficult to

ot move, but they can be healed
al tems.

c.comatos, dead, wasted. The char-
acter is useless unil they're resurected.




——— COMBAT MENU
CHANGES T0 THE STATUS (CONT) —

When there are changes to a character’s status during battle, a number will appear next to them
showing the effect on the ch
on the cf

r. The number will be color coded and have the following effect

ter.

This displays damage (0.3 character's HP. Recovery of HP and/or MP.

Displays a crtical hit 10 the character's defemsive
abiliics.

An increase in attack power.

oW

Displays the damage done when a character has &
special item to ward off an attack

The option allows command options to be selected for each indi-
vidual party member. Each character can choose from these six
commands: AL Attack, Magic, Items, Defend, and Run.

‘Artificial Intelligence. The computer wil decide
what action the selected character will take during
combat. Unlike the Al command from the main
Combat men, the C

character's inventory \ull be displayed. Move the
@ button. Next,

character that i selected and notthe whole party.

LTTACK

- the character will use their weapon

Artificial Intelligence. The computer will decide how all of the
characters will react during battle. Once Al has beq
characters will battle vigorously until the battle is cither won or
lost. The Al icon will appear in the upper right hand comer until
the battle is finished, or Al is cance
the & button. After the current round of combat, the Combat menu
will be displayed:

10 try and obliterate the enemy. After choosing At
ove the cursor on the sereen (0 select which
enemy will receive the brunt of the assaull. Press
the © button. The character will attack that e

rskills. Afler s N
icon from the Command menu. a fist of spells/
skills & character has leaned will be displayed.
Move the cursor 10 select a magic or skill. Press
the @ button. Next, choose who to cast the spell
on, friend o foe. Press the © button, Once com-
bat begins, the character will cast the spell,

s WA o P
button. Once combat begins,the item wil be used.

Ttems that are not highlighted cannot be used.

D)

inst enemy attack.
Defend leon, an apparition will appe:
X the screen, Press

character

parition 10 & safe lo
the © button. Once cor
then move 10 that Iuc.llmn

lecting this option will make ONLY the selected
party member attempt 1o run away. If they are suc-
cessful inretreating, they will ot receive 1
any experience points. ’@



Battle Strategics. Use stratcgies that can be set up under Nall’s
Tactical menu. There are three tactical icons, as well as the Com-
mand icon, on the Tactical Menu. If the Command Icon is selected.
then individual commands c:

atactic, select wl

tactic. Press the @ button. The character will then perform
assigned tactics. After the tactics are carried "

The tactical option lasts only for ONE round of ¢

it N0 away suc-
rewarded.

é points m@\mcr o increase their level

eid don’ incregs . their physical Strength. S mnglu
ill not increasc, This will obviously, lead {0 tem gettin

le. Of course, nothigg can compare (o the

i om would hav to endure raising a charactex N

\ ? naway from batrles unless.

-

3

The end of itall. IFall of the party members
are killed during com

pe
quently

Nothing sucks more than having to
a whole section of the

which Memory Card Slot (see page 38 for
scription) to use by pressing the 88 or EH buttons. Pre:

XL move the cursor (0 select which file to load. To

load a previously saved game, choose a save file (0 use. Press the &
button. Confirm the decision to load the game by selecting *Yes'

‘The game will load. To cancel, simply select “No”. Please do not

remove the Memory Card during a save or a load.

Filon Mine

a5 36H - 49M




—ISAO MIZOGUCH, MUSIC—

INTERVIEW

to put songs for a game?
A. Well, at the beginning ev-
tends |

to put the songs in, and they
will make the game so that
particular spot will be the
highlight of the game. Usu-

Iy ngs | temporarily
the songs and record them and I give the tapes out, to
everybody, to each creator. Therefore until the games

acter,
the person.  The image of real human beings spreads
into everybody. At that moment we gain a sense of

reality.

Q. How did you and Mr. Iwadare go about creating the

music for LUNAR?

A i

ous ones. Before when we received the work from each
7

game company 3 eacl
require the music, scene by scene, and we made each

are completed, for.

to my voice.
0. How did you go about casting the voices for the char-
acters?

that. We don’ but first let us
make the big theme. And we ask them to please give
us about two months to make this theme music. And

the big theme music.
Q. Is there anythi

A
‘and what kind of voice we should attach to it. There are

that you regret with the sound?
A. Among the machines we use for existing computer

y from many
ditferent voice production companies. In the case of
LUNAR, we had many auditions to choose from.

Q. How do you choose which voice actor would fit each
part?
A. I pre-selected a few candidates and either the de-

signer or scenario writer will choose the finalist with
me after hi

games, quality
we could listen to by audio monitor. We made it less

ing in reality. We've been very picky about low sound
quality sometimes, but all those sounds get cut off and
that's very regrettable. When we get better
equipment for better sound, we will give you

better quality. Everyday



SHOPS

As Alex and his party journey to new and exciting lands. make sure to visit all of the many towns
and villages along the way. Upon arriving in a new town, make it a habit to visit the local shops to
upgrade weapons, protective gear, or items. If funds are becoming low, sell the character’s un-
wanted equipment for some cold hard silver. Then use that silver to invest in the latest and greatest
weapons and protective gear. Doing so will make them more effective during combat. Don't forget
10 stock up on items. ltems are essential in keeping the characters in good health during their
journeys. The shop and its two options, Buy and Sell, are described below.

Purchase Goods. Al
cursi o selet Whichchar

i l‘hcn: .nulhruw tions to choos
Y Op!
and aummum.‘lT'sequ it1o the character: B

ecting *

SHIOP MENU SCREEN

| Displays weapons, protective
| sear. oritems that are for sale.
‘The name of the weapon, pro-
- or item will be
displayed along with a brief
description. The purchase
price is displayed above the
party’s silver.

(8) SIVER

Amount of silver the
has collected.

Displays the effect of equip-
ping the weapon or protec-
tive gear (o the character.

m

imply press the & bution o purchase the item.
d.

"o stop the purchase: select “Cangel”. The equipment will not be purch:

here aréa couple of things to femember when purchasing weapons, armor, and items. First, if an
item is not written in white I .. the characters do not have enough silver to purchase it. Second,
't movegthey dre unable to equip that weapon or protective gear. Finally, before
ctive gear for a character, make sure that they increase their attack or
best tonly to purcha that improve a charact

EILL

| Goods. Before selling an item, remember that most items will
1d at half their purchase price. To sell an item, select “Sell”.
Press the @ button. Next, move the cursor to select which charac-

. will be sold and removed from the character’s inventory. To
\Inp lhx sale of mﬁmm select “Cancel”. The item will not be sold. Make sure not to sell
an item that may be needed later. Nove: Some itdms cannot be sold.
A




—NORIYUKI IWADARE, COMPOSER—

Q. Did you have any formal
training?

A. Since I was little, I took
piano lessons and also played

INTERVIEW

A. In the . mll-ﬂllylnﬂ nlml lIm' are about four typical

characters walk, llld III course mnlny and ending, but
those four scenes. First as to the town scene, to distin-

1 entered a musical college
and studied about
related subjects. After mll

used to pl in bands

is peaceful and relaxing. The music for the dungeon
scenes are tense with a touch of fear because when you

dungeon. In some segments we have to run quickly to
anxious,

a

tered a L'dmpllly that made game music through ll ln-
by a friend.

music. Eventually, | encounter the company Game Arts

and the work in LUNAR. Through LUNAR | have come to

be recognized.

0. How do you try to convey the emotion of the game in
your musical scores?

A. I'm not sure if it is true for the entire world, but |

ing songs, | write music that would encourage the person
battling to have courage in their fight. In the field type
scenes, | provide a song reflective of walking from one

believe, the music
from the one’s own heart. Personally, | ry to call upon
‘my own experience when | have been sad or happy, joyful

ences in the melody line of the music | write. | am not
sure if this will be accepted by everybody, but this pro-

Itry
ing feeling in mind.
Q. How many pieces of music did you create for LUNAR?
A._ The total number of pieces of music is now over a
Is three tis

cording to my honest emotions.
0. How do you go about writing music for an RPG?

Iwasn't sure how I did initially, but the people’s reac-
tion relieved me since it was very favorably
received.




—WEAPONS, ARMOR, & ITEMS—

in battle,
ly when you want
1o keep a safe distance
from the enemies.

as a very
. But, most

use. In the right hands, it can
be avery powerful weapon.

| - WEAPONS, ARMOR, & TTEMS—

LEATHER CLOTHRES
Low protective power; how-
ever, most characters should be
able to wear these stylish
clothes.

Used to identify all those who
study magic. Itis believed that
the Goddess Althena protects
those that wear it.

e .
These durable clothes are worn
X by travelers for protection from
the clements. They offer low

protection in battle.
p 511




= WEAPONS, ARMOR, & ITEMS—

‘2ood protection from
close attacks. Since it is made
from iron plates that are riveted
together, it is a bit heavy and
cumbersome.

2

tion from enemy attacks. It is
made by fusing together the
shells from bizarre creatures that
live on the southern continent.

47

from monsters if it is sipped or
applied to wounds.

This herb can be used to recover
the HP of Alex and his friends
However, its he:
quite low.

e ————
This will neutralize the por

| ~WEAPONS, ARMOR, & [TEMS—

=
revive some of the character’s
magic power.



i A




h e
several char:
found in the

ollowing ¢

MAGIC

Venemie:

The chart below is a ke
5.

s magic has an effective range. A magic might affect just one character/enemy. or
¢ 1o the range notations (labeled as “R”

") that are

Alex

SWORD DANCE

Alex strikes one

Alex will leap

[Abbreviation: AE

Magic Effect: Enemies located in a selected area will be affected.

T = [ Magic Effect: Only affects the selected ally.
A c unfortunate e into a group ..«
4 Name: One Ally, [Abbre cmy with arapid
o Magic Effect: Affects all of the allies in the party. series of devastating slashes. A
A4 Name: All Allies Abbreviation: AA
B > MkFlT ;rr ly the all u[| lected
B iooic Effcct: Affcers only the allics that are in s selcoied area. FLASHCUT ol T—
T agic Effect: Affects only the allics that are in a selecte T TP
4 Name: Ally Zone. |M"‘"~“' : AZ across the battle- pumps up his _
.44 7 o|Magic Effect: Only benefits the person casting the spell. eld and leave ;v‘v“"r attack Ll
ver.
aa “[Name: One’s Self. [Abbreviation: OS
L5 ©|Magic Effect: Affects only the selected foe. DRAGON ANGER
4 & 0 “[Name: One Enemy. [Abbreviation: 1E T
) aic Effe scts every single enemy. S toen: very large and
{53 Masic Effct: Affors cverysingle enemy on the sereen m-.mm 'mm ey s
© [Name: All Enemies.

o ' [Name: Enemy Zone [Abbreviation: EZ
LS4 0| Magic Effect: Affects only the enemies that are in the fine of attack.
© | Name: Single Line.

[Abbreviation: SL

DRAGOMN HEALING

* Alex restores
Y o
% o = [party to rui [

health, including

Hingigatih
the battle.




one ally.

illness(es) of
party member.

A group of en-
emies is show
ered with
lent voltage.

e

=
i m # One character's Nash shocks o
e attack and defe group of ¢

i e sive power is jolted for heavy emiesinto tem

S T | boostedby Luna's sweet voice. damage. porary paralysi
Luna puts ev- Luna croons bis 5 {
ery monster on o | une t0 restor - Y
the battlefield <[ some HPwev self 1o put b= baffle a group s
into a deep sleep. ery chara ‘ group of ency of enemics.

R emics to pre

= L] ventthem from casting spells. statuesque versions d

BB e o= o 5 D

of themselves.

£/3




gz.s.sicﬂ

One character
regains a mod-
erate amount of

HRAL LUGUWNY

Mia uses this fi-
ery spell to
badly burn

group of enem

Jessica restores
every single HP
10 a single lucky
adventurer.

Massive swords
of magi

rain down from

the sky, putting the Ginsu to
shame.

. ete.

poison, muting,

witl

a impales a
single enemy.
criss

the bejeezus out
of a single en-
emy, who flees the battle.

1P 6

teleports 1o the
entrance of the
current dungeon.

A raging sno

across the battle-
field, chilling out all the en-

i

strength of one [
ally — the hard wa
Brrrr!
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POWER SLASH

Kyle dishes out
one massive
hack to one

monster of any size.

Kyle swings his
sword
sive arc, hi
any nearby critters.

every monster [
on the battlefield, and kill
them,

fires an

energy  bolt

across

| bautefield. hitting any mon-
ster in its path,

Tempest lobs
an explosive ar-
fow at an un-
wary group of e

pest calls
=8 upon the forces
of nature to

blow all the mons
battlefield.




—TOSHIYUKY KUBOOKA, ART DIRECTOR —

Q. What makes LUNAR s0 ap-
pealing to the public?

.1 think it is because the

how we were going to depict

y
of Lunar were able to sense that fact in some way or
another from the production. Otherwise, | think Lunar is

INTERVIEW - PART 1

. What were your inspirations for the overallart direction
of LUNAR?

A. 1 have gained inspiration from many productions,
and | cannot pinpoint any of them specifically at this
‘moment. | could say my Inspiration is from the accu-
‘mulation of the many past works I've done, movies I've
seen, etc.

Q. What are some of the differences in creating anima-
tion for a film versus animation for a game

A. The difference is that in games, it is a rule that the

the player, and the ani-
mation is effected by this rule to a certain extent. Spe-

‘seen from the main character's point of view must be
used, and many times it is distinctly separated as to

simpler story.

0. What was it that made LL for
you?

A Usually,

animator, your involvement is very . Forin-
stance,

you
only, or on character designs only. There aren't very
many chances to take part in the entire making of the
production. But in the case of Lunar, | was able to be
plot, and
‘even part of the game making. That made it very chal-
lenging and worthwhile, and | was able to have a dif-
ferent experience that wouldn't normally be possible
in ther animation works. Of course there were diffi-
cult times, but | myself was able to have a lot of fun.

scenes where the main character is objectively illus-
trated, we go farther and farther away from the rule that
the main character is the player. And when this hap-
‘pens, the player feels more and more distant from being
the main character, and will end up becoming a third
~person, objectively watching the game. In order to pre-
vent this from happening, each scene must be consid-

ered individually.



—OPENING SONG LYRICS —
Original Japanese Lyrics

Far, far into the distant ho

let’s ride forgotten on wings in the wind.

Sometime we will surely meet -
as the charming future
beckons us on.

Lt start the journey
to anew world!
Open the door to a memorable legend!

1

~—QOPENING SONG LYRICS—
English Lyrics

Tinyour dreants, Instantly we see it
niagicalthoughts:... the time to grow and be it
when everything is pinned on a hope.
Alltliings are veal 3 EH eVEryBGE pAIc(On 8 ope
nless you dreamthey re at. Let rise the dreams of your heart,
that innocent youth
In your dreams, )
% careless and kind.
love is the plot
carriedon wings of hope. Free to roam the breeze in love

only when two
brilliantly shine as one...

Each of our souls
intertwine, when we do.




—BOAT SONG LYRICS
Original Japarese Lyrics

Astraveling across the sca,

from the unknown country,

the wind passes gently behind my ears,

will you tell me if people live with the same bewildering feeling inside?

To love someone,

or to be loved by someone -

I wonder what those feclings are like?

1 can only feel vaguely from afar:

1 want to cherish the feeling that has just started inside me,
the fate trembles my heart like the wind.

|

- .

——BOAT SONG LYRICS ——
English Lyrics

Wishing on a dream that seems far off Is an angel watching closely over me?

Hoping it will come today. Can there be a guiding light I've yet to see?

1 know my heart should guide me, but,

Into the starlit night, 4 S
$ There’s a hole within my soul.

Foolish dreamers turn their gaze,
Waiting on a shooting star: What will fill this emptiness inside of me?

But, what if that star is not to come? A Lo besatfied withou knowing?

Wil their dreams fade to nothing? Twish, then, for a chance to see,
When the horizon darkens most, Now all T need, <desperately>

We all need to believe there s hope. Lsmystar to come...




=TOSHIYUKT KUBOOKA, ART DIRECTOR—

Q. What inspired the costumes
for the characters?

A. Itend to get stuck inimagi-

[| nation for costumes, so I look

through many fashion maga-

Sometimes

J

INTERVIEW — PART II

A. The fact that it is possible to redo, and also that it
is quick, are the merits. Usually for a film, you would
send it to a developer, and there is a time period you
must wait until it is done. But for digital animation,

1 just sit at my desk and
out ideas. 't

anything specitic | can think of. | suppose the moves,
i

Inspired me. For instance, the blue scarf Luna wears is

outfit at the dentist | was going to at that time. | was
‘hoping to add as many local features as possible, such
as adding geometric patterns, etc. and | tried to study

1

0. Do you have a favorite character in LUNAR?

A. My favorites have changed as the years have gone
by. At first | liked a character named Mia in Lunar 1.
One reason may be because | like that type of person-

the main fit. Also, there are some effects that

Iar film, and I think this is another great benefit. Usu-
ally, retakes after the film is developed makes the
‘schedule very tight, but being able to check the out-
come on the monitor beforehand, replaying the scene
over and over, is a big merit.

Q. LUNAR is a very “bright” game, compared with the
dark and sinister look of many other games. Do you pre-
fer o create scenes with this look, or do you also enjoy
darker looking designs?

A. The answers to both questions should be yes. | per-
‘sonally like bright atmospheres like that of Lunar, and I

that Lunar is comical, but | feel that | preferred to do

ality, and another

type

Evenso, evil

write for me. | was very fond of Mia. As

to remake, Luna became easier for me to draw than
before, and is becoming my favorite.

0. What are the advantages of digital animation compared
with animation from film?




-——TRANSLATION NOTES ——

Well, here we are again. 1t's been a long road to bring just the right remiake of
the LUNAR series o the US. Now, with LUNAR: Silver Star Story COMPLETE,
we can finally say that you are playing or about to play the best version of LU-
| NAR 1 ever created. Because LUNAR holds a special place in our hearts and in

our company. we exhausted ourselves to make this the best possible conversion
with the best-ever presentation in packaging. We think we've succeeded on
lm"\ counts. but as always, you are the final judge.

Before Ik ubout the game let ing and
extras. We literally scourcd the world for the best possible components for this pack-
age. We looked at dozens of manual covers, board stock, foils, papers, ribbons, glues.
Pretty much you flame it, we evaluated it. The manual had o be the best Initially, we wanted cloth-bound
with foil stamping, but ran into problems in text-production because the foil didn’t like 1o stick well o the

with So. instead, we went with the leather-look vinyl, which held
the foil much better and showed off the de-emboss of the PlayStation fogo much beter. The cloth map aso
went through many different terations. We knew we wanted it o have an embroidered edge, but there were a

\
‘!

—— TRANSLATION NOTES ——

changes made it in. First, we added dual Memory Card support. Then, we expanded the maximum
possibic number of ssVeR SRRt Fious SRR o hreo..This Pl (RN
Memory Cards inserted, he can access up 0 30 saves at any time. We added Analog support. Why
mple - no thumb-busting. The Analog pads make silky smooth control
aracters on the map and dungeon screens, while the Directional Buttons

were left functional for menus, etc. The best of both worlds, But we didn't stop there. Dual Shock
support was also added at key,points in the game, and in the batule system. Initially, everything shook
practically all the time, but we finally realized that just making the speeial spells shock worked the best
hecause it provided a break in the shaking, which provided more “impact.” Each spell has a special

shoek (shaking) scquence. All these sequences had to be hand-edited and synced; which was an arduous
task given the imprecise nature of the dual shock system we implemented. By and large, the final imple-
mentation Dual Shock in LUNAR exceeded our expectations. - Also, due to request we received on our
message board. we also added support for a second controlle, §o two friends edn share control without
passing a single controller back and forth. If two controllers are used, either one will work, but if both
are aceessed at the same time, the first eontroller always takes priority. Hopefully some.of you find the

tyles to sort gh and ly a handful of

task of making them at the quality level we desired. The “Making of LUNAR” feature was inifially suppased
10 take three months to shoot and edit. Inall, it took about twice that, with the raw footage from two continents
running at over 30 hours! And finally, the rearranged and expanded soundirack, which really turmed out (o be
quite special, had its share of tribulations as well. Remaking or expanding themes that many of you will
i 2 job, and we took the task very seriously. Input on which

ame to bring back was accepied from our website message board (http://
the nd viae-mail. Our biggest goal wass 1o makea soundirack
e from beginning 1o end. with no *dog? trac -npeq)lem y askivganing

omission to encourage people tolisten to the CD as a whole, beginning to end, .unl not pick and choose. l)unl
hate s because we're control freaks!
Now, (0 talk about the changes made to improve the actual game. Again, since we really

wanted 10 present the best possible LUNAR, we had a long wish list of changes. Most of the

of this "special request® feature fun.

One thing we did remove was the short voeal clips that accompanied the bromide viewing. Initially.
{hree of the girls had a short vocal clip that sang as the bromide was displayed. We e o 2o with
just audio only for two reasons. First, we weren't certain we could gt the music source in time (o re-
record the lyrics into English, and second, the vocals in that section seemed really, really forced in
English. It just played better with music only.

It seems like 1 say this @ lot, but this game really is a new high-water mark for us. The translation
process was easily the most difficult we've undertaken due simply (o the sheer size of the text and audio
involved in the €onversion process. All-nighters were not uncommon during the textentry, reprogram-
ming, and testing phases. Everyone worked really h rd 1o make this the best pnmhlc conversion.

Enough about the behind the scenes stuff. Enjoy the soundtrack, m-lmul the movie, and be
certain to ell us what you think! E-mail J send snail mia ||| i
the back of the packaging. We say it Tot, but we mu) mean it: We're nothing without you!




——LIMITED WARRANTY ——

Working Designs warrants to the original purchaser of this Working Designs product that this CD Disc is
free from defects in material and workmanship for a period of ninety (90) days from the date of purchase. This
Working Designs product is sold ‘as is," without expressed or implied warranty of any kind, and Working
Designs is not liable for any losses or damages of any kind resulting from the use of this product. Working
Designs agrees for a period of ninety (30) days to either repair or replace, at ifs option, free of charge, the
Working Designs product, Send product postage paid, along with dated proof of purchase, to the address
shown below.

This warranty shall not be applicable andshall be void if the defect in the Working Designs product has
arisen through abuse, unreasonable use, mistreatment or neglect

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS
OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE WORKING DESIGNS. ANY IMPLIED WARRANTIES
APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS
FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (30) DAY PERIOD DESCRIBED ABOVE. IN NO
EVENT WILL WORKING DESIGNS BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING
FROM POSSESSION, USE OR MALFUNCTION OF THE WORKING DESIGNS SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations of
consequential damages, so the above fimitations and/or exclusions of liabifty may not apply o you. This warranty
gives you specific legal ights, and you may also have other rights which vary from state to state.

Customer Service
(530) 243-3417 ext 112
Where to find us Online:
Web Address: com
America Online:  KEYWORD: Video Games 18135 Clear Creek Road
Redding, CA 96001

Usenet (Internet): rec.games.video.sony




This is the first time in Working Designs history that we've included an in-depth Thess aio tised for hackiig, slashing; dlic-
walkihrough of the game within the manual. We've always believed that people who play g, and s todeh of diéing HEEE
role-playing games should actually try and discover everything for themselves—hence, et HEIEE]
the term “role-playing.” On the other hand, there are those players who want o have jamo B [0S =~ =

everything spelled out for them, and these are the gamers we hope to embrace with this
section. Not literally, of course. We love you, but not in that way. Dagger Basic pointed weapon Attack +6 | 1005 [T
are several unauthorized LUNAR: Silver Star Story COMPLI

o e Adventurer’s blade Alta 2005 S
available in bookstores and on the Internet. However, none of them feature offi Short Sword VRS D2 Asckll %
work, detailed maps. or any of the cool stuff that we've packed into our Official Strategy 'l Length DOES matter Atack +16 | 3605
Guide. Also keep in mind that the other guides were based upon the Japanese version of

LUNAR. not the U.S. version. Since we’ve changed the locations of certain items to These weapons launch projectiles with
make more sense, or add continuity, and added new in-game events, their information is which to bean the bad guys. ] E
=

her

wrong! That's another reason we decided to release the Official St

10 one wants o waste their money on a book that does them no g i3 lescriptio B Fi

the calls we get from frustrated gamers who were unfortunate enough to buy an unoffic

guide for one of our other games.) Throws stones Attack +4 | 605 JETOCC 3
The walkthrough on the following pages will guide you from the start of the adventure Poison Darts Pointy projectiles Attack +8 180s & @ &

1 (spoiler approaching) the point when Alex. Nall, Luna, Ramus, and Nash (spoiler im- o ey S B PR | 3 =

+_minent) board the His d sail to Meribia (spoiler complete). The

m
will also let you in on a few of the intriguing secrets to be found on Caldor Isle.

Here are a few mmmlm before you proceed with the good read. 1) Not all of the
Weapons. Protective Gear, and Monsters are listed in this section—only those that
c.mhcInumluu(Alllnrlxlc The Offcil Strategy Guide has complete lists for every ar
me, along with a huge cross-referencing index. 2) This is an abbreviated excerpt
from the Official Strategy Guide. In order to fit all of the information into the pages
provided. we had to condense it somewhat. This means that the maps are smaller. and
that some interesting but non-crucial data (“Retrochecks™ which document the differ-
0 the 16-bit and 32-bit versions of LUNAR, interviews with LUNAR's cre-
ators, locations of secret items, etc.) has been omitted. And that's the last of the disclaim- L

[These vital items deflect attacks to protect
our butt from harm.

SHIELDS

ers—enjoy the walkthrough!




ARMOR

The most it

portant protective item you

can buy. No, seriously
ame Jescrytio B 03
Peasant Clothes | ivcryduy apparct Defense +3| 805
Heavy Clothes | coid-weather workwear Defense +5 | 1405
Kinky yet comfy Defense 47| 2205
Reinforced rawhide Defense +9 260s.
Holy garment Defense +11] 4005

x| (8l

==E“

HEEE
o=

They raise your defense and make your
forearms look Kinda cool.

Protect your fr
fashion statement

Lassos long locks

Silky. soft. and warm

Orange chinchilla fur

[ When you're takis
(o use one of the:

Neutralizes poison 205
Herb Restores a bit of HP. 105
Cleansing Water | cures paralysis 60s
Anger's Tear Revives fainted characters 6005
Star Light Restores a bit of MP 10008

SPEGIAL

There’s nothing ordinary about the
these items a

ITEMS

eded 1o advance i

Escape dungeons

m. Some of
n the game.

Nash's Treasure NIA
Detailed ocean map NIA
Symbol of heroism (Defense +1, Magic Endurance +20) | N/A
Priceless butt nugget 20,000
Makes beautiful music N/A
ocreases defens aaint waleand windattacks (Defense +, Ausck +1) | N/A




arious monsters of Caldor Isle.
about him, her, or

The following pages go into frightening detail on the
‘After all, the key to defeating any enemy is to learn everythi
Take the time to become familiar with your foes!

you cas

Bosses are not listed in the Monster Data section: instead, their data is given in the
walkihrough section of the Strategy Guide. This gives us more room to describe the
different attacks that the bosses use, and how not to get killed by them.

Here's a sample of monster data to show you what all those numbers and letters mean:

—13]

ALBINO BABOON

Attack ————39
D¢

y ———— 16| | | MONSTER DATA
O T
Magic Endurance — 4
No. of Attacks —— 1
Range

c
1ONE NAME

This is the zone of

LUNAR's world i which

he monster appears.

istics that the

Experience Points — |
Silver ——— 6]

LOCATION NAME
This s the Tocation within the
sppear

zone where the me

No. of Attacks ——1

Range —————15
perience Points —

Silver ——1|

Magi

No. of Attacks —— |
Range ———— 10)
Experience Points — 3|
Silver ———— 18}




9

Hit Points
Attack

Defense

Agility

Wisdom ———— 12
Magic Enduranc

No. of Attacks

Range ————
Experience Points —9)
Silver ——— 40|

Attack
Defense

M; dus

No. of Attacks —— 1
Ran, 14
Experience Points = 10|
Siler 32







SIORICHIEGK A PRAYER FOR THE DEAD

You (and when we write “you.” we mean Alex, for in the ; s
world of LUNAR; he is you and you be he) start the game
at the solemn monument to the fallen Dragonmaster, lo-
cated just north of Burg. Your moment of meditation with
the deceased dude you idolize is swiflly shattered by the
codependent Nall, who can't bear to be without your sweet
love a moment longer. Awww, yeah! Nall al

that you're supposed to be making music

. P Nall notes
50 MeNtions  the recent and
h Luna. Awww,  dramatic up-

no! Leave the Memorial and walk south; the ground s! wegley
(for the third time in a week, Nall mentions) just before the g uns b |
approach of the adventfire-and-donut-hungry Ramus.
[ Redding, CA?
Your bestbuddy has hcdl'd tales of a massive 7 S y
diamond within the nearby White Dragon Cave, 0 @

and Chunkus Maximas figures the two of you
should retrieve it. Hey. its cither cmbark on a
great adventure or get a summer job mlling
burritos at Taco Hell. Not a tough choice, man, bt " “

When Ramus splits. follow him into Burg. :_“ﬂ"‘,;t[' ,'_,"“;,‘[f“‘m',fc S SR
’ scems to mind hishet.. _ your




SIORCRIEC K HOME IS WHERE THE CHESTS ARE
=

it your house in the northwest comer of Burg
and talk to Mom and Dad. (Dad’s name is Noah,
but Mom's name is strangely never mentioned.)
Mom mentions that Luna is waiting for you at
the Burg Springs outside of town. Has she an-
swered your booty call at last? Take the time to AR ”‘ : a Wi Rl
fondle Luna’s possessions and check out the { ™ \‘mm‘/\“ “m'; g B
basement while you r*cu You can’topen the  Springs to oot his flate.  lection o

chests yet, unfortunately colleetion

SIORICHIECX FIND LUNA!

As you cross the bridge, Nall hears Luna at the [ Rl /)
Springs and taunts you for being so late. Well, [-3%
since yau're already in trouble, you might as
well check on Ramus, whose house is o the
west of Althena’s statue. Unfortunately, he ain’t 5
ready yet, and won't be until you find Luna. 3 5
(There's a red chest in Ramus’ room that's A Nall's bad posture reflects A Ramus is 100 busy doing
His disappointment at Alex’s an inventory count of Ding-
locked fight; you won't be able 10 OPen it, O houghicances Dorgs o 1ty
any other locked chest, until considerably later
i the guest) Walkpogesst past the waterill
10 Burg Springs.




STORYCEIEEKS MAKING SWEET MUSIC.

Walk north to find Luna la-la-laing
out. Youwhip out your instrument to join her in
a quick jam session. (When read with a dirty
mind, the previous sentence is extremely

that

you're headed for the White Dragon Cave, and B
after a futile attempt to guilt-trip you into st
ing, Luna decides (o come along. She also sug-
gests getting into thosgehests in the basement.
Smart gal! Leave the Springs and return to Burg.

STORYGHEGK EQUIP EVERYBODY!

Return to Alex’s house and try to open any of
the chests-in the basement. Luna helpfully sug-
gests (again) that you talk to your parents about
it. Chat with Dad, who acknowledges that you're
4 big boy now, and hooks you up with a Dag-
ger, Sling, and Flame Ring. He also grants you
permission 1o open the basement chests, and &
even gives you directions (o the White Dragon
Cave. (If he would give you the saddle for the
cow, hie'd be the coolest dad ever.) Go down to

the hmcun:m% open the locked boxes
" for fun stuff.

promise me A A Dragonfly Wing and
run around  other things. are all yours
{5 howse with thifyas " onch Dad GURRSEIES &
coukd put your eye outt™ - crack opet e chcts.

STORYEHIEEKS 17 VISIT THE WEAPON SHOP

Go to the Weapon Shop (which wasn't open for business until this point) gU CIRCH
and gt eady for a choice I you el the Angel's Tear and Str Light [ 3
you got from the chests—and you most likely aren't gonna need ‘em—
you'll have 8005, enough to buy one of every item and still have enough
left over for a few Herbs at the Item Shop. If you wisely go for the trade-
in, remember 1o sell your now-useless stuff—Dagger, Sling, Peasant
Clothes—and don’t forget to equip your new purchases.

SORITIHEGK TOUR THE TOWN

After you've equipped Alex and Luna with their swank new stuff, g0 (o the village entrance and
talk to Ramus until he joins you. At this point, you could head straight for the White Dragon Cave,
but why not relax and talk (o the kind folks of Burg before you leave? Among the more interesting
people you can speak with: -

#* The bluehaired boy in the southeast comer of the vill:

for him. (Oblige the youth’s request for a lovely a cape IIu rcndmnn of Allhcml s

Theme.)

7 The grumpy guy on the second floor of the weapon shop, who wants his 30s back
after being conned by Ramus, (Yes, this subtracts 305 from your total, bu
 The kids on the second floor of the house closest 10 the village entran
them ik ey’ magicians,butonly the boy's spelshave el ffcts

© them twice.

A m child elawed his ears
fier Lioa bezansinging

y say i, talk to everyone when you reach cach new 1 wi Love Y

ation. You'll laugh, §ou'll cry, and you'll learn more about the world of LUI

What we're tr



MELT THE PILLAR
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bat for the first time here. You can
get away with using AI every now
and then, but you should try issu
ing commands manually at least &
few times to get familiar with the
interface. If Luna runs really low

= bick 1y again

@z > THE DRAGON S WHITE, AND THAT S ALRIGHT
N N N D

After Ramus” silly attempt to con a l)mgun Diamond
outof Quark, the very wise and very old dragon sends
you into the dark depths of the Cave to fetch the
Dragon Ring. and completely heals your party
fore doing so. Return the jewelry to him and you're
given the Diamond, causing Ramus to void his blad-

der with glee: you're also given a second &
2@: healing for the trip back to Burg master of

WHEN BABOONS ATTAC]K.

S N N N D SN S
‘The Albino Baboons (or whatever term for “large, m.rym.mm you pre-
fer: Abominable Snowman, Sasquatch, Ed Asner) are strong enough to
smash through the ice chunks that blockhe ayto cas and ches
including the lock-box with the Dragon Ring inside. The catch is that you
have to provoke the short-tempered beasts into charging at you. Approach
a Baboon until it growls, then scurry behind (or near) the block you want
removed, and revel in the wanton destruction of frozen water. If you fool- S5
ishly kill a Baboon before he breaks the blocks you need him to, simply 4. "
exit the area and come back to find a brand-new Baboon.

ORCH[ZGC SECRETS AND LIES

AS you return to Bugg, Ramus gloats about the Diamond
and Nall groans from exhaustion. Walk up to the statue of
Althena and press the @ button to heal the party. (This little
sequence is here to enlighten you on the purpose of the stat-
ues. if you didn'talready know.) Try to sell the Diamond at
't afford o take the precious .

-wkluﬂ‘yuurhnnds but he ssug- A The statue of Althena A The foul peasants of
gest you try the port of Meribia. Leave the Shop and Luna %0k even f your HMO. Burg can't afford to pur-
suggests you go home. As you cross the bridge, Ramus de- v
cides that-you and he need a little privacy. After Luna goes
home, i i
and not 1o tell the ball and ¢hain about your plans. When
you're ready 10 rock “, walk west out of Burg and
into the Weird Woods.

AsiEr agiy B
sh! Aarght”

won't cover it




A8

o Atidafs

Aitioofs'—,2

e ioriy

= Antidore

S Aiders
S Atidaty

LARGE GUT, NO GUTS!
T N S S D D S S S N N N I SN
The first time you explore the Weird Woods, Ramus reveals his [ % ] = ot
shameful lack of boy parts by getting more and more frightencd it
as you trudge deeper into the fog. eventually running back to |+ Weird
Burg with his undies around his ankles. You have to return with Woods. (Pray
Luna before you can travel all the way through the Woods.

it’s the latter,)
N S I SN D P NS SN SN
After you run out of the Woods, you can‘t come back until Lund 4 Mot ciin
rejoins your party. As you re-enter, she sings a song that clears BN Aneeh

stands how her
away the fog. If only clearing up Ramus’s amp acne was so powerful pipes
simple...

manage 10
make the haze
g0 bye-bye.

@=z2> KICKIN' BUTT, AND "TAKIN' NAMES

N S S S S S P SN D S SN NN
In a large clearing near the end of the Woods, you're surrounded and
attacked by a large group of beasts. Just before they strike, a chortling
middle-aged man arrives and offers to help you kill the eritters. If you
wrn him down, you fight an army of six Goblins and two Gorgons.
“Turn him down a second time and you fight another wave of six Gob-
lins and two Gorgons. (Keep in mind that you don’t get & pause to heal
up between battles; all you can do is reply to the middle-aged n
Justsay noa third time and you fight a third wave of Goblins & Gorgor




_ Y BUTT, D TAKIV NAVES (CONT)

d Luna are at Level 10;
lly effective when all the monsters
uses the Tranquil Song 1o heal
he squishes the monsters like
. and can slay three enemies

aches under his heel: he’s at Level 99, with 500 HP (!
in a single round of combat

scolding if you accept the man’s help. but you gain
nce (62 XP per battle) if you fight without it, so
here’s a good compromise: make it through the first two battles by
yourself, then accept the man’s help for the third battle. You get the
XP for all three fights and make

SIONICTHIETZ APOLOGY ACCEPTED

After Ramus scurries out of the Woods, retum to Burg and walk back to your house. Ramus splits up with
‘you at the bridge and, after an :lll-hnrhnc! moment of humility, agrees to try and get through the Woods in
the moming. Enter the homestead and talk to Luna; Nall accidentally spills the beans and severely annoys
your gal pal. Talk to Dad about your travel plans; he sug-
ests you make up with Luna. Talk to-Mom and tell her
“I'm sorry...my mind is made up.” (or the other one—it
't matter) 0 receive cool 1,000, OF course
until you're

apologize for your
your good

na again an
d- -
10 her twice for a good laugh) f Alexs mom gives = AmM (o ‘beg ‘:‘ml
2 % by cery poney e g0 b
jeally go1oSleep. has..what a sucker!

Luna gives you
plenty of exper

buttons with his

foolish actions

SORTCHEGK DREAMS AND DOUBTS.-

< Luna and

In the middle of the night, Luna has a disturbing dream, wakes up,
and wallows in self-doubt. (Chicks...not only don't guys under-
stand them, they don't even understand themselves.) She then hears
i nd walks 10 Dyne’s Monument to find

2 a happy litle tune. Nothing relieves stress like play-
let me tell ya. After an innuendo-filled (not
ck to his

Alex blowi

ing with your flute,
really) conversation, Luggetums home and Alex gocs
hatnting music.

STORYCEIEEKS CONIFUS]ED CROONER

After Alex‘and Luna wake up and appear outside the house. ey s
1o Alex’s parents, then walk to the village entrance and l.\lk 0 » ""j_"“’n",s
Ramus. Return to the Weird Woods. where Luna busts out a se- BT i
lection of phat tunage to clear away the fog. Everyone’s extremely

impressed—except for Luna, who doesn’t know how her voice

was able to do it. The mystery dgqnn\ the plot thickens, and
Ramus gets embarrassiffely excited. .

SIORTHIETK WEIRD GUY IN THE WEIRD WOODS

As you approach the west exit of the Weird Woods. you'll meet (and <andiith
most likely fight alongside) a thickly bearded and casily amused also giveyou
adventurer named Laike, who bonds with all yallin front of a to serious cave of
fire, and leams about Alex’s ambitions to become a Dragonmast
But wheryou wake up in the moming, Lail '

his oldwhiff with him. (If you needed his help in battle, Luna scolds
you at this point.) ('nmik through the Woods and on 1o Saith.
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SOIGHEGK TALKING IS FUN .

‘Walk around the town you've worked so hard to reach
and speak to the citizenry. Of particular interest is the
blonde old man residin
on the west side of §
Four Heroes. There are also
throw themselves at Alex, and a house in the \nullr A “No,
west comer witha Imﬁ: chest. You'll be back to np\.u when we’
it Oh, yes, you'll be ver

SI0RNICHIECX CAPTAIN CHOWDERHEAD

Enter the dockhouse at the south end of town (conve
tly located next to the ocean) and talk to the Cap-
tain of the Hispaniola, a ship which routinely sails
between Saith and Meribia. The Captain did a very
bad thing: he gambled away the Sea Chart he needs
1o find his way across the ocean. (If he were a real
captain; he’d just use the stars to navigat
1o the harbormaster next;
the guy who won theyGhar, at the nurh\ drinking
establishment.

wi know A This locked chest pulls
about to read your sam down and

plot points.

A The harbormaster,
Chart, however, has 00 problem
i you how stupid the

happened 10 it

o

SORGHEG BEAT BRETT BAD

After talking to the Captain and harbormaster, go to
the bar (found just north of the dockhouse). Sho'nuff,
the infamous Bret is gloating from his cozy seat in
the northeast corner. Chat with the shifty fellow and
e to gamble by saying I reckon we will:" The
grizzled gambler chooses to engage you in a dramat
wame of...coin-flipping. Brett will beat you twice. no
matter what you choose, and win 100s from you each ©
time. After the second loss, Ramus deduces that Brett
i cheating, and asks to challenge him again.

A Buthe'll win both con-
s tests 0o matter whm g

hm\ml. et l\kl\p

Talk to the gloating Brett a second time and Ramus
offers up the Diamond as a bet...then shoves Brett
away from the coin and righteously busts him. The
humiliated gambler (who suddenly loses his accent)
s you back the Diamond and the 200s. Talk to him
a third time and he confesses that he traded the Chart
0 an old woman in the forest northwest of Saith. He
hands over the Fortune Cane and suggests you try trad-
ing it back for the Chart. After giving Bretta few muct
deserved pimp-sla 5.: the Saith Weapon Shop and

s deservedly A But you find out that
oats over his triumph the Sea Chant is in the
afer Brett i busted..  hands ookl hag.

upgrade your equi then leave town and hike
northwest to the Old Hag’s Forest.
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BOOBY-TRAPPED CHESTS!

~ N

e, 0 L
The Forest is the first time in the game you'll encounter
booby-trapped treasure chests: in this case. opening a
trapped chest summons one or two groups of three Killer |
Flies into the Forest. Of course. you might want 1o inten-

iy open th chests 10 fight mar citers and build mo’

A What coud be inside? & \\lu:ll» its a swarm

@zz2>__ TRAPPED LIKE A’(MAGIC USlNG) RAT

Onthe way tothe ot Hag’s .|hude, youfi gl someone L....Lh:
in one of the primitive traps on the pathway. Liberate the
prisoner and he fills you in on his personal deets: his name is
Nash, and he’s a third-year disciple of the University of Vane
with slightly chauvinist tendencies. Check out his inventory
10 find Mia’s Bromide 1, a pretty picture of Nash's non-
friend. (This is the first of several Bromides in the game—
and they only get better. we type with  lecherous grin.)

0 sed
clad chick (from the

Ty

> BOOBY-TRAPPED CH]ESTS!

DN e

S N I N N N N
The OId Hag is waiting for you on the second floor of her
humble home, but she doesn’t want the Fortune Cane; she
wants the Water Cane that Nash is holding. Ramus can't ¢

vince him to trade it for the Chart (although you should have
ortunately. Luna is more than per-
art, you talk to the
‘ane. No good

Hag three more time:
deed goes unpunished!

STORYCHIECKS

Return to Saith afer acquiring the Sea Chart; as you
enter town, Luna notices how busy everyone seems to
be. Return‘io the dockhouse and chitchat with the cap-
tain, who has another slight problem to share with you:

4 monster from the briny deep is eating his ship. Talk o
him again and say “Yes, we are.” to be escorted out to » i

the Hispaniola, whereupon the Captain and his crew A The Captain shares his A You quickly realize the
slip away like cold weenies. You can save the game just  latest personal crisis as Captain and his crew
before walking onto the ship, or even return to Saith if ~ ¥ou retum 1o Sith.  won't be helping you.
you've lost your nerve (wussy). Make sure everyone in

the party is at Level 11 or above (building experience in the Old Hag's Forest) before you confront the.
critter; anything less and the monster will most likely beat you like a redheaded stepchil
Herbs and/or Star Light 'd want (0 use in battle, give them to Ramus now. Also

have at least a few monw Iver in the bank, as you'll be making an important

soon,

ke i o o Gt 8
s in poor taste. (Heh.) backbone, man!

SEE MONSTER?




SIOIRICHIEC BEAT THE SALINE SLlMERl

LUNAR has a unique way of determining the strength of the big, bad bosses:
their combat stats (HP. A!u\ck Defense, Agility, Wisdom, En-

AL

gmlug\lunlullmyﬁ;«m mmnll/:rhuwmmhyw ‘power up” befor IxAL|
the Saline Slimer's “base stais” are: HP 80, Attack 2, De- AL
1 Misdoen 1, Magic Endurance AL

‘The base stats are multiplied by Alex's current level to determine the “final |
stats” Thus, if Alex was at Level 13 when fighting the Slimer, its final stats |
would bez HP 1040 (80 x 13), Attack 26 (2 x 13), Defense 13 (1 x 13).

and so oh. Confused? Then forget about the stats o Tocu on the sy,
ince it remains the same no matter how strong the bo

nce = IXAL|

Since the party doesn't have many spells yet, you don’t have very many o
tions in this very firstboss battle. Alex should use  regular attack in the first round (before Luna s blessed
him with the Caseade Song). then the Sword Dance unil he runs out of MP, then back o the
(or use a Star Light on him). You muld also have Alex cast the Vigor spell on himself if he's at
higher. Luna’s choi slightly trickier, since she has five songs to choose from. For the first round, she
1. it depends on the current sitbation. If onl
one’s hurting. use the Tranguil Song; i’
should cast Thunder Magic over and

ck and use items when they re necded. Before the battle, gAvtleus the
Star L lghl\ and Herbs to heal the others.

How the battle goes depends 4 lot on what the Slimer attacks you with. I

pnd Song on Alex. Afier
one character is really low in HP, use the Healing Song:
)n

s o ot o e Siver besls ot 100 P of damoge t e it

each furn! This means AR’ Sword Dance s the only

danage T (@8l can heal Which als means that IF AV 1 irappec 3
w:; the Mucus attack: You're screwed, dude or dudete.

STTOTRGHTEGIS BEAT THE SALINE SLIER (CONT.)

Whe the Slimer is doing

backward somersaults inside
the sticky ST, it preparing to deal two low-
damage slaps o one character

:;:.';; B Ma When the Slimer is simply
hock a salt- sloshing up and down, it's go-
water loogie 0 10 attack with Gelatin Breath, an explosive

of spitwad thatdocsseious damage 0 one chircer

e
saline solution, it'sabout
o g )
i e of i o el md e

be rc it spls e st A wigas aroud v
beeventually breaks fre characteris bound,
i bad when two are bound, WS usually fatal

STORIGHTECK LUNA'S DECISION? -

Having vanquished the Slimer and saved the ship. you hand over
the Sea Chart and win a free trip to Meribia. When you get control
of Alex, walk south and tlk to Luna for a dose of heavy drama; she
decides (o stay behind and return to Burg. The sereen fades out and
fades in again 10 show Alex, Nall, and Nash setting sail the next
moming. But as the Hispaniola starts to move, Luna changes her

oo i ~ mind and decides to come along afer all. She leaps across 10 the
o s g ';":"l:. Ao she decides s ship and s dragged abourd by Alex, who dislogsles his
%, i e ot Shoulder inthe process. Wi he won't do for




You've saved the Hispaniola from destruction, and you're about to set sail for the Katarina
~ Continent. You're also on your own (shameless plug imminent)...unless you buy the
LUNAR: Silver Star Story COMPLETE Official Strategy Guide! Not only does our
humble book feature a complete full-color walkthrough, but it also features. ..

Animechecks! Transcriptions of every delightful word of spoken dialogue in
LUNAR’s spiffy animation sequences.

Retrochecks! Nostalgic highlights of the many differences between the classic
and newfangled versions of LUNAR.

Boss Strategies! Learn all you need to know about LUNAR’s strongest
monsters—every attack they’ll use against you, and every tactic you'll use to defeat them.

Bromides! biscover how to collect all the portraits of LUNAR’s lovely ladies.

- Interviews! Words of wisdom from the creators of LUNAR that you won't find
*on “The Making of LUNAR™ CD, because those guys at Game Arts really like to ramble,
and we can’t distort the space-time continuum to fit it all in a 30 minute documentary.

! .
SthkerS! Two full pages of Memory Card and character stickers. Trade ‘em with
your friends! Put ‘em on your wall! Just don’t use ‘em as Band-Aids!

Poster Offer! Explicit details on how to get your grubby little hands on an
exclusive (and absolutely free) LUNAR poster.

To order the LUNAR: Silver Star Story COMPLETE Official Strategy Guide, drive
yourself to a videogame store near you, call Working Designs at (530) 243-3417, or visit
our website at http://www.workingdesigns.com.




