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SO BEGINS THE
~ PALADIN'S QUEST

e ]

In ancient times, the

highly advanced society

of Reiyold mysteriously
disappeared. Bizarre forms
of machinery were all that
remained of this great city.
Since then, eight wise and
mystic Spirits were discov-
ered among the rubble.
Upon these ruins, a Magic
School was constructed. |
Here, great wizards study
the Spirits, trying to unlock
the secrets of their magic,
the key to power remaining
just out of reach.

Nearby, in the small town of Reiyold, great magic
potential was found within the mind of a small child
named Chezni. With much joy and some sadness.
Chezni’s mother sent him to attend the Magic School.
Having a natural talent for magic, Chezni quickly
became one of the school's top students. However, he
will soon learn that having a "special gift" may some-
times do more harm than good.

Far away, on the me=
southern continent of
Lennus, the evil dictator
Zaygos has finally com- |
pleted his plan for over- &
taking the northern con-
tinent, home of the Magic o
School. Unknowingly, Laes
Chezni embarks on a [&
dare that will bring
about the demise of all
life as he knows it.
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* LENNUS WORLD MAP = @Thblu
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The land masses of Lennus are split in two by the
mighty Equator Rivers. The continent of Naskuot lies to
the north, and Saskuot to the south. Ten tribes dwellin
these lands, and they meet in peaceful trade as

often as they meet in violent battle. Naskuot
isarich farming country, while Saskuot 0.
has only poor soil. Born in Naskuot, -
Chezni will sometimes face-antago-
nism in the south.
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QUEST CONTROL

During the gﬁme, vou will mainly play in two screens,
the Field Screen and the Battle Screen. The controls
work differently in each one.

= Field Screen Controller =

In the Field Screen, use the o

controller as described here 31 e E%
and en Page 9. To change a -

button's function, see"SYS" on - 7
page 13. The buttons are de-

scribed here in their default i~ S
setting. % & o

A BUTTON

In the Field Screen, to talk, land
the spaceship, examine places
and objects, or take other ac-
tions, push A Button.

A\

B BUTTON

Tocancelacommand,you To check mag::s when you
must push BButton.Press- are in the Field 5creen,
ing B to answer a yes-no press Y Button.

question. automatically ¢

means "No."

When you want to enter
the Command Window,
push X Button.

=BatTle Screen Controller =

On the Battle Screen, you will primarily use Control
Pad to take action. Below is an explanation of how the

Controller works.

CONTROL PAD

In battle, use Control Pad
like this: Push up for op-
tion #1. Push right for op-
tion #2. Push both down
and right for #3. Push
down for option #4. Push
both down and left for
option #5. Push left for
option #6.

A BUTTON

To choose the option to
the right of the curser,
push A Button.

The L, R, Start, and Select Buttons
will not be used in this game.

B BUTTON

Press B Button to cancel a
command and return to
the previous one.




BEGINNING THE GAME

e .

At the start of PALADIN'S QUEST, you can watch a demo
about the characters or return to an earlier game.

Mode Selecrion

Tobegin play, insert the Game Pak into the
control deck and turn onthe power. When
the screen appears, select oneof the modes,

If you are playing for the first time, or want to begin a
new game, select New Game. To do this, move the
cursor to that mode with Control Pad and push A
Button. You can then choose to change thenamesof the
main characters, Chezni and Midia.

[ CHANGE NAME

Lise Control Pad to move the cursor to a letter,
then push' A Button. Push B Button to cancel.

You can save up to four games,
To return to one of them, select
Continue mode. A list of the
saved games will appear. Move
the cursor to your game with
Control Pad and push A Button.
You will begin the game from
the point whereit waslastsaved.

A\

If you do not select any of the
three modes, or if you choose
Demo, you can watch the story
of Lennus unfold and see the
main characters.

Game Over

When you lose all the mem-
bers of your party, the game-
will end. The Select Mode
screen will then appear, and
you can choose one of the
three modes: New Game,
Continue, or Demo. If you
have saved your game, or if
you want to return to a pre-
vious game, select Continue,
The game chosen will open
at the place where you last
saved it. Or, if you want to
start over from the begin-
ning and try a different
strategy, choose New Game.

Save Game

You can always save your
game at a Hotel. You can
saveinother placesthrough-
out the game, such as in
cavesor laboratories, but this
happens randomly--don't
count on it.

/N




THE SCREEN

You will automatically switch between Field Screen
and Battle Screen as you travel and meet enemies,

e | HE Fi€ld ScRreeN

Press X Button while you are in the -
Field Screen to bringupthe Command L
Window. In this window, you can

choose one of six options: EQP, STR, _

RANK, EXIT, MGC, and SYS.

g " —Z. :
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When you select EQP, four more options appear. Move
the cursor to the one you want, then press A Button.

Select characters to use their
equipped itermns. If the item you
want is not equipped, choose liem
Bag. You can use items directly
from the ltem Bag.

Sell or throw away the items you
do not need,

TouseWeapons, Armor and ltems
in combat, choose them here. Yol
can only do this for Chezni and
Midia.

S -y —

Put the cursor on an item, push A
Button, use Control Pad to move
that item, then push A Bulton again.

Chowose this option, then pick a character and push A.
Two new options appear: ABILT and MAGIC.

ABILT

This shows you the weaponry and
iterns of a character, as well as his
or her status.

MAGIC }--

Select this to check a character’s
Spirit Meter and spells. Pick aspell
and push A Button to see its effects.

/A

The front member of your party faces the worst of
enemy attacks. Use this option to move the person with
the most HP to the head of the group.

To send away a mercenary, select this command. Use
Control Pad to pick that person, then press A Button or
the button you have chosen.

Select Use to cast spells or choose Order to rearrange
them. You cannot rearrange spells when you arein the
Battle Screen.

ey 1
_ [os]

Selectthis option, then the person - Rearrange the spells by using
who's spell you want to use, then  Control Pad and A Button.
the spell.

i

Select this option to change message speed; 1 is the
fastest, Also choose System to change the functions of
buttons. What this meansis that you can change what
each button does. For S . .
example, you can make
B or X or Y the button
you use to perform the
activities normally
done by A Button.
Modify the buttons ac-
cording to the options
provided.




m———The BaTTle SCREEN

When an enemy approaches, the Field Screen is re-
laced by the Battle Screen, as shown in the photos
low. Now you will mainly use Control Pad.

The Field Screen

The Battle Screen

e |i__"‘-."
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ACTION WINDOW

Before any action occurs, you must decide what you
will do. Four options are offered: SPELL, DEFEND,
WEAPON, and RUN. Choose one.

This presents the list of spells
available. The ones with green
letters are useless for attacking.

DEFEND

The character will concentrate
more on defense than offence, to
reduce damage by half.

____.| WEAPON }

Select the weapon or item you
want. It can’t be used unless it was
chosen under EQP,

Use this option if your party has
low HP or an injured member.
Escape is not guaranteed.

Enter battle commands for all characters. When fin-
ished, you must confirm your choices. Pick No to make
changes. Answering Yes begins the fight, and you can't
change anything until a round ends.

IDENTIFYING SYMBOL

TheHP countforeachcharacterappearsat the bottomof the
Battle Screen. Getting wounded or casting spells uses up HP.
When someone is affected in the following ways a symbeol
identifying the injury replaces the HP count.

POISONED |

When a character has been poisoned, he or she will
lose some HP for each step taken after a battle,

— | coNFUSED |}
CDNFUS%EJ

This is a dangerous malady that causes a character
to brutally attack friends as well as enemies.

—— PARALYZED |

Youean restore a person who has been paralyzed
only by using a special item or by casting a spell.

— SWALLOWED |

A swallowed character can only be freed when the
responsible enemy is defeated.

Only magic inflicts this damage. Recovery comes
naturally, but slowly. Remedy the condition.

— UNCONSCIOUS |

This injury takes all of a character’s HP. You cannot
restore that person until the battle is over.

/A




IMPROVING BATTLE
SKILLS

mmi

To defeat the monster, and then challenge Zaygos and
win, Chezni and Midia must develop their skills.

Abiliry

As a character defeats enemies, his or her experience
ints increase. Once the points reach a certain num-
r, he or she will Level Up to a greater degree of skill.

The Level Up improves a
character’s abilities (de-
scribed below), Chezni
and Midia must fight of-
ten to Level Up.

— | POWER

This measures a character's Attack
Power without counting any
Weapons-or ltems.

e
sl

Here you see the natural speed of
a character. This alse doesn’t
include either Weapons or llems,

This indicates a party member's
defensive capabilities without
Armor or Shield.

MLucK |——

Having a lot of Luck helps a
character avoid enemy attacks,
improving the chances for survival,
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ATTCK |———

This is the measure of a party
member's Attack Power including
WEAPONTY.

DEFEMSE

Look hereto see a person's defense
ability with Armor and Shield.

ATTK SP

This demonstrates lhe character's
agility with ltems or Weapons,

/N

Spirits
By combining the eight 5pirits, you can
create 37 different spells. You can't use
a Spirit to cast spells unless you have
the proper book. The power of a spell
will increase each time it is cast. The
E]rlt‘i are: B-Earth.®M-Water EB-Fire, m=5k},r .—Light
=Air, B=Heart, and EB=Sphere.

TOWNS AND VILLAGES

ﬂ
Visit every town and talk to the inhabitants to learn the
latest news. Each town has the following establishments:

One way to recover from injuries or save the
game is to stay at a Hotel The amount

charged differs at each Hotel, but it's worth the cost.
Everyone in your party will fully recover their HP.
TOOL HOUSE

The Empriemrs don't accept trades, but they
will buyitems you no longer need. You must
pay for new items.

LEARNING CENTER

In these shops you can purchase the Books
of Spirits. Each store offers two books.

WEAPONS AND ARMOR STORE

You should sell old weaponry here, and
upgrade. Look around carefully for new

things to buy.




‘SOLDIERS OF FORTUNE

The maximum number of people in
your party is four. Usually, two are the
hero and heroine, and you can hire two
mercenaries. Sometimes Midia must
leave to look after her parents. Youcan
replace her with a third mercenary.

I:l e D Power !:I_.::..L.uck |:I ...Defence Power
D ...Eupe:-izu'.n:eI:l - Spead - Artack Power (B ..
- ...Hit Paint ! ...Enduranr_-elzl ..Spirics o e 5 *_3,:'"

Slaver

originally carried,

23415 |

You cannid give weaponry or llems to soldiers, nor can yousell what they




QUEST CLUES

B

As Chezni and Midia search for the monster, and later
go after Zaygos, they will need to look for help in
strange places and collect anything that looks useful
Each must quickly build experience.

Be Fmendly

Takeevery opportunity totalk
to people. If at first they are
difficult, don'tgive up. Ask your
questions two or three times.
Some people who give you one
answer may change it the next
time you ask. Be very careful A
with the irritable people of Saskuot. If you feel lost or
without direction, go back and talk to more people.

Save The GAME

When all of the members of
your party lose their HF, the
game will end. When you
Continue, you start at the
point where you last saved,
so try to save often. The en-
emies you face in the dun-
geon are fierce. They can
wipe out your whole party.
Save the game before de-
scending into this ancient;
man-made cavern of night-
mares,

A\

e WeEApONS ANd ARMOR =

Upgrade the weaponry of
everyone in your group
whenever possible. The price
of armor, items, and weap-
ons increases as does their
power (see the poster). Pro-
tective armament can work
like spells or items when it is
used ina battle. Forexample,
the Fire Shield will shoot a
fireballjust like the spell FireS,
and the Svn Shoes will in-
crease i'nur agility just like
the spell, SPUP.

Healing PnTsz

When far from a Hotel, the
party must rely upon Heal-
ing Potions to recover HP.
Each of the four Potions has
its own special kind of bottle.
The Potions have different
effects, as described in the
Items section of the poster.
You canrefill Healing Potion
Bottles at Items Shops, so be
sure to do so before ventur-
ingintothecountry. Youcan-
not use a Potion in battle
unless the bottle is equipped

at your belt.
L2\




ROUTE

Search the town of Ratsurk
for a clue,

Take time to visit Rester
Island.

Let yourself be captured by
the Resistance.

Spend time in the town of
Conshiuto.

Camp out at the famous
Skuruu site.

Find and climb Denebra
Mountain.

Wander about the town of
Hagudo for a while.

Be a tourist in busy Karon
bW,

Do not miss the Tower in
the southwest,

Go see the hideout of the
Resistance.

In Jurayn you will find
something of interest.

Doubor has much to offer
those wha visit.

Take time to look around
the town, Koki. .

Carefully study the Palace
in the south.

Explore the rooms of the
Castle of Zaygos.

Irthe Tower, try tofind Noi

Go to the Equator and
locate Daphne,

Meet Strabo in the cave of

Dragon Mountain. Giren.

The town, Barsas, should Take heartand descendinto
not be passed. the Dungeon.

Explore the sacred place Receive new lessons at the
east of Barsas. Magic School.

You will find Rekuon town Wisit Chezni's hometown,
by the Rope Metwork. Reiyold.

Show your respect at the Take passage outto Dasdan
Throne of the Masters, Island.

Return to the Equator to
seek inspiration.

Locate the Unknown Island
afloat in the ocean.

Find a path through the
Labyrinth of Crystal,

Climb into the ancient
machine, Dal Gren.

In Misuto you will obtain
valuable information.

Search the cave that lies to
the east of Misuto.
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90-DAY LIMITED WARRANTY

F0-DAY LIMITED YWARRAMTY:

Enix America Corporation (“Enix’) warrants to the original purchaser that this Enix
Csamne Pak ("PAK™) shall be free from defects in marerial and workmanship for a

peried of $0 days from date of purchase. If a defect covered by this warranty
oocurs within this 90-day warranty period, Enix will repair or replace the PAK at
its option free of charge.

Te receive this warranty service:

I

DO WOT return your defective Game Pak to the rotailer.

Z

Mortify the Enix Consumer Service Department of the problem requiring warranty
service by calling: (206) B&6|-4927.

Cur Consumer Service Department is in operation from | 0:00 AM.to 5:00 P.M,,
Pacific time, Monday through Friday.

3.

If the Enix Service Representative is unable to solve the problem by phone, he will
provide you with a return authorizadon number. Simply record this number on

the outside packaging of your defective PAK. and return your PAK FREIGHT
PREPAID AND INSURED FOR LOSS OR DAMAGE together with your sales slip

or similar proof-of-purchase within the 90-day warranty period to:

ENIX America Corporation
2672 | 515t Place N.E.
Redmond, WA #8052-5522

This warranty shall not apply if the PAK has been damaged by negligence, accident,
unreatonable use, modification, tampering, or by ather causes unrelated to
defective materials or workmanship.

WYARRANTY LIMITATIOMS:

ANT APPLICABLE IMPLIED WARRAMTIES, INCLUDING WARRANTIES OF
MERCHAMTABILITY AMD FITHESS FOR A PARTICULAR PURPOSE, ARE
HEREEY LIMITED TC 90 DAYS FROM THE DATE OF PURCHASE AMD ARE
SUBJECT TO THE COMDITIONS SET FORTH HEREIM. 1M MO EVENT SHALL
EMIX BE LIABLE FOR COMSEQUENTIAL OR INCIDEMTAL DAMAGES RE-
SULTIMNG FROM THE BREACH OF ARNY EXPRESS OR IMPLIED WARRAMTIES.

The provisions of this warranty are valid in the United Stazes only. Some states
do net allow limitations on hew long an implied warranty lasts or exclusion of
consequential or incidental damages, so the above limitations and exclusion may

notapply te you. Thiswarranty givas you specific legal rights and you may also have
other rights which vary from state to state.

A\
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ENIX AMERICA CORPORATION
2679 151st Place MN.E.
Redmond, WA 98052-5522
Game Counseling Line (206)861-4927
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WEAPON

ATT ... ATTACK POINT  SPE ... SPEED
DEF ... DEFENSE POINT  USER ... PERSON WHO CAN USE THIS ITEM

NAME ATT | DEF | SPE | USER COMMENT NAME ATT | DEF | SPE | USER COMMENT Cosmomt (helmet) | 0 [ 177 | 0 | 1/2 |None USER LIST
Kn (knife) 2 | 0] 0 | 12 |Youwil begin with this weapon. Lth (leather) 0 |10 | 1/4 [Nore Ang hl 0] 9] 0 | 1/20 [None Iy K 4 Ve
Dagger 4 | 0| 0 [1/2/5 |None Light ar (armor) 0 |1B]|0 1 |None Com mt 0 | 12| 0 [7/10/26]None 3 Duke I8, Fastio
Bow 6 | 2 | 0 |1/2/4 |None Lightdrs(dress) | O | 15 | O | 2/9 [None GH orn o] 3] o0 8 |None : :'::::r g: g;r:‘nr
Pickaxe 7 ] 0| 0 [1/6/1 |None Mid ar 0 |19 | 0 [1/13/14 |None Face mk (mask) 5]114]0 21 | Children should wear this helmet. & e 2l
Light swi(sword) | 10 | O | O 1 None Mid drs 0 |18 | 0 | 2/17 |[nNone Flm mt 0| 1] 0O 23 . |None g. %ill‘ld g‘s‘ E:'::can
Mid sw 1] [ e 1 |None Heavy ar 0 |22 | 0 | 1/15 |None Soa'scr ol 7] 0 30 | You can shoot lightning at enemies with this. 10, Fiery 25. Chen
Bmg (boomerang)| 8 0| 0 | 2/13 |None Powdrs 0 |21| 0 2 |One member can recover 300 HP with this. Wing h 0| 12| 10 29 |None :'l g:;f ig 2:::‘;
Gauntlet 13 | 8 | 0 | 2/17 |This will increase your Defense Power. Uniform 0 |12 ] 0 1/3  |Wear this to school to learn magic spells. : ITEM —— e : ‘3‘._ g:r;nw gg._ PN::;
Heavy sw 20 0 [ O | /15 |None Sacrdrs 0 |12]0 2 |None _d H 15. Slayer 30, Hawk
Pwr bmg 20| 0 2 |None St rb (robes) 0 |27 |0 2 [None 2 g NAME COMMENT NAME COMMENT
Aybrosp(spear) | 25| 7 | O 1 None Dremdrs 0 | 31 | O | 2/24 |Wear this to immobilize your enemy. Medicine The one using this will recover HP. Earth cd (card) | improves your skill with the Spirit of Earth.
Sword st (staff) 18 0 0 2 None Stormar 0 58 | 0 1/21 _|This is a rare and ancient form of armor. MiniBl (bottle) | This restores 300 HP to one person. Water cd Improves your skill with the Spirit of Water.
Btl ct (cutter) 16 0 0 [2/14/18 | You can attack a group of enemies with this. Bib 0 49 | 0 |[1/2/22 |None HighBl Db person Tecovars 800 HP with this. Fire cd {riioves yiour ekl with Hhe Spiit ot Fire:
Mgt . 28 | 16 | O |1/2/6 |None Adultcl(clothes) | ? | ? | ? ?  [None MegaBI The user of this recovers all HP. Sky cd Improves your skill with the Spirit of Sky.
Life wh (whip) 351 0 0 | 2/24 |increases your HP by half the enemy's damage. Korru ar (present)] 0 |29 | O 1 Many legends are told about this armor. GigaBl This restores HP completely to all members. || Light cd It oes o sl it tha SErTof Light
Wind sw 38 | O | O | 1/21 |Get this toattack twice in one round. Kormuar(past) | 0 [60 | 0 1 [You can find this armor in the past. AntBl Sivs Fbon bt Batalyals WIh BHis. Hviied mproves your akillwith the Spirit af Heaver,
HST _ 80 0|16 121 |None Sph jown 0 42 1 0 1/2 | This works like a key in some places. BombBl Uné #his X0 Heatrly enemise. Hoart cd rorcires You okillwith the SHATST Fleart.
Gomutai £l o I ? | Thisisavery hard-to-find sword. Cosrao cl 0 144 | 0 [ /2 |OnepersoncanrecoverHPcompletelyinthese. Fldor (door) | This willhelp you leave a dungeon. Sphcd Improves your skill with the Spirit of Sphere.
Tonfa 5 0 (4] 12 Use this weapon if you practice martial arts. Ang ar 0 |28 |0 20  |None Homador Warp 1.2 place yourve alksady visited. Toole Yol will nead Bilk o fepai samething:
Kormu sw (present)| 40 | 0 | O 1 | This sword is the subject of many legends. Fly jt: (iacket) 0 | 1B ]2 5 [None Proball T L e e e e Mao e
Kormu sw(past) | 85| 0 | O 1 You will find this sword in the past. Wor¢ cl 0 |14 | 0 | 6/11 [None S Vi e A Noviex i o s teraoe
Para kn 3 ]0]0 2 | The enemy is paralyzed by this sword. Comcl 0 |29 | O [rwimeizsie|None P-fa0es~ 11| 1 ;| Tivs wil mprove your Luck. Stf gubo By s sl Tathis:
Pray st 30| 0 0 | 2/20 | This ciub will banish nearby evil spirits. Body drs 0 10| 0 8 Only women may wear this powerful armor. Bitenre ::_ri', Y our Wength increases with this. Ulnie_|| Actor Cl(CIOTh] | This changes a person into a vaudevillian,
Sph sw 50 0 0 2 You can use this like a key in some places. Raincl 0 16 0 16 A member can recover 300 HP wearing this. Ssweat This item will raise your HP. Natrec Mouth , a soldier, has this.
Psych bm (beam) | 40 0 0 1/2 None HTHcl 0 17 0 12 Martial art masters wear this type of armor. G milk This boosts your Strength. Sct msg ':I"I"IESS&QG] Get this from the resistance members.
Flame th (thrower) | 50 | 0 | 0 | 1/28 | Attack all enemies with this flame thrower. Ener cl o fer B ) 23 | One member can recover 800 HP wearing this. B Tth (feather)  [Vou Agiity is moreased by this. Glis Ao/ s Coraite has Wi,
Rgn sw 88| 0 0 1 None Soa's ar 0 |49 | O 27  |Apersoncanrecover HP completely with this. B e B ronrene LG S L
Tdr sa (saber) 701 0| O 1/2 | This fires bolts of lightning at all enemies. Bat c| 0 |49] 0 29  |None MAGIC SPELLS =l " ronaroirorora I . o ; Fre 6. gl;;;lere
Pht cn (cannon) 20 0 0 1 None Powszr rb 0 54 | O 30  |The Attack Power of wearer increases. .. FOR DEEENSE 4. Air 8... Water
Ang sw 391 0] 0 20 | None Actcr cl 0 ]0]0 18  [These are specially made for vaudevillians. NAME Bl SPIRITS EFFECT OF EACH SPELL
Club 1 0 0 3 None f =—— FireS 12 2 Use this to attack an enemy with a fireball.
Wh 6 0| 0 3 None hd SHO ES w FireG 18 2/7 This spell throws a fireball at a group of enemies.
Shovel 5 0| 0 6 | Amining worker is skilled with this weapon. NAME ATT| DEF| SPE | USER COMMENT FireA 28 2/4 Cast this spell to crisp all enemies with a fireball.
Com kn 12 0 0 T You can damage a group of enemies with this. Toe bt (boots) 0 2 2 2 None BoltS 18 5 Use this to attack an enemy with lightning.
Blkjack 30| 0 0 7 None Short bt 0 3 | 3 |12/4/6/1| None BoltG 24 5/6 This spell shoots lightning at a group of enemies.
Compact 110]0 8 |None Midcle bt 0| 3| 4 |1/2/17 |None BoltA 28 4/5 Cast this spell to electrify all enemies with lightning.
Psn nd (needle) 0 0 0 10 Use this on an enemy to paralyze him. LOHQ bt 0 4 22 |1/2/%4/%5 | None BreakS 24 6 Use this to attack an enemy with a whirlpool.
Glow bow 15 0 0 | 2/16 | This will damage a group of enemies. Knife bt 10| 6 5 | 1/26 | Wear these to increase your Attack Power. BreakG 30 6/8 This spell rolls a whirlpool at a group of enemies.
Demon wh T 0 0 18 | This will damage a group of enemies. Mesh tg (tights) 8 6 6 2 These also improve the wearer’s Attack Power. BreakA 36 3/6 Cast this spell to drown all enemies in a whirlpool.
G tree 15 0 0 19 This will damage a group of enemies. Whndr sh 12 7 8 | 2/24 |nNone Storm 100 7/8 A blizzard engulfs your enemies when you use Storm.
R crag 32| 0 0 19 |None Sh soles 2 2 5 [1/2/22 | None Heat 95 2/6 This spell will bake your enemies in a heat wave.
Seed sw 701 0] 0 22 | This is a good weapon for children. Lth sh 0 3|6 | 72 [Nore Bury 10 /4 The better your skill, the more enemies this will bury.
Z eraser 40 0 0 23 You can attack a group of enemies with this. Sph bt 0 12 12 2 These shoes work like keys in some places. LStorm 120 4/8 Cast the L Storm spell to stir up a lethal tornado.
Giga sw 60| O 0 27  |None Grvty bt B 1| N 1/2 | The Attack Power of all members increases. Crush 130 3/7 Attack one or more flying enemies with Crush.
Eng bm 50 0 0 28 None G heels 2 3 5 8 None DeathS 20 3/5 Use this to create a black hole to suck in enemies.
Eng dra [drain) 20 0 [s] 28 This will damage a group of enemies. i1 hasls 5 0 7 9 Nore Biow up &0 Z/5 This dynamite spell causes a powerful explosion.
Blood wh 45 | 0 | 0 | 2/29 [None [Com bt 7 | 6| 5 |10/27 |None DeathA 5 2/8 Still the hearts of all your enemies with Death A.
Blow agn 25 0 0 10 MNone Al"lq bt 7 7 1] 20 None _S-p_irit 250 18 This spell summons the power of the eight Spirits.
Msl (missile) 60| 0O | O 28 | This will damage a group of enemies. Svn bt 7/ 81| 0 21 | These increase the Agility of all members. B 60 5/8 Cast the Daze spell to confuse the enemy.
Bow gn {gunll 65 0 0 29 This is a more powerful weapon than Arrow. Comisk ':5{3“(8} 0 8 7 [1/2/23 | None Freeze 24 7 Immobilize your enemy with Freeze,
Handbag 1 0 0 8 None Wood bt 0 1 0 12 | None mwn 60 6/7 DF Down drops an enemy’s defense.
Sing st 00O 30 | You canimmobilize your enemy with this. Iron bt 30| 0] o0 12 |increase your Attack Power by wearing these. TakeHP 2 2/3 Use this to steal the enemy’s HP for yourself.
Razor 9 | 0] 0| 17 [None Cosrio bt 0] 9110 2 |None STup 70 1/6 This increases the Attack Power of one member.
Life Cor(corsage)| 15 | O | O | 2/24 |One person completely recovers HP with this. E 7] HE L M g SPup 32 17 SP Up improves the Agility of one member.
4 e o m 55 8 Cast DF Up to strengthen your party’s defense.
| SHIELD/ RING i—— NAME __ |ATT|DEF|SPE | USER COMMENT Wall 70 1/8__| Collup a powerfl shield with the Wallspe.
Lth h (hat) 0 4 0 |1/2/4/27 | None MGwall 40 a/7 MG Wall reduces the strength of enemy spells.
NAME ATT | DEF | SPE | USER COMMENT Ht (helmet) 0| 5| 0 |1/6/11|None ATback 30 3/4 This spell gives half of your damage to the enemy.
Wood sh(shield) [ 0 | 9 [ O 1 | None Powsrmet 0 6 | 0 [1/18/15 |None AT S 1 12 Draw enemy attacks to yourself with this spell.
Light sh 0| 12| 0 1 [None Hair orn lornament)| 8 | 14 | 0 | 2/24 |None MGdown 50 5/7 Nullify enemy spells with MG Down.
Fire sh 0O B[ 0 1/14 | Shoot a flame from this at one enemy. Rage ht ol 23 o 1/2 [Lightning from this blasts an enemy group. AntiPS 4 1 AntiPS counteracts the effects of poison.
Evil sh 0ol 21] O 75 A whirlpool pours out to suck down one enemy. Sun hl ol 221 o 1 This lashes a group of enemies with flame. Heal up 8 1/5 Cast Heal Up to cure immobility, paralysis and confusion.
Good sh 0 | 51| 0 | 1/22 |Thisis best used by a child. Kornuht (present) | 0 | 10 | 0 1 | Agreat many stories are told of this helm, DeathP 100 13 This restores everyone's HP, but knocks the user out.
Gabni sh 0 | 52| O | 1/23 |Heals immobility, confusion and paralysis. Kormu ht (past) 0| 25| 0 1 | Time warp back to find this special helm. Warp: 80 4/6 Use this to warp to the last place you visited.
Rft sh 0] 31| 0 1 You are protected from enemy spells by this. Learn h 0 3 0 1 You can find this at the Magic school. Escape 100 4 The Escape spell gets you out of a dungeon.
Anq sh 0 24 0 20 None Fth h 0 4 0 1/5/9 |None Peace 60 3 Peace prevents weaker enemies from bothering you.
Sphring 0|30] 0 2 | Use this to attack the enemy with lightriing. Sph 3r (crown) ol 18] 0 2__| This helm will work as a key in some places. Hire 150 3/8 Cast the Home spell to recall old members.

Abbreviation codes: ar (armor), bl (bottle), bm (beam), bmg (boomerang), bt (boots), ed (card), ¢l (clothes), cn (cannon! cor (corsagel, cr (crownl, ot {cutter), dor (door), drs (dress), drw (drain), fth (feather], gn (gun), go lgown), h that), bl
{helm), ht (helmet), jk (jacket), kn (knife), Ith {leather), mk {mask}, msg (messagel, mt (met), nd (needlel, orn {ornament), rb irobes) sa (saber), sc (scales), sh {shield), sh {shoes), sk (spike), sp (spear), st (staffl, sw (swordl), tg (tights), th {thrower), wh

Abbreviation codes: A:alllentire), S:single, G:group, P: player (member of team),
HP: hit poim, ST: strength, SP: speed, DF: defense, MG: magic, AT: attack, PN: poison.
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