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SETTING UP 

,__ 
~~ 

-- .......... -- ----
=-~ 

Memory cards 

SetupyourPlayStatiofl'9gameconsole 
according totheinstructiOnsinits 
lnstruction Manual.Makesurethe 
power is OFF before inserting or 
removing acompactdisc.lnsertthe 
GRANDIA"" DISC 1 and close the disc 
cover. lnsertagamecontrollerandturn 
ONthePlayStationgameconsole. 
Followon-screeninstructions tostarta 
game 

To save game settings and progress, insert an optional Memory- Card Into Memory Gard slot 1 or 2 
oftheP!ayStation• gameconsolebelorestartingplay.Voucanloadyoursavedgamesfromlhe 
same card, or from any Memory Card containing previously saved GRANDIA"" games 

Although you can play GRANDIA"" without a Memory Card, you will not be able to save or load 
your oames. We recommend using a Memory Card. 

Nore: For more inlDrtmrton, see f}dge 1, "load Game" and page 29. ·savtng Your Garo,.· 

Getting Started 3 



CONTROLS (DEFAULT) 

·-----~ llll/TTON ' ' RllUTTON . . 
~""1CIIG •o><Y b..llllTIIII 

SEIEI IIIITilll .;!:. O ll/TTOII 

f!NITIUTTOII -- XIIUTTOII 

..=:.~~~ □ ~TTllll 

Lffiffl'.);IIIGl(fmtl( 

~ 
Youmayhaveacontrollerthat 
lookslikethls.1fso,please 
lollowthedigital instructions 
outlinedinthlssectlon.Thisisa 
digital controller and ls 
compalibleonlyindigitalmo<le. 

• The Left and Right Sticks of the DUAL SHOCK"" analog controMer are functional ollly when the 
LEO is ON (Ill). Press the Analog mode switch on the controller to toggle the LEO ON/OFF. 

Menus 
Startbutton .. . .. .. ... . .. .. ... .. Startgarne 
Directional Buttons/leftSticil'. . Move highlighter 

Xbutton .. ...... . ... . ........ . Entercommands;Startgame 
e button .. Cancel commands 
LI /RI buttons . . .... .. .. .. . .... . Toggle pages 

NOii: When usinQ rhll DUAL SHOCX"' anaJoo confl{)/Mr, rou can tum rhll 
vibration function ON/OFF from the Options menu. SH ~ 8, •Opllons. • 

4 GettingStarlfd 



Xbutton 

• button 
.o\. button 
■ button 

Xbutton . 
• button 
.o\. button. 
■ button(hold) 

L1/R1 buttons (hold). 
L2/R2 buttons (hold) 

.Move character 
LEFT/RIGHT rotates screen; UP/DOWN zooms in/out 

. Open or close TownScope 
Display in-game Option menu 
Talk to characters; Examine objects; Activate in-game 
icons including DungeonScope; close 
DungeonScope 

. Make character run (use with Directional Buttons) 

. Display Field Command screen 

.Zoom in 

. Rotate screen to lefVright 

.Togglecompassdirection(functiona1onlyin 
dungeons;non-functionalintown) 

Move cursor 
Enter command 

. Toggle Tactics Play Fair command (see page 54) 
...... Cancel Tactics command in progress 

. Execute Look command 

. Switch from HP to SP display 

. Switch from HP to MP display 

GettlngStarted 5 



STARTING THE GAME 

. .:..~-
,, r , • ·---~ 

-
6 Getting Started 

Shortly after you turn on your PlayStation- game console, the 
GRANDIA"' Title screen appears. Press the START button to 
display the Main Menu 

Use the Main Menu selections to start a new game, load a saved 
game or access theOptionsmenubeforestarting play. 

Highlight your option selection with the Directional Buttons or 
Left Stick and press the START button or the X buttoo. 

Clianging Discs 
During play, when you complete DISC 1, a ~Disc Complete~ 
messageappears,lo!lowedbyasave113mescreen.Besureto 
save your game (see page 29, "Saving Your Game") 

Then press the OPEN button on the PlayStatione game console. 
remove DISC 1 and insert DISC 2. Close the disc cover and press 
the RESET button. Once the title screen appears, press the X 
button tocontinueyourgame 

Stopping Plai, 

Before stopping, be sure to save your game so that you can 
continue play later. 



NEW GAME 

LOAD GAME 

Startplaylromttlebegiflningolthegamewithfreshcharacters. 
MopeniogmOYieintroducesttieadvtlnture. 

Nota.You~nnotskiprhllopl()/ng,nov;,. 

~-------- Playinglime 

MembersollheParty 

Disc Number 

load and resume play on a saved game. With the Directional Buttons or Left Slick, move Ult! 
highlighter LEFT/RIGHT to select either Memory Card slot 1 or 2. Move the highlighter UP/DOWN 
toselectthesavedgametoload. ThenpresstheXbutton. 

Highli(jht YES after the conlirmation messaoe and press the x buttoo. 

Note. To load 11/,111¥, you must u~, Memoty C,rd ronlalninD, previously SJVttl {Pml. for mo,f/ dtlaifs. -

pa,(Jt29,"5avirlgYow6'""'." 

GsttlngStartH 1 



OPTIONS 

8 Getting Started 

Select OPTIONS from the Main Menu to reset tile following game 
features: 

CAMERA 
Reset this control to rotate the camera to the LEFT or RIGHT with 
the R1 button and/or L1 button 

SOUND MODE 
Adjust this setting to STEREO or MONO dependillQ on your sound 
system. 

VIBRATION 
When using the DUAL SHOCl(T'" analog controller, set ~s vibration 
function ON or OFF. 

Use the Directional Buttons or Left Stick to change the optioris: 
UP/DOWN highlights an optioll; LEFT/RIGHT changes the setting. 
As you select each option in the upper window, a descriptiOfl of 
itssettingsappearsinthelowerwindow. 

PresstheXbuttontoacceptthesettingcllangesandclosethe 
menu. PresstheebuttontocancelanychanGesandclosethe 
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at"' Js;H. 
In the far eastern corner of the Messina Continent lies the small port 
town of Parm. This once-sleepy village is coming to life (n~the _thr0es 
of a booming industrial re\lolution. Young lustin matches' th e•'fown 's 
awakening with his own spirited energy. He yearns for adventures, 
just like his father 's. As a keepsake , he always carries his father's 
amulet , the Spirit Stone. _;-..~Ji· _i_ tJ 
One day, 1ustin and his friend Sue hike out to explore th>,Sult Ruins, 
a forsaken place north of Parm;;. Whlle rummaging amid {allen t7 ers 
an \ crumbling battlements, lustln" pies something strange int 

:~~~~\s of an ancient shaft. lu5;~ a mysterious voice floats n the 

, " Welcome, he who ho~~;.fe" Spirit Stone. " 

51"~ ed fo, ; momeot, JasHa q,'i{kly becomes as ale,t as a Jo,. 
Cotild the voice be summ~nl n.g him? \}IHI .it s~y_more? \'(ill the secret 

spe~ ~r a~pe'!r? · '\.. ~ ,,_ 4'. ~fj ,t,. 
Reaching in Ji' • _ oi:ket ffi; Spirit Stone lg ustin 

-. \~ch~;,r,~and - ·ls:J,f h; SP rit Stone b~ ins' to feel war
0
m. nd 

~ a sur.ge ower races throu~-1ustin. wu!Mtfis father 's 
~ulet, ,he mi.ght h !{the/4ey to th~ ecrets of tb6ncient lcarians 
-... and-.a civilization lost) n th? swirling haze of time. At last, a 
m};nif1j ent adv_enture beck_ons. Justi_~ vows to follow it. wherever 

I it lead!; _:.~- _}-.. ~;. ~! j .._ 

He is ready. If the voice will just speak again .. - Story& Characters 11 



JUitin tiVfti with his mother lilly in the town of ~rm in !he Old 
Workl.Enthralledbyancientcivilizations,JusUnlsalways 
daydreaming about "oing on adventures. He cheriShes his Spirit 
Sto9e, a memento of his !ate a;dventurer father.J1e Is a hot-blooded 
youth, fulfol drive and energy, but simple arHl good-natured. 11 he 
tias a fault. It's that he acts rashly without thinking things throug.ti. 

Puftyjsamysterlouscreaturethat 
Justin's father discovered on one of his 
trips. Though he has wings, Puffy can't 
fly very" high. He us~ly rides oo Sue's 
head, whjthsultshimline,slnceSueis 
his favorite human. Pllffycanunderstand 
humans~. but no one knows wtlat 
he thinks of it aH. The'oolything he ever 
says Is "Puff Puff!" 

Su& is Justin's chjldhood friend, Sil\ce losing both her P)lrents, she is 
being raised by her aunt an~ Uncle. Precocious and energeti{:, Sue always 

~:~:s ~~~!-~d:~~~t~h~;u:i~·.:1ua:r;e~~~~:~:s u~ 
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GADWIN 

Feena is an adventuress living In New Parm in the New World. 
A master of knives and whips, she Is !he most able member of 
the Adventurers Society of the New World. Popular Feena is 

,,;g:::::aadacw, ~ 

~~~;:a:~:~~l~~:\:~~f Guido • ~ 
history, whichyou'dneverexpect / • 
fromhlsextcemetycutelOOks. 

Galhvfn is a masterlul warrior wti,om Justin meets 
on hls adventure. A man of feW words, Gadwif! 
does not say much about himself, bu_t his sword• 
llghll\l!ISkillsspeaklOrhim, They have a deadly 
powet that can only be obtained throuoh many 
years of study. 



COLONEL MULLEN 
A soldier In 11\e Garlyle Fon:n, a private anny. A talented ~ader 
who ts popular alTlOOII the common soldiers, he leads a division 
canying out secret military OPtrationS. Hi6 lather Is General Baal, 
supremecorntNncltrollheForces 



LEEN 

Serving as aide-de-camp to 
Colonel Mullen, Leen's un-soldierly 
kindness and attractive looks have 
endeared her the common 
soldiers. By participating in secret 
operations, Leen has acquired a 
special place within the military. 

Baal is the supreme commander 
of the Garlyle Forces, the private 
security forces of the Joule 
Foundation which was the major 
developer of the town of Parm. 
Recently General Baal has begun 
to distance himself from the 
Foundation and forge ahead with 
his own secret activities. 

Soldiers in the Garly 
these three young w I 
sergeants in rank. 

Story & Characters 15 



16 Story I Ch1nct•rs 

LIETE 

Llete Is a mystical young woman wtlom Justm meflts in the 
Sul! ~ums. She is shrouded (n mystery. With her wisdom and 
SkiN,lttsunclearwhethershelsanappantl04lbornotthe 
powerofttltanclentcivHizafioftoranactuallivingpersoo 

Aretiredadventure(,Javatta, 
becomeanoddbaWoldmanlivlng 
neartheabafldorledleclcMlf'les. 
llyouquest1oohirn,he'l!ellyou 
he~stillanactfvtadv811turer. 



Exploration 



GAME SETTING 

18 Exploration 

Regions 
The complete GRANOIA"" adventure explores a number of large 
regions. Smaller "fields,~ mainly towns, dungeons and rooms, 
makeupeachregion.Townsanddungeonshaveasimitarbasic 
structure;roomsareattachedtotownsordungeons. The main 
waytomovebetweenregionsistouseareamaps. 

Area.Maps 

Whenyouarriveatcertainlocatlonssuchasfieldexits,anarea 
map may appear. Thisshowsyourcurrentlocationandthe 
surroundingregions.UsetheDirectionalButtons/LeftSlick!o 

• selectanotherregionasyourdestination,andthenpresstt1ex 
button 

N~:Tl1echoicfufre11iollschi11gMandincre11s,s11s tt1escen.rio ,,,_, 



Towns 
Towns are in regions where people live. When in town, you'll see 
a compass In the upper right of the screen. The red portiOll of the 
compass ring always points north as you explOre the town. This 
tells you which direction you're traveling, and helps you find your 
way back to specific tocatioos in the town. lf the name of a 
location appears when you stand tn front of a oate or the door to 
a building, this means you can enter another fteld or roorri from 
thatspot. 

Nole: Signposts a/so diff!Clyou to other~. SIMdin lrontofoo.am1 
prr.;stfleXIMtontoreadthesi(Jnpost 

Dungeons 
Dungeons existascavesorruins in regions inhabited by 
monsters. As in towns, when you're exploring a dungeon a 
compass appears in the upper right of the screen. The red portion 
ofthecompassringa!wayspointsnorth,adjustingtoyour 
direction as you travel. If the name of a location appears as you 
explore, this means you can enter another 1ield or room from that 
spot. 

The Dungeon Compau 

When you're in a dungeon, the compass needlfl always points in 
the direction of the exit, or destination. The closer you get to lhe 
destination, thelastertheneedlflrotates;thefurtherawayyou 
move, the slower the needle rotates. If the needle spins randomly, 
oot pointing in any fixed direction, then there is oo destination In 
thatfield.Usethel.2/R2buttonstotoi:19Iethecompassdirectlon 
among different exits. 

Explomion 19 



DISCOVERY 

20 Exploration 

Rooms 
Rooms are the interiors of houses, caft!s, shops and other small 
tmildings, which you enter from the outside town or dungeon. 
Thecompassdoesnotappearinrooms,andyoucannotchange 
the viewing angle (thel1/R1 buttons are not enabled). Some 
rooms have more than one level. Use the same doorway to exit 
theroomasyoudidtoenterit. 

Conversing with Characters 
Press the x button next to a character; ii that perso11 is able to 
speak,you'llbeginaconversation.ContinuepressingtheX 
Dutton to scroll through the conversation. Talk to various 
characterstogetasmuchhelpfulinformationaspossible.A 
charactermayhavemoretosayafterthefirstconversa!ion,so 
come back to talk to interesting townspeople more than once. 

Certain characters may join your party after you talk to them. You 
may also have a choice of responses during a conversation. If so, 
use the Directional Buttons/left Sticktohighlightyourchosen 
responseandpressthextiutton.Differentresponsesmayelicit 
new information, sotiedaring-askquestions! 



Press the x button near signboards, bookshelves, chests and 
other objects to investigate them. You may get useful information, 
andevenuncoverimportantitems! 

CJimblNg Ropes 

Press the x button in front of a rope to grab onto it. Then press 
or move the Directional Buttons/Left Stick UP/DOWN to climb up 
and down the rope. Press the X button near the ground to get off 
the rope 

Exploration 21 



22 Exploration 

TownScope 
Press the SELECT button in a town to go to the Town Scope 
This l)ird's-eye vista shows you the lay of the land and the 
positionsofpeopleinthevicinityofyourcharacter, !roman 
overhead view. Use the Oire<:tional Buttons/Left Stick to scrOII the 
display in any direction. The Town Scope is always displayed with 
the same direction up. regardlessofwhichwayJustinisfacing. 
To close the TownScope and return to the town, press the X, e, 
A or SELECT button. 

In a dungeon, move Justin next to a OungeonScope 
iconandpressthexbuttontoopenthe 
DungeonScope. This bird's-eye view shows you the 
surroundingterrainandthepositionsolitemsand 
monstersnearyourparty.Toreturntothe 
dungeon, press the x, • · & or SELECT button 

Move Justin next to any of the action icons found in a dungeon 
andpresstheXbuttontocausesomesortofactiontooccur 
dependino on your location. Action icons only appear in a 
dungeon once your party getsclosetotheirlocation. 



Item Commands 

Atqulrlng Items 

Mo~eJustinnexttoan itemortreasurechestand presstheX 
buttontoopentheitemcommandmenu.Useitsoptionsto 
acquire items (e~cept for gold pieces, which are automatically 
addedtoyourparty"sgoldpiece total).UsetheDirectional 
Buttons/1..ef!Sticktohighlightacommand,andpressthex 
button. 

Remember: 
Eachcharactercancarryupto12reserveitemsatalime. 
Goklpiecesanditemscurrentlyequippedarenotcountedas 
carried items 

AUTO 
Tllecornputerrandomlyselectsthecharactertoreteiveanewi!em 

~ MANUAL 
l]E[! Voumanual!yselect tllecharactertoreceiveanewitem. 

~ USE 
~ Useanitemoolhespotralllerlllancarryit.{Tlliscommandisnotavililaolllifttsname isgrayedout.) 

~
DISCARDITEM 
Discard Ille new item. You cannotclo this for some ttems.so i! a ~\eris alrea(!ycarrym11_12 
items, use OlSCARO INVN 10 rt<luce !ht number Ill items in yoor inventory, then oet Ille new item 

[iii] DtSCNIOINVN 
Throw out an item being carried. Select tile item to discard from a list o! items in your inventory 
(Youcannotclistardrtemswhosenamesar1grayedout.) 

Note:Discardedlttmsc.mootblrecovered Exflloralion 23 



24 Erp/oration 

STASH ITEM 

MoveJustinnexttoaStashingPlaceiconfoundin 
buildingsaridotherplacesandpress theXbutton 
touseyourStashinoPlaceforstorinoitems.A 
StashingPlacemenuappearsintheupperleftofthe 
screen.Useitsoptionstostoreitemsorretrieve 
themtromyourStashingPlace.UsetheDirectional 
Buttons/LeftSticktohighlightacommand,and 
pressthexbutton. 

Nore_·AJthoughthereal6manySl3shiflf/P!acelcons.allof 
thMI sto/6 Of" retrifflJ items in m- lrom /hf sam, St.Jshi/lQ 
Plau. 

S. tore. an ltemtoyourStashingPlac.e. High.hgh>theilem. >o•.oreand presstheXbutton. Youcanstashupto99cop.eso!lhesameitemin 
th&Locker. 

GET ITEM 
Retnevean1!emyoupreviouslystoredHigh lig!11ttleltemtoretrieve 
andprtsS!heXbunon.Ttlenhiglthghtthecharacte1whow,llcarrylhe 
ltemandpresstheXbunon.Youcannotgive1tems 1oacharacterwho 
IS already ca1rymg the maximum number o! Items (12) 

CANCEL 
ClosetheStash1ngPlacemenu 

Note: Yoo cannot use the • button lo cancel this menu 



Move Justin nexttoaBuyWeaponiconlnsidea 
shoporelsewherewhenyouareinterested in 
buying weapons. Press the x button to display the 
Buy Weapon menu. While you are considering 
difterentweapons,trianglesappearoncharacters' 
faces to indicate how each weapon will affect that 
character's attributes of Attack, Defend, Wit and 

Agility (from left to rigttt). A yellow triangle indicates an increase, while a blue triangle indicates a 
decrease. 

When you select a weapon, a command menu appears. Use the Directional Buttons/left Stick to 
highlight a command, and press the x button. When you buy a weal)On, the purchase price is 
deductedlromyourparty'snumberofgoldpieces. 

Note.·Yoorp;,rtym11sth.1\/l!eno11ghgQ/dpiecesinordertobcyaweapon 

Weapon Commands 

~ EQUIP 
EQUiptflecharacU!rwrthttlepurthasedweapon. Highlightthecharactertobeequipped (after checking 
lheattributechangesasshownonscreen)andpresstheXbutton.Whenanewweap,on isequipped, 
lheltemthatthecM.racterwasoriginallyeQuippedwill!isp\aced inthecharacter"slnventol)'.Tois 
command cannot be used if a character is already carl)'iflll the maidmum nu()lbt!r ol items (12) 

TRADE 
Se" (at a trade·in price) tM weapon that a character is currently equipped willl and immediaMy equip 
thecharacterwlthltlenewlypurthasedweapon.Hignligchttnecharac1ertobeequipped(afterchecking 
the attribute changes as shown O!l screen) and press tile X button. This command Is not available for 
characterswhocannotuselhatweapon 

~ BUY 
Purchase tile weapM without equipping it Highlight !Ile character who wHI carry tile weapon and press 
the X button. This command cannot be used 101 characters already carrying the maximum numller of 
ltems(12) 
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Bu11ln9 Armor 
Movt!JustinnexttoaBuyArmoriconinsldeashOfl 
orelsewherewhenyouarelnterested in acquiring 
armor. Press the x button to display Ute Buy Armor 
menu.Therearefourtypesofarmor:BodyArmor, 
Shoes, Shields and Helmets. Each type protects a 
differentpartofthebocly. 

Use the Buy Armor menu in 111e same way as for 
l>uying weapons (see page 25, "Buying Weapons"). When you buy armor, the purchase price is 
deductedfromyourparty'snuml>erofgokfpieces. 

Note: YoUf l)Jrty must NVfl toough gold f)fflS 111 of/W to buy armor 

Bu!lin9 Misullaneous Hems 
MoveJustinnexttoaBuyltemiconinsicleashopor 
elsewhere when you're interested in acquiring items 
oraccessories.PresstheXl>uttontodisplaythe 
Buyltemmenu.Highlightanitemtobuyandpress 
theX button. Then highlightthecharacterwhowill 
carryitandpressthexl>uttonagain. 

Usethecommandsforpurchasingringsorotfler 
items which may l>e equipped as accessories in the same way as for weapons and armor. See ~ge 
25,"BuyingWeapons." 

Whenyoul>uyanltem,thepurchasepriceisdeductedfromyourparty'snumberofgoldpieces 

Note. Yourpar(Vmusl l!JweOOUOhgo/dpilces in ordlrtobuyanit,m 

Nolf:C~c/ers wflQ,realr~carryir,g thtmaximumnumberofitltfflS (12) canootbuyadoilionafittms. 

Howev,r, a charat;tlr can discard one or mor, lllms (Ste page 31, "Items"), and then buy adoit/ooal items. 
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U!'arningMagic 
MoveJustinnexttoalearnMagiciconlnsidea 
shoporelsewheretolearnamagicattribute. Press 
theXbuttontodisplaythelearnMagicmenu 
offeringfourmagicattributes:Fire,Wind,Waterand 
Earth. Youcanlearnonemagicattributein 
exchangeforoneManaEgg 

Highlightamag1cattributeandpresstheXbutton 
ThenhighlightthecharacterwhowillreceivetheattributeandpresstheXbuttonagain.Characters 
cannotreceiveattributestheyatreadyhave.lnaddition,maglcattributesthatacharactercan 
receivemaybe!imiteddependingonthecharacter. 

~----- MANAEGGS 
Tllen11rnbero!ManaEgosearried by all party characters 

MAGIC ATTRIBUTES 
Le1ttorighttheatllibuteicoo,1tiernagicscelllearnedwhenlhernagic 
attributeisrecei'ffld.andthechalilCterattnhutelha1increasesaklng 
wilhthernagitattrihuteskilllevel 

ATTRJBUTEC0MBINATI0NS 
Thecornhlnallonso!rnaglcattrihutes. 

~---- CttARACTERWIN00W 
Thernagieattril!ulesalreadyacqu1red byuchcharacter 
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Selling Items 
Move Justin next to a cleric at the counter of a shop or elsewhere 
when you're interested in selling an item. Press theXbuttonto 
displayamenuwhereyoucansellitemsattrade-in prices 
Highliyht the item you want to sell and press the x button. When 
yousellanitem,itstrade-invalueisaddedtolheparty'snumber 
of yold pieces. You cannot sell items whose names are grayed out 

Resting 

MoveJustinnexttotheclerkatthecounterofan inn(in town),a 
camp (in a dungeon) or any similar place when your characters 
needrestiny.PresstheXbuttontodisplayamenuofchoiceslor 
resting(themenumaydifferdependinyonyourlocaUon). 

NORMAL REST 
R~overalltutpoints(HP).magicpoints{MP)forlevels1-3andspacial 
points(SP)used,andalsorestoreanyfallencharactersoroll!erstall.ls 
disorders 

REST WITH A MEAL 
GamNormalRestrecoverypluslistentostoriestoldbytheparty 
charactersandothlrmajofcharacterswhoarepresent. Press/move Ille 
Directional Bunons/1.eftStickLEflffilGHT!oselectthecharacterwhose 
storyyouwanttohearandpresstheXbutton.ToeMyourmeal,hiQhlight 
theiconat>oveJustin'sheadandp1e-ssHleXbutton 

Note: You ~Y not be able to end a trl6il until you hear a certain sto,y. 

Saveyoor~euptolhepointyou'veplayedsolarSeepage29."Saving 
YoorGame"fordetai~ 

CANCR 
Close the Re-st menu 



SAVING YOUR GAME 
You can save your game progress and all you've 
achlevedduringtheQuest.MoveJustin into a 
Save Game light cone and press the x button to 
display a menu !or saving your game. You can 
also save your progress from the Rest menu 

1. Highlight the Save Game option and press the 
Xbutton. 

2. Press/move the Directional Buttons/Left Stick LEFT/RIGHT to highlight either Memory Card slot 
1 or 2. and then press UP/DOWN to highlight the location to save tile game 

3. Press the X button, highlight YES after the confirmation message, and press tile X button 
againtosavethegame 

Note: If you select a /OCEJ/ioo that aJrew,' holds a Solved ,JJme. the older game will be deleted whtn tlJe new game 
issaved.BesureyouwanttodelettanolderoamebefortJoverwrltingit, 

t1 MiM 

Resetting Options During Pia~ 

During exploration, you can press the START button to display 
lhe0ptionsscreen.Fordetailsonthe0ptionsmenu,seepage8. 
"Options." 
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THE FIELD COMMAND SCREEN 
Press the .._ button while exploring a town or dungeon to display the Field Command screen. Use 
the Directional ButtonSJleflSt!cktohighlig:httheiconofthecommandyouwarittoexecuteand 
presstheXbutton. 

Nold:PresstheL/orRIIXJ/lontosel«tadifferentcllamldr. 

F'leld C.mmand Screen Compo1te11ts 

Commandltons 

TolalGoldPie,esofParty 

Command Icon Name 

Chaflltle1SlatusWin1'ow 

~------ Char1ellr'$Name 

30 Exploration 

Cunelll/mnlmumHPValue 

Cummt/maiimam SP Value 

Cum1nt/maximumMPValn 
Top !O bottom: Level 1 MaoJc Points, Levtl 2 Ma~ 
Pl)ints,leve13MagicPolnts 

Status 
·GOOD-lndicatesnostat.usdlsor<ler 

Nott.Ase{!Jlra.lewirtdoWappears foreach{Nlrt'/ 



FIELD COMMANDS 

IU'm Camm41:nJs 

Selectthisicontomanagetheitemscarriedbyparty 
characters. Then select a character. You'll see the 
itemscarriedbythatcharacterandtheltems 
command.icons.Selectanicontoactivatethe 
command _ 

N!Jte. Tosel«tacharacter,k:onor1tem,highl/(Jhtltand 
press /hf X //uffon. To ~cir up, press the • button 

~ USE 
l!lflJ Use an item. After seleeUng the item, ii necessaiy, select !ht c.l\aracter lo use tile Item 

[iJ GIVE 
Givt an item to another party character After selecting the Item, select the character who'll reteive the 
ttem. Characters already carrying the maximum number of Items (12) canno! reeei'le rtems. 

~DISCARD 
lW.J Discard an Item. Select the Item to discard. (Discarded items cannot boe recovered.) 

Note. CDmmands cannot be uSM on items who~ names are r;raytld out. 
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E4fulpCommands 

SelectthisicontomanaoetheeQuipmentwornby 
partymembers.Thenselectacharacter.You'llsee 

theequipmentwornbythatcha.racter .. andth.eEquip 
commandicons.Selectan1contoact1vate the 
command. 

Note.· Toselectilchilracter. iconor1tem. hHJhlt{Jhtitand 

pff!SS the X button To l)ack up. press the • bu/Ion 

ii CHo\NGE 
Switch an equipped piece ol equipmelll !or another one in the party~ ttl'lelllory. Select the piece o! 
equipmenttobecl)a11ged.andlh1,nselecttflenewpiecetobeequ1pped.Tocompletethisprocess.you 
mayalsoneedtoconfirmanychano~inlllechclracter~anribut~ 

Note: Ont;, equipment items thilt t~ character r;an 1H eqwpp/HJ with 11,e displa~d by this command, 

thoughthec/Jaractermaybecarryingmore. 

Ii TIIADE 
Trade equ ipment items wrth aoo1her party member. Select the piece or equipment to trade and then 
select the new piece ol equipment (l rom the list that appears) to take ~s place. To complete tflis 
process,y()Umayalsone-edtoconfirmanychanves inthe character'satt ributes 

Note.· Command$ cannot /Je uS(!d on Items whose names ilrf {Jniyed out. 
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Magic 
Select this icon to check information related to 
magicormoves, andtousemagicspells. Then 
select a character. You'llseethemagiclearnedby 
thatcharacterancltheMagiccommandicons 
(Movesareusedonlyincombat, andnotduring 
exploration.ForanexplanationofMoves,seepage 
50, "Moves/Magic.") 

Selecllhemagicspellyouwantto use. Depending 
on the spell, you may need to select the character who will receive its effects 

Note: To select a character, icon or spell, higlllight it and press ihe X button. To back up, press /fie • button. 

Magic Command Items 

MAGIC SPELL POWER 

LefttorightLeve l 1spells. Level2spells,Level3spells, Sk1lls 

CURRENT/MAXIMUM MP VALUE 

MAGIC SPELL DATA 
Left to right: Spell Attribute icon, magfc spell name, spell's power, MP 
consumed, magic attribute whose skill experience level increases when 
spellisused 

Nolt: WIien the Ski/ls icon is selected. me ·move name,· "special 
points· {SP) consumed, and "weapon f'/pe " are displayed instead. 

MagicAttributeSkil1tn1II/SkillExpui1ncePolnts 

EllectsolSelecledSpell 

Not~: Magic sp~/5 whost names arr, grayed 001 cannot IHI used. 

This tracks the number ol limes a particular magic spell is used. When th is level increases, so does the power of 
the magic spell. The power is shown by the number ol stars (HJ. tlecomlng "H MAX!" at the hiohest level (5) 
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Moves ComMand Items 
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Select this command to check infonnation related to 
magic attribute and weal)On type skill levels. Then 
select a character. You'll seethe skills held by that 
characterandtheMovescommandicons. 

Nola: T05,(J/~ctacharaclcr, i(;on ors(Jf!U, hiqhli{Jhl It and 
press the X button. To /Jack up, press the • button 

Lefttotight: LIMll1spells, Level2spells, Level3Sptlls.Skills 

Let! to light: names of magic spells learned("?????????" Indicates 
spells not yet learned) and the icons of magic attrib-utesand ski~ le11els 
rlUjuifWtoleamthatmagicspel l 

NfJle: When the Skills icon is selecttd, th6 •move name• and "weapon 
typt'aredisp/.aylldinstead. 

This tracks the number of times a particular magic sp,ell or weapon type 
isused. Whenttiislevelincreases,sodomecharacterparameter-s 
comspor.ding to !hat magic attribute 01 weap011 typ,e . The skill !eve\ of a 
magicattriOOteorweapontypeincreasesbyoneleveleachtimethe 
attri~uteor weaponaccumulates 100eiperieoeepoints. 

lnadd1tion.wllenamagicattributeor weap011typereactresacertain 
skilllevel,anewmagicspellormovecanbelearned.~orethanone 
condi~on may appty for leamifl(I a new spell or move. Ev!!ll wim the 
same mag ic attribute or weapon type. lhe spells or moves learned may 
varydependirigonthecharacter. 



Magic Attribuln 
Magicattributesarethebasicelementsrequired 
to use magic. Toacquirethem,usetheleam 
Magic icons in shops and similar rooms (see 

1 page 27. "Learning Magic"). Some characters 
cannotacqulrecertainmagicattributes. 

FIRE 
Bas.icelementrequiredformagicspellsthat 
usethecharacteristicsofheatorfire 

[ll WIND 
Basitelementrequiredformagics~/sthat 
usethecharacteristicsofairorwiFldpower 

Basicelementrequiredlormagicspellsthat 
usettiech.aracteristicsofwaterorcurrents 

Basicelementrequired!ormao~spellsthat 
usethectiaracteristicso!earthormlnerals 

Combination Atfri!iules 
Whenacharacter'sskilllevelreachesacertain 
pointintwomagicattributes(infourdifferent 
combinations),tllatcharactercanlearnmagic 
spells with combination attributes 

Nole: Combimlion iitlriblites do no/ ha-.. ski/1 /we/s. 

!t:Z] LtGHTNI_NG 
~ Fire+W1Fld 

8LIUARD 
Water+Willd 

FOREST 
Water ♦ Earth 

EXPLOSION 
Rre ♦ Eartll 

ThesearethegeneralYfflapontypes. Eachcharacterusesadifferentpre-determinedweapontype 
~ DAGGER 

; ll!IJ Smallknivesuse!Jtoattackbythrusting 

~ SWORD 
• ~ ~;:~i:Os used to attack by cutting anc1 

~ MACE 
~ :::ybluntweapons used lo pound an 

511! ~rae.bladedwea~onstha1arebrandishe<lto 
~ attack 

"'7 8DW 
~ Weap,onsthatcanattact!romadistance. 

~
WHIP 
Whip-sh.aped weapons that are 
brandished and cracked. 
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Bask Slatws Window I 

Status Icon 

Selectthiscommand tocheckgeneral information 
about acharacter.Thenselectacharactertoseethe 
informationdescribedonthispage 

Note: Tosel«:t111 iconorcllaracter,h1fJ/tlightitam1press 

thlXbunoo. Tobackup. presst/te • burton. 

PJrty '1 TolalGoldPieces 

Equlpmen\Statu1Windowtseepage39) 

StiHlevelStatu1 Wlndow(n ep•ge40) 

BaslcS1atnWlndow1 (see below) 

BaslcStatu1Wlndow2(u epage37) 

STR(Strengtb) 

VIT(Vlta!lly) 

WIT(WII) 

AGl(Agllll'/) 

OverallGrowth 



Baik Statw Window 2 

~----- CURRENT/MAXIMUMHPVALUE 
The character's Hit PoITT!(lilelorce)vallll!decreasesasthecharactertakes 
11amage The current wlu9 is on !tie left; the maximum value oo tile right. 

CURRENT/MAXIMUM SP VALUE 
Thecharacter'sSpecialPoint(abi lrtytoexecutemoves)valuedecreases 
eachtimethecharacterosesaspecialmove.ThecurrentvalueisOll!he 
left;themaximum valU11ontlle right 

CURRENT/MAXIMUM MP VALUES 
Thecharacter'sMagicPoJnt{speM-casti1111ability)valuedecreasll'Seach 
timet!lecharacterusesa ma~icspell. Thtcurrentvalueisonthelefl; Ille 
maximumvalueontlleright. 

Nore: Magic points are caltuWed separately tor Level I magic, Level 2 
magicandLeve/3maoic 

Thecharacter'scornlWon. -G000-indicatesnostatusdisorder.Seepage 
38foralist ofstatusdisorders 

Totalnumber ofexperlencepointsearnedso1ar. 

EX!)eriencepointsrequired\oachievethenaxtlevel 
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Status Disorden 

A status disorder is a state in which a character's actions are somehow limited. Various disorders 
are shown by the lollowing icons appearing on the Status line in a Character Status window. 
Disorders are completely restored by resting at an inn or camp: they can also be restored l)y using 
certain items 

POISON 
Thecharacterllassuffereda Poisonattackincombat,arutwil l continuetoraceN"~damage 

PLAGUE 
ThecharacterllassufferedaPtagueattackincombat.andwmrandomlysu!!er reductiorn;in 
attribtrtesOfdrowsiness.paralysfs.confusionorotherstatusdisorders 

FALLEN 
Thecharacter'sHPvaluehasdecreas.edtoO,andthecharactercannotparticipateincombat. 

MOVE BLOCK 
TtiecllaracterllassufferedaMOYeBlodcattack,andcanno1 usespecial 

MAGIC BLOCK 
Theclrnracler hassuffllredaMagicBlockattack andcanoot use magic 
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E'ftdpme&t Slatus Wlnhw 

~------ WEAPON 
Thaweaponlhechjl.racterise,quippedwith 

~-----~ BODYARMOR 
The tmcly armor or clothes Ille character is eqlllppecl with 

------ SHOES 
Theshoesthecharacterisequippedw1th 

SHIELD 
Thest11eldthecharai:terisequippe{lwitll 

HELMET 
Tile he]met or hat the character is eq~we<i with 

ACCESSORY 
Thespecia!itemthecharacterisequippedwlth 

Thecharacter'sS1reng1hattributlJl)!usanybOllUSl)Ointsfromilem~ 

L the character is equip.peel wi\11. This indicates llow mucn llama~ ts 
intiictedonanenemy 

OEfENSEVALUE 
Thedlaracter'sVita~ty;ittributeplvsanyboouspOintslrom Items the 
characterisequippedwilh . Th/silldicateshowmucnthedamage 
inflicledt,yanenemyisreduced. 

'------ ACTION VALUE 
Tile character's Wit attrl~ute plus any bonus points from items ttie 
char~tllf is equipped w(th This indicates tht 1P l}auQll mowment 
speed.(FordetailsoltllelP~uge.see«,·ActionTurns&thelP 
GaUQt." 

-.,_~~-- MOVEVALUE 
Thecl!ilracter'sA!lilityattributeplu$anyboousp(l1ntsfromitemsthe 
ctiarac!u is !!Quipped with. This indicates the charactITT movement 
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Silll lnt'I Slahu Window 

4D Eiploration 

WEAl'ON SKILLS 
Alistottheweill)Ollfypestha11hechilractercanuse.includn'IQ 
lheslolllevelandaxpef'iencevalueloreach 

MAGIC SKILLS 
Alistolthemagicannbutesthatlhecharac11rha51eamed 
mtlud(nglhlsli:illleYelandexperitncevalueloreach 



Combat 



BASIC FLOW OF COMBAT 

• 
42 Combat 

When the members of the party come in contact with an enemy 
characteronthelield,combatt>egins. 

Note: AllhouQh you can iden/if/ tht types of enemy characters on tht field, 
youcanooldetermmetheirnumbtrs. 

Eachcharacter'scombatactionsaredeterminedandexecuted 
separately. Combat proceeds in real-lime except during the 
motions of executing magic, killer moves and enemies· special 
attacks,andwhileawaitingtheinplltolpartycharacter 
commands 

Combatcontinuesunlilallenemycharactersonthescreenare 
defeatedortheEscapecommandisexecutedsuccessfully. lfall 
partycharactersaredefeatedincomtlat, then the adventure is 



Combat results such as e~perience points earned are displayed, 
andthenyoureturntothefieldscreenwhereyoufirstmade 
contact with the enemy (see pa(lf! 55, "End of Combat"). 

Note: After returning to the fitid. the f)Jrty characters will flash {(JI" a fixed 
lime. Contact with an tll'll!my wh/lfl the f)ilrty characters are nashirl(I dotS 
notresult/ncom/J.1r. 

DIFFERENCES IN THE START OF COMBAT 
Combat will begin differently dependill{l on how you contact 
enemy characters. Thel)()sitionalrelationshipstietweentheplayer 
charactersandtheenemycharactersatthetimeofcontactonthe 
fleldaffectthepositionsofcharactersonthecombatscreenand 
the initial state of the markers on the IP gauge. 

To give your party the upper hand, either contact a character 
other than the leader ol the enemy party or make contact when 
they are not flashing red. lfanenemycharactertouchesaplayer 
characterotherthantheleaderoftheplayerparty,thencombat 
t;eginsinastatewhereyompartyisplacedat adisadvantage 
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ACTION TURNS & THE IP GAUGE 
lncombat,charactersstandbyintheirpositionsuntil theirturnforenteringnewactioncommands 

Bothenemyandpartycharactersvieforturnstoenteraclioncomrnandsinreal-time.Themarkers 
forallcharactersmovealongthelnitiativePointgauae (IPgauge)shownonthispage. 

CharaclerscanentercommandsintheorderthattheyreachtheCOMpoinlontherightsideofthe 
gauge. The speed of movement of the markeralongthegaugedependsontheActionattributeol 
the individual character. 

IP Gauge 

WAIT ACTION 
Enemy Character Party Character 

COM ~DINT ACT POINT 

t t 
Enter command Command executed 
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Whenapartycharacter'sturncomes,thescreenactionhaltslemporarilyandthecombat 
commands are displayed. 

When you select a command (by highlighting it and pressing the X button), tlM! scr~n action 
resumes. The command entered is not actually executed until that character's mar!(er reaches the 
ACTpointat therightendofthelP gauge 

The time it takes lrom the COM point to the ACT point depends on the type ol command (generally 
themorepowerfulcommandstakelonger). 

Onceacharacter'smarkerhasreachedtheACTpoint,itre!umstotheleftsideofthelPgauge 
regardless of whether the command entered succeeded or failed. (The point to which the marker 
returnsdependsonthecommandexecuted.) 

Therealter, themarkerbeginsmovingtotherightagain. Thissequenceisrepeatedascombat 
continues . 

• • Whenthemarkerreachesthe 
COM point .. 

the combat commands 
appear above the character. 
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COMBAT SCREEN COMPONENTS 
~---- CHARACTER WINDOW 

TheHPvaluesofpartycharactersaredisplayed. Pressthell orR1 
button1odisplaytheMPorSPvalues.Characterssufferingstatus 
disordersappearwiththel~lowingicons 

■ Ill ■ 
Polson Plague Steep 

■ m 
Confusion Magic Block 

COMBAT COMMANDS 
A ring of commands appears above the head of a party character whose 
tum has come. Select the commaflll you want to execute. (For details of 
the commands, see pages 49·54, ·combat Commands.") 

HP GAUGE 
Sllows Ille retaliw amount of HP rema inir1Q for a specified character or 
a character who has suffered damage 

Snowstheactiontumsofacharacter. (Fordetaifs, seepage 44. 
"ActiooTums&tlll! IP Gauge.") 

~---- COMBAT STATUS WINDOW 
Oisplaysdetailedintormatiooaboutthespecniedctlaracter.{Fordetails, 
seepage51, "L00«. ") 
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VARIOUS ICONS 
Theresultsofvariousactionsofthecharactersappearinreal-limewith numbersand icons· 

F,'N Characteriswaitingforanaction 
aiiillllllll tooccursoon. 

.. Characteris trying_toe~e<:utea 

.. specialattacl(onh1s/herne,:tturn 

-

Characterhassutteredcounter 
1Wllage(seepage49). 

~Character'saclion hasbeen 
~canceled. 

Ch.lracter'slllOlleshavebeen 
blocked . 

Character's magic has been 
blocked. 

Thenumberoth itsinconsecutive 
attacks. 

-

Charactercannotattack~use 
s/heisoutolmzy;emen! 
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STATUS DISORDERS IN COMBAT 
llacharacter'sactionsaresomehowlimited,an iconcorrespondingtothedisorderisdisplayedon 
theStatuslineoftheCombatStatuswindow. Therearetwotypesofstatusdisorders· 

TYPE 1 Theseaffecteventhenextcombal(see38, "Status Disorders"), 

TYPE2 Theseaffectonlythecurrentcombat. Thereare!hreedisordersofthistype,andallcan be 
restoredbyusingspecilicitems 

SLEEP 
Thecharacterisasleep. Theiconappearswhenacharacterhas 
sufferedanenemy'sSleepspecialattack. Thisisalsorestoredby 
beingattackedbyMenemy 

CONFUSION 
AC011tosedcharac1erindiscriminatetyattacksbothenemyandparty 
characters.Theiconappearswllenacllaracterhassutteredan 
enemy'sConlosionsp,ecialattack 

PARALYSIS 
Aparatyzedcharaciercanno!performanyactions.Theiconappears 
whenacharacterhassutteredanenemy'sParatysisspecialattack 
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COMBAT COMMANDS 
Combo 

Counter Damage 

Thisisaquickcombiriationattackconsisting of 
normalattacks. Althougheachindividualattackis 
notverypowerTul, lhecombinalionofmuttiple 
attacksmaygivemoretotaldamagethanacritical 
attack. Selecttheenemytoattack. lfthetargetof 
the attack has already been defeated, another 
nearbyenemywillbeattacked 

Attacking a character who has already started his attack motion can inflict greater damage than 
normal. 

Critical 

Cancelin11Commands 

This is a powerful singleattackconsistingofa 
normal attack. The time from entering the command 
untilexecutionislong,so thecharacteris 
susceplibletocounterdamage.However,critical 
attackscancanceltheactionsofenemiesupon 
whichdamageisinflicted.Selecttheenernyto 
attack. 

Characters who have sufferetl attacks are moved slightly to the left on the IP gauge. But if a Critical 
attackoraspecialattackthathascancellationeffectshits, themarkerismovedfartotheleft. In 
addition, ifanattacktargetisattackedwhileexecutingsomeactionoronstarldby,thatactioncan 
becance!ed 

Not, : To select a character, icon or enemy, h/ghligl!t 11 and press the x button. To bact up, press the • button 
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Maves/Magic 
Selectthiscommandtousethespecialmovesor 
magicofeach character.SelectoflfoftheMoves, 
Level1 Magic,Level2MagicorleveI3Magic, 
andselectthemoveormagicspellyouwantto 
use.DependingontheeffectofthemoveorspeH, 
youmayneedtoselect1hetarget.Youcannot use 
amove(orspell)unlessthecharacter'scurrentSP 

(or MP) value is equal to or greater than the SP (MP) consumed by the move (or spell) you want to 

Curr.ntlySelettedMaglcllvtl 

Currenl/Mnlmum MP 

ll1tolM•glcSpell1 
lncludesthemagicattributeiton.magicspellname.spetl"s 
powtraOOMPconsumed. 

hpl1na11onolEflects 

Sklll1Acqulr.d 
TheweaponormagicattributetorwhichskiNexperience 
points can be acquired~ used. 

Note: ~nth~ Moves k:011 is selected, Ille "move name, · 
•special points· (SP) consumed, ;md "weapon type" are 
diS{Jlaye,dinst~. 

Recoveryo!SpetialPoinls(SP) 
ActlaracterrecoversconsumedSPgraduallyafterusingComboorCriticalattacksorsuffering 
damagelromanenemyattack 
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Select this command to use a character's items in 
combat Seltet the item to use lrom a llst of items 
and then, if necessary, seleci the character to 
receive its effects. 

Note: Items w11os, "3m~ ire (}rayed out cannot bf us~. 

SeJectthlscommandtohavethepartycharacters 
retreat from combat. Thegoldpiecesandftems 
carried by defeated anemies are abandonad and no 
experience points are acquired. Ho~ver, weapon, 
maglcandskillexperlenceareacqulred. The greater 
thetotalo!Movementattributesoftheentireparty, 
thehlghertheprobabilityofsliCCessfulescape.lt 
may not be possible to escape from certain enemies 
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52 Combat 

Select this command to protect a character from 
enemyattacks.Selectoneofthetwodefense 
methods:EndureorEvasion. 

ENDURE 
Charigeacharacte(sposmontoadefensivt5tance~thoutchangiflll 
his/her klcalioo on tile combat screen. The Endure command reduces the 
damall(! lfom normal attacks and magic attaci(s lo one-third their normal 
lewls.ThechanceofsufleringPoisonorotherstatusdiSorderslsalso 
reducedtoone-lh irll. 

EVASION 
Changeacharacte(sloca1iononthecombatscreen. Selectthedestination 
lromtheavailableoptions. Exetlllingthiscommandincreases yourchance 
ofevadlngmemyattacksunlillhenextcommandls entered. TheEvasion 
command lets you move to the enemy's blind spot; !Ills is especia lly useful 
in combat ~111 boss characters wllose ran9e of motion is limited. 



Selectthiscommand todisplaydataontheselected 
character in the Combat Status window. Press/move 
the Directioflal Buttons/Lett Stick UP/DOWN to 
switchbetweenthepartyandenemysides.and 
LEFT/RIGHT to select characters. There is no limit 
on how many limes this command can be executed. 

Note.· You can Jls-0 11X11C11te this comlTWIO by holdir,g down 
ttre • button. 

NAME OF CHARACTER OR TYPE OF MONSTER 

CURRENT/MAXIMUM MP 

ACTION 
ActioncharacteriscurrentlyexecutingOfplanningto 
execute. 

TEMPORARY ABILITIES 
l"dfeatesthe.statesolva~sa!Jililiesthataretemporarilystreng.thened 
or weakened by magic or rtems. From tell to r19ht, these are: Attack. 
Defend, AcHon, Movement and Maximum HP There are seven steps of 

1 (temporary)ie'lelincreasesorleveldecreases,butnormally nothing is 
d1splayed.(Aie'lelincreaseisindiealedby • ar.dadecreaseby T .) 

STATUS DISORDER 
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Tactics 

MANUAL 

Select this command to determine the type of action 
the party characters perform in combat. "Single 
tactics" are the settings for individual characters, 
while "party tactics" are the settings for the entire 
party. 

Note: To select an icon or item, highlight it and press the x 
button. To back up, press the • button. 

You will enter commands each time a character's turn comes. If you press the • button while another tactic is in 
progress, the Manual tactic will be in play in the character's next turn. 

PLAY FAIR 
Use no moves or magic spells, and fight with normal attacks only. (A weapon's magic may be used.) This is 
convenient for fighting weak enemies or when you can win easily. (You can also press the & button at any time 
other than during command input to use Play Fair.) 

POWER UP 
Use magic, items and the like to improve the abilities of party characters, and then fight. 

WITHDRAW 
Use only Evasion and Endure. 

EACH OWN 
Actions will be taken automatically depending on the personalities of the individual party characters. 

SAFETY 
Perform recovery actions frequently in order to prevent party characters from falling in combat. 

GO WILD 
Generously use powerful moves and magic. 

MEANIE 
Fight while making it difficult for the enemy characters to fight well . 

Note: To cancel a tactic, press the • button. 
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END OF COMBAT 
lfyouarevietoriousincombatorsucceedinescaping,theresultsolthatcombataredisplayed. 
PresstlleXbuttontogotothenextscreen.AtterthaCombatResultsandExperienC!Points 
disp!ays,youreturntothetieldscreen. 

Experience Points: Bonus Earned 

Attlleendolcombat,theoveranexperien<:epOints, goldpieces 
anditemseamedaredisplayed.Overallexperiencepointsare 
addedonlytothosecharactersthatarenotfallen(HP>O)atthe 
time of combat victory. Items are distributed automatically among 
the characters. However, if the items acquired would put ttie 
entirepartyoverthetotalnumberofitemsthatcanbecarried(12 
xnumberolpartycharacters),ascreenlormanaging!heitem 
carriedwillappear.Fordetails,seepage23,"Acquiringltems.· 

Combat Rnulls: Skills Acquired 

Theskillexperiencepointsearnedinthatcomtlataredisp!ayed 
(WEAPON lndicatestheweapOfltypethecharacterisequipped 
with at that time). The left column of each character window 
presentstheskillexperiencepointsearnedlnthatcombat,whlle 
therightcotumnshowsthesklllexperiencepointsalteranylevel 

Not1: WIien, Weapon skill /we/ Increases, me maximum SP also Increases 
f898Fdllss of the weapon type. In addition. if the magic skill ltvel 
Increases, ff!f}ardiess flfthemi1Dicatrributes. the maximum MP Inc~ 
by2poinlsfor-oftfleLMI I, L~2or Levt/JmaaicS 
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Comb11t Results: Experience Points 
Youcancheckthechangesintheparametersoleachcharacter 
andthenumberolovera!lexperiencepointsrequiredtogoupto 
theneJctlevel. The number on the rightintheEXPlineisthe 
numberofexperiencepointsrequiredtogotothenextlevel, 
whilethenumberontheleftindicatesthenumberofoverall 
experieocepointsearnedsofar. 

Note: WIien Ille chdracter advances a level, thdt character's strength (STR), 
vitality (VIT}, wit (W/1), IJ{Jiiity (AG/) and maximum HP values inaease. 



.. 
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TOWN OF PARM 
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PORT OF PARM 

1 Justin'sHouse(Lilly'sSeaoull Re5taurant) 

Sue'sHO!lst 

The Saa l Museum 

4 TtieUnoergrourn!Ca!~ 
Thoe Blue Marlm Restaur.m1 

TrainStation 

7 Gantz'sHous.e 
Item Store 
TothePortolParm 

10 TolheTownofParm 

A Warrior'sHelmet(B:iltteredPot) 

ShieldolliQht(Potlid) 

Spiri1Sword(WoodenSword} 
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GANTZ'S DARE 

L..ocal/011 of lhe Warrior's Helmet (Battered Pot) 
A river divides the town of Parm In two. Two bridges cross tile river. 
Climb down the stairs to the riverbank and look around at the foot al 
the bridge. 

Location of t{1e Sliield of Ught (Pol Lid) 

Try going to the Port of Parm on the outSkirts of town. If you search 
theportfromendtoend,you'resuretofindit. 

Hinl.s to tlie Spirit Sword (Wooden Sword) 

Try talking to Gantz's little brother, Tentz. If you answer "No way, . 
to Tentz's question, he will tell you that he lost the key. Then try 
searching around the Underground Calb 

L.outlon of lhe Spirit Sword 
The Spirit Sword is in the treasure chest in Gantz's house. 01 course 
youcan·topenituntilyougetthekey.Comebackagainonceyou 
have the key. 



SULT RUINS• LEVEL I 

Map ol Sult Ruins Laval 1 

,oo 9 fluoeflillll 

~ Dun11eonScope Icon ,oo ,0 HJG 
3 ,oo " JOO 
4 HJG "JOO ~ Savelcon 

JOO 13 CeremonialRockAx 

JOG " Dynami1e 

GJ 7 JOO 15 OutdatedArmor Actionlcon 

' ShinyShoos " Resur~tPotlon 
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SULT RUINS - LEVEL 2 

Map o1Sul!Ruinslevel2 



SULT RUINS EXPLORATION 

-
Tr11ps that Caust" Dam119e 

A player character who gets caught in a trap tllat causes damage will 
begintoflash. WhilelhedamagewiHreduceHP,acharacterwi!lnot 
fallduetothedamagefromatrap. 

WalcfrOulforTraps! 
On both level 1 arn:ILevel2oftheSultRuins, youwill l irMltraps 
where your footing witl suddenly give way or your way will be 
blockedbytwulders. Althoughyoumaynotsuffermuchdirect 
damage, itiseasytoloseyoursenseofdirection,sobesureto 
checkyour waywhi!egoinglorward 

U.w Ac.lion Icons! 

ThefirstActioniconappearsonlevel2.WhenYouactivatetheicon, 
thestonecolumnwilllallandyouwillbeabletogo forward. The 
iconitselfdoesnotappearuntilyougetclosetoit,soyoucouldbe 
wandering aroundforeverilyoudon'tpayattenlion 

Maps&Hints 63 



64 Maps & Hints 

Beware tlie Ore King! 
The Ore King has very powerful attacks, so you may suffer major 
damage from even a single attack. Keep an eyti on the IP gauge, and 
when you see that an attack is coming, try to get in a Critical attack 
first to cancel the Ore King's attack. {Fora detailed explanation of 
attacks, seethe "Combat" section beginning on page 41 .) 

Raising s,m Levels 

Skill experience points are earned depending ontheactionsyoutake 
incombat.ExperiencepointsareaddedtoyourweaponsskiUsfor 
actionsusingweapons,andtoyourmagicskillslorusing magic 
spells. If you earn 100experience ?Qints, the skill level goes up, and 
the HP or various other parameters set for that skill also IJO up. The 
parametersthatgoupforeachskillcanbecheckedusingtheSkill 
command in the Reid Command window 



lncreasfog Attributes 

Wn pons (SP +1 lor all weapon types) 
Dagger Maximum HP+ 1 / Agility +2 

Magic (MP +2 for all magic attributes) 
Fire Wlt+1 

Sword Strength+1 / Wit+2 Wind Agi\ity+1 
AA Maximum HP+ 1 / Strength +2 Water Maximum HP+ 1 
Mace Maximum HP +2 /Vitality+ 1 Earth Strength+1 
Bow Maximum HP+ 1 / Strenglll +2 
Whip Maximum HP + 1 / Wit +2 

MORE ABOUT MAGIC 

Let1rnlng Mt1gldMoves 

To learn each magic spell or move, you must achieve a certain skill 
level (in up to three areas). You can use the Skill command on the 
Field Command window to check on the magic spells or moves that 
canbelearnedinthecurrentstate.Acquiring magic attributes can 
increasethemagicspel!sormovesthatcanbeleamed,socheckthis 
out when you get an attribute. 

Acquiring Magic Attributes 

ManaEogsfound indungeonsorthelikecanbetradedformaglc 
attributes at magic shops in town. You can trade one Mana Egg for 
one magic attribute. (Some characters cannot acquire certain magic 
attributes.) The moves that consume SP are unique to eacil 
character. The list on the !ollowing page presents some of these 

Note: Pa~ 661/sts some IN/sic moves for uch character. If you increase a cllaracter's 
W88()0n skill and magic sllill levels. tfle cllaractercan learn even more powtrfu/ moves 
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BASIC MOVES CHART 

CHAIIACTIR M(IVENAME WEAPON TAllloET EFFECT 

JUSTIN V-Slash SWO<d, Ax. Mace 1 Enemy Attack 1 tnemy witt, a V-.Wped s!asl1 

SUE 

~ 

W-Break 

'""""" 
Swoid,Ax,Mace !Enemy Attack11nemywill!acrttic.llV-silsl1. 

Ranr,,ieattackwilllshockwaves. Sword,Ax,Mace Ranga 

Rah·Rah 
Fir1Awr-, Bow 
Knitehurt Kil1fe 
Randomhur1 Kllift 
Para Whip Whil) 

Erop1ionCut Sword 
FfyingOfagooCvt Sword 

:;~u1~---+--c-::'s-.cc.,,,~,.Bow~ 

S~itter 
MildaH i1 _ .. , 
"""'""' lqiyl'ictl)ockel 

Krult,Sword ... 
SWO<d,Ax.Mace 
Sw0<d,h,Mace 

Sword.Ax.Mace 
Bow 
Kllile,SWOfd.Bow 

IIJ'Mfe,Sword, Bow 

____!__!_r.emy_ ~icalspinni1111atlackon1en1my. 
1 Eoemy Allack 1 enemy by throwrr,g Puffy. 
A.IIAllies 

"""' 1Enemy 

NlEnemits 
1 Enemy 
1 Enemy -All Enemies , .. 
\Enemy 
1Enemy 

"'"~ 
1 Enemy 
AIIEnemoes 
1Enemy 

1 Enemy ,., 
1 Enemy 

RestOl'llsomeHPtopartybychffring 
Firem,ssil!IWNpoo1iatallI11tmies. 
Hur1krri..-esQuddyat1Ioemy. 
Hurll<niyesaroul'ldat allenemies 

Paralyzirigwtiipattw;on1enemy 

Specialanactoo1 enemywlthpowtr. 

Cutt~ linQe attn high Ill lhe air. 

1-Magcic:swor<lattoooalle,iemies 
Warps1~1(1al\Olhef 

"" OivKle int(l many and attack 1 enemy . 
Alwayshi1Urgeto!1 eriemy. 

Ra~atlackbytllrowir.glireballs 
,Oo-rangedropk.ictattilCkonlenemy. 
l'QlJ.lldl111JQUi!kllattackonaM1nemies 

~1eMildaeomboMonlenemy. 
Attllfshit1ener!l)' 

RestoresSPo111rielldwitha.s'1ot. 
10trillstos1ealnems !rom 1 enemy 

• Note: These are basic m011es only. You may learn mort advanced moY1tS by increasing Your weapon skills, 
magicsllillsand/orcharacterleYel. 
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LIMITED WARRANTY 

SonyCompL11erEnttrtainmtn1Mlenca(SCEA)w;u ,111tstol!le0<"l inal purcll1seroft,iisSCEApro<lLJct tha1thi!I 
soltware Is free from dtfects in mater~ llld waOOTlallSl'Hp for• ?MiO<l of ni...,. (90) days from the d.llt ot p,m:hase 
SCEAog,...Jarapo!icxlo!'"""l)'(90)d,ystotilherrtpai r orreplace,111tsop!IOn,lhlsaAl"odudV011mustcall 

1 1-800-J.15-SOMYtorectlve lostructlon$!o~nr~lrepl;o;ememSOIVQ$ 

TIILS warranty &ha.~ oot be applicabl! a<ld shall be void IT the defffl II\ t!>e SCEA ?lodLJct has ari$en thrl.llJllh abuse. 
unrw~ use, mrstrealmem or ooglect THIS WAIIRANTY IS IN LIEU OF All OTHER WAAAANTIES AND MO 
0TIIEAREPRESENTATI0NSORCLAIMSOFANYNATUAESflALI.BEBIN0IOO0N0A0B.LIGATESCEAANVIMPLIE0 
WAARANTIESAPPLICABLETOnl lSSOFlWAAEPRODUCT,INCLUOINGWARAANTIESOFMERCHANTABIUTYAND 
FITNESSFOAAPARTICULAAP\JAPOSE,AAEllMITEDTOTI,ENINETY(90)0AVPERIOODESCRHIEOASO\ll:.IN~ 
EVENTWILLSCEABELIABLEfORINCIDENT"1.0flC{'INSE0UENTIAL0.-.W.GESAESULTINl,FfiOMPOSSESSI0N 
ustORMALfl/NCTIONOF THESCEASOFTWAAEPRODUCT 

Somestatesdon01illow•rnrtanonsis tol'I-Owlongan irripliodwarra11tvaastsamlior1J<Clusi<morlimltatioosot 
_ .. rrtm <!amages, 511 tho ablM! limilaboosaoo/0<exduslons of °"bi lity may nol lW\' 10 )'Oil. This ~t)' gives 
rou s.pociflc ~ fi0hts,1nd Voll "Iii' also ha~ O!her '"lilt$ wllidl Val)' from stat, to stat• 
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NOW THAT YOU'VE GOT THE GAME, ARM 
YOURSELF WITH THE POWER OF KNOWLEDGE! 

~

oktorf~a~ 
idi .$~lcgi{1',1' 
~r lo~• s~ftwar 

book retail~ BJY 
book,,send Jn the .. 
t:ubscr1pti0n car 
get ,a free 6 mo 
sulSscrlptlo --fo 
PSExtreme. ,,,., 

' . ..,. ' 
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