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Beings of J)Hn; magic once ruled the world with
power and command. But power rarely leads to

conteritment... A dispute amongst these beings
turned info an all-out war. Beasts of doom, known
as Espers, were created and unleashed to do the
bidding of their masters. This "War of the Magi” *
reduced the world to_smoldering rubble. | When it * 4
ended, the Espers were gone, as were mﬂ'if of the
citizens of the war -

_r_f- om, known as Bsp t?fb,
"'_r! f'ff ’ unleashe fg

"'I : . e i £ 3
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'I Many centuries have [:-mun‘ sirce the war. Ln*r]‘mw-

|1“\> (
t‘mm .'Jmf been rebuilt with iron, machines and
| ‘technology. For vears the Espers have existed only in
| arcient gmn‘u Now, an Esper has been discovered (I
and the forces of magic are beginning to return. The §
“ risk of another, more de m*;trn‘mg war is gr-:rwrng The ﬂ
gy future g ' o o },.,.P
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There are two main pres of actions that you'll

experience in playi
traveling. The met

activity. Here’s a basic rundown:
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In fighting scenes, you can press the L
Button or the R Button to make a spell
affect all of your enemies. You can also
attempt to run from a fight by pressing
and holding both buttons.

Use the X Button togo to the subscreen
while you're in the !‘ feld or in towns.
The X Button also allows you to go to
the action inside the flying Airship and
to skip party members in battles.

In multi-party battles, you can switch
from one party to the next by pressing
the Y Button. You can also use it to
show the Magic Poinis needed for
spells in the spell list.

The A Button is the main action
button. With it, you can talk to
villagers, open treasure chests and
push switches. You can also use the
A Button to confirm choices in all
menus and the subscreen. Move rh}e;
cursor to the appropriate space wit
the Control Pﬁﬁr t‘ﬁrm prgs{;c the A
Button to make the selection. In
vehicle driving scenes, the A Button
allows you to make the Chocobo or
Airship move forward.

I most cases, the B Button cancels the
last choice vou mde. It also lets vou
climb off Chocobos and the Airship.




Special
Controls

Name Input

When a new character is introduced into the game,
you can keep the pre-set name by pressing the Start
Button, or change the name to something else.

Use the A Button to confirm each
letter and move on to the next space.

You can erase a letter in the name and
move back one space with a tap of the
B Button.

B Button

Move the cursor through the alpha-

Control Pad bet with the Control Pad.

Start Button

Press the Start Button when vou have
arrived at a name to your liking.

You can stay with the name that appears automati-
cally or cﬁmn‘%e the name. The name must be made of
six or fewer letters.

|

Special

Controls

Vehicles

When yourre riding Chocobos or Airships, enemies
in the field cannot attack. Both types of vehicles are
controlled in similar ways.

B Chocobos

Press Up to
move forward.

44
Press Left and
<+ pioit to turn.

The Chocobo is an ostrich-like bird
that travels on the ground. When you
dismount, it will runt back to its stable.

Press A fo
move forward.

A
(B

Press B to
dismount.

B Airships

When you secure the Airship, vou'll be

& | able to explore the world quickly and

freely.

Press Up or Down
to adjust height.

Press Left and
+g> Right to turn.

Press A to move
forward.

Press B to leave
the Airship.

Ve

o Press X to switch
@ your view to the in-
side.

@ Press Y to turn the
</ Airship when it's not
moving.

Use these to make

L/R high-speed turns.




Getting Started

The game pak’s built-in battery holds as many as three
saved game files. If there are saved files, you'll have
the choice to continue a quest or start a new game.

Beginning Anew

If there are no saved files, the
game will begin with intro-
ductory story, without showi
the saved file screen. Shortly ::E
ter you begin, you'll arrive at a
place where you can save the
game to a new file.

Continuing a Quest

If the battery is keeping one or
r{mm sﬁved)}:il'es, yoirﬁﬂ'f have
the option at the beginning of the
game to choose a file and con-
finue a quest. Move the cursor to
the desired file and press the A
Button.

~ New Game

You can start a new game even if
the battery is keepf‘fg; saved files.
Move the cursor to the New Game
opfion on the saved file screen
and press the A Button. The game
will start from the beginning.

Saving Progress

When you save the progress of vour adventure, you
can replace an old file or choose an empty file. The
Save option is on the subscreen. If the option is
highlighted, you can save the game by moving the
cursor to the word “Save” and pressing the A Button.

fe to Save

You can save your progress at any time in the field or
at specific “Save Points.” If the Save option is avail-
able, the word “Save” will be highlighted on the
subscreen.

Save Pni_nl

o o ®




The name of the charac=
ter is shown here. If 1}
vou've changed the name--

the new name will bel@?

The subscreen gives you access to important information
about your party and allows you to make decisions
relating to the party and the game in general. Press the X
Button to enter the subscreen.

As your character gains
experience, his or her
experience level increases
as shown here.

This depiction of the
character’s face is a good
representation n£ what
the_character looks like.

Your Party Commands

In this section of the Items........ See Page 16
subscreen, you can ex- Skills......... See Page 18

amine the members of
your party and take a
look at their current sta-
tus.

This entry keeps tabs on
time invested in playing
up to your current posi-
fion.

Equip ......See Page 20
Relics ...... See Page 22
Status ..... See Page 24
Config ..... See Page 26
Save ... See Page 1

Here you can see how

many steps vour party

has taken and examine
vour wealth.

~ Hit Points
L “3:-

W
'-'f'.

o Magic Points

This entry shows the Hit
Points that remain for the
character and the Hit
Point maximiim.

Current Magic Points arnd
current Magic Point
maximums are shown
Here,




Order in the Ranks

The members of vour party can be positioned in any
order you wish. Only the character in the lead will be
shown as the party marches through the field.

Press Left on the Control Pad.
The pictures of the part
members will shift to the right
and the cursor will appear on
the left.

Move the cursor so that it
points to one of the charac-
ters vou would like to move,
then press the A Button.

Move the cursor so that it
points to the other character
involved in the switch, then
press the A Button again.

e

Front / Back

The members of vour adventuring party can storm up
to the front of every battle or they can stay back and
take a more defensive position. This posturing dictates
the amount of damage they will take and inflict.

Move the cursor so that it points
toone of your fighters, press the
A Button twice.

F ront

ST X ——

The fighter in question will
change from the front totheback
or from the back to the front.

A position on the front lines of
the battle means a fighter will
inflict as much damage as
possible on the enamies.

By stepping to the back, fighters
can be more defensive, taking
and inflicting about half as much
damage.




Item Screen

Special items can be used to
recover Hit and Magic Points, ||
and to cure your characters N
from various states. Items, un- |

equipped Weapons and Rel-
ics are shown on the ltem

SCreen.

All of the [tems in
your _ party s
possession are
shown in this list.
Lise the Control Pad
or the L and R
Buttons to scroll
through the list.

Item Commands

Press the B Button to make the
cursor go from the Item list to
the ltem commands,

BN Thislineexplains the
[l use of the currently
selecteditem,

The Item commands allow vou to
use ltems, change the order of the
list and display those Items in the
list which are very rare.

Chooseacommand and press the
AButtontoenact that command,

All of the ltems which are
l.lsing ltems highlighted at any one time

can be used. Choose an Item, then select the character who
will use that Item.

Maove the cursor so that it points Select the characterwho willuse
to the desireditem, then press A. the Item, then press A again,

Weapons, Armor and Relics

Uneguipped Weapons, Armor and Relics appear on the
Item list. You can examine their properties from the list.

Mowe the cursor so that it points Push A twice, then Left to list
Eﬂ I-_H Weapon, type of Armor or the properties of tha item.
12 =

Arrange

The Arrange option orga-
nizes the ltems in vour list
inte groups of ltems of simi-
lar types.




Special skills of your party
members are accessible from
the subscreen. Individual
skills are also included as
battle options.

Once you've switched to the Skills

! You'll have the option to look at
option, select a character and press highlighted Magic powers, Espers and
the A Button, any other Skills.

Espers Mysterious beings krown as Espers give Magic
powers to fighters in your party when they are
equipped by the fighters.

Equip a character with an Esper  WhenenaughMagicPointshavebeen
and accurmulate Magic Points. earned, the fighter equipped with the
Esper learns the Esper's spalls.

Magic

Some characters automatically learn the
use of Magic Spells. Others must be equipped
with Espers in order to learn Spells.

Choose a Spell from the list and Your target will vary depending
press the A Button,

on the nature of the Spell.

SwdTech

This special ability is unique to the
character Cyan. He will learn up fo

See Page 62

eight powerful sword technigues over
the course of the adventure.

Blitz

The Blitz technigue is used by Sabin.
After vou choose to Blitz, yvou must

See Page 60

press a series of buttons in order to
enact one of up to eight technigues.

Lore

The character Strago is capable of
learning up to 24 dfﬁerem spells from

See Page 70

enemy characters. In order to learn a
Spell he must survive its power once.

Rage

Gau is a resident of the Veldt who can
learn the fighting technigues of other

See Ila-ge 64

Veldt characters.

Dance

The character Mog can quickly learn
powerful, magical dances in each of

See Page 56

the eight areas of the World.




i The useful Optimum command eguips the
OpE fighter in question with the available Items
that can add to that fighter’s powers in the best possible way.

A fighter can hold equip-
ment in each hand and wear
Armor on his or her head
and body. Equipping fight-
ers increases their offensive

and defensive power.
Choose the Optimum command The fighter will wear all of the
Eoui and press the & Button, best available equipment.
quipment ; : :
By using the Rmove command, vou can take
Current St ’ Rmove away a Jlarricwfar piece of equipment from the
Equipment selected fighter.
e e F Uise the Empty command on a fighter to
remove all of that fighter’s current equipment.
Then re-equip the ﬁghrer anew.
Current ‘
Powers SR
[ Equip ] ™" Equip command puts equipment on the S With a quick command, you can call up a list of all th
selected i hfff'. Uffffrf”; ﬂft‘t‘ﬂﬁ_ﬂf f.'tfmlpmﬂnf I {’{;IJ'TPHTEHE yolr j‘{ghfﬂ'}'ﬁ i}.'!'f C!Jn"rfﬂﬂ‘]f Using.
affect the fighter's powers in different ways. o, ; T

e Press Left when the Press the A Button. A list

cursor 15 flashing on of the fighters and their
the word “Eguip.” Thiswill make  currently equipped items will
the cursor point to all fightaers. appear.

Sedect the hand, head o body to Yellow numbers indicate added
be equipped and press A strength. Gray numbers indicate
less stremgth.




Select a Relic and press A. The Genii
Glovein this example allows a fighter

Relics are items that, when
equipped, give fighters spe-
cial abilities. Each fighter
can be equipped with up to
two Relics at once.

TheRelic will workits magic andimpart
a special ability on the fighter,

to carry 8 Weapon in each hand.

Powers

Change

Some Relics are best suited for particular
characters, changing that character's special
powers. The Tri{fi Glove, for example,
m?kfs Locke's stealing capability more pow-
erful.

Strength in

Relics

Some Relics add to a fighter's

offensive
strengths.

Relics to

Relish

As is the case with Weapons and Armor,
some Rellcs change a fighter's offensive and
defensive strengths. You can see these
potential changes before the Relics are offi-

cially equipped.

The yellow numbers indicaté an

and defensive increase in power.

While all Relics have their good points,
there are a trio of Relics which are particu-
larly useful. They are:

Sprint Shoes

When any character in your party is equipped with this
fast footwear, you'll move with twice as much speed in
irr all areas except the overworld.

Wall Ring
The incredible Wall Rfrg Relic makes enemy Spells
bounce off of the equipped fighter and shoot back at the
enenty.

Black Belt

The magic of the martial arts makes a fighter who is
equipped with the Black Belt randomly counterattack

when hit.

23




The Status screen clues you
in on the experience, power
and abilities of the members
of your party. You can ac-
cess the information from
the subscreen.

Character
Mame

A fighter’s level of experience and his or her Armor and

Weapons contribute to offensive and defensive powers. The

Status screen allows you to analy ze those factors. By looking

at the Status screen, ﬁ'uu can determine the strengths and
ter in question.

weaknesses of the fig

n Experience

Next Level

Bl Mag Power
E8 Bat. Power
8 Defense

Evade
Mag. Def

The Experience laval of your fighter directly
affectshis or her maximum Hit Points, Magic
Points and offensive and dafensive powers.

Thisentrylats youknow thenumber of points
your fighter needs to reach tha next level.

A fighter's Vigor relates tohis or her general
strengths and abilities to take and inflict
damage.

If your fighter has a high Speed rating, his or
her Power meter will rise quickly after each
attack inpreparation for the next attack.

If your fighter has a high Stamina level he or
she will gain more Hit Points with the next
rise in Experience Level,

Magic Powerindicates theoffensive strength
of your fighter's Magic abilitias. It should be
fow for fighters that don't use Magic.

Battle Power relates to your fighter's total
attacking power. If it"s high, he or she will be
a powerhause with the Fight command.

The Defense rating shows your fighter's
current defensive pnwar,_takmgl!‘-macnnunt
the Armaor that he or she is wearing.

The Evade rating shows the percentage of
enamyattacksamedat the fighterinquestion
which are likely tomiss.

Magic Defense relates to the power of the
fighter's magic abilities towardoff or weaken
gnemy attacks.

MagicBlock is the percentageof enemy Spells
directed at your fighter and which are likely
to fizzle cut before they can cause damage.

_J
;
y
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Several features relating to
the performance of the game
can be adjusted in the Config
screen. There are two “pages”
of adjustable entries.

Bat. Mode

Config Screen

A Attack
Boakeal ing

The two possible settings far Battle Mode
are “Active” and “Wait.” These seltings
relate to the attack methods of your en-
emies. If the Battle Mode is set on “Active,”
the enemies will attack whenever they
have the power to do so. If the sﬂmn;f is
“Wait,” the enemies will not attack while
vou are accessing menus in the middle of
a fight.

Active

- | Bat. Speed
Fohm

e

“l Cmd. Set |,

Active mode allows enemies to
attack at will in fighting scenes,
whenever they have enough
power,

Wait

Wait mode keeps enemies from
attacking when you're looking
through Item and Magic menus.

The Battle Speed determines how quickly
battles will be played out.

Message Speed makes screen text appear
~op the screen at various speeds.

B,
wtiico Command Set options are “Win-
and “Shore*"These options relate to
[commands-are laid out in fighting

e Wi _!"‘fg{{gnfr’gumtr‘on is
default methodiofdisplaying the com-

et Short'7 nﬁrgyuclmn'an features

- ' chtt f»nl"mmﬂnds ar-

il gre compact manner.




The Command Sat option allows
you to choose between the
“Window™ or "Short” set-ups.

In the “Short™ set-up, the fight
commands are arrangedina three
line farmat.

This option allows you to turn off the
power bar which shows the progress of

Gauge

Vour fighter returning to battle strength.

When the Gauge option is off,
your current Hit Fmpts and
maximumHit Points aredisplayed.

When the Gauge optienison, you
can monitor the return to battle
strength of each fighter.

- Soun The Sound option allows you to switch
und from stereo to mono output.

T Cmiremr | With this option, vou can make the cursor

SloE | Withiisop rticular

its position in a
situation. This me is useful if yvou
always use a fighter to attack or defend in
a certain way. You can set it up once, then
simply press the A Button repeatedly to
carry out the action.

Re-equip

Controller

Mag. Order

~ Window

~Color__

~ Save

See Page 1l

When the Re-equip option is set on Opti-
mum, the game will automatically re-equip
your fighter with optimum pieces when
you equip power-changing Relics.

While Final Fantasy NI is generally a
single-player game, vou can use the Con-
troller option to set the game up for use
with two controllers in fighting scenes.
The multi-controller feature allows you to
assign individual fighters to Controller 1or
Controller 2.

of the Spells list. The configurations give
varying priorities to different types of
Spells. While one mnf{r‘ uration puts heal-
ing Spells at the top of the list, followed by
attacking Spells and effect Spells, another
configuration reverses the order. There
are six configurations in all.

The Magic Order option !IYECFS the format

This option allows you to select one of
eight different designs for window back-
grounds.

With the Color option, you can chan?e the
entire background, the color of the letter-
ing in the game text (“font”) and the
borders around the edges of the windows.

Once you've set all of the configurations to
vour liking, make sure to use the Save
option on the subscreen to secure all of
your choices.

gl
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Enemy attackers
usemfﬂfv appear on
the left side of the
screen. If they am-
bush, they could
appear o the right
side or surround
your party.

When the members
of vour erry are
energized toa point
where they can
make a battle ac-
tion, their options
appear here.

Several types of
enemies may be at-
tacking at onice. The
names of the en-
emy typesare listed
in the lower-left
section of the
SCReEN.

.

I
I
|
|
|
|
I
|
|
|
I
I
I
I
|
I
|
|
I
I
|
I
I
|

When monsters attack, the encounter will take place in the:
fighting screen. This is where your preparation and battle

strategies pay off.

Eneniles arnd mem-
bers of your party
tare turns carrying
out hattle actions.
The current action
is shown here.

The members of
your party are
shown on the right
side of the screen,
unless they've been
ambushed. Their
appearance indi-
cates their current
state.

Information relat-
ing to the current
Hit Points and
battle readiness of
your party mem-
bers is shown in
the lower-right sec-
tion of the screen.

When enemies attack, the mambers of
your party are forced to fight them off
your fighters are full,

in a face-to-face battle,
Ztha-,l're ready to

rumble. A list of possible
commands for each fighter
then appears.

I

When the gasges of

E”HE fighter
has the option
to Fight, use
o] an ltem or
B practica a
special Skill

4

When the
action for a
| fighter or an
anemg- has
been decided
upon, the
fighting
begins.

LOCEE
CY AN

| CELES
SHEBI™N

B
B

If your party manages to

i defeat all the attackin
al enemies, the battle wiﬁ
8 be won

Battle
Exampl

Victory brings Gold, Experience and
Magic Points and, occasionally, aspacial
Item, Weapon or piace of Armor.

6
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|Fighting Commands Items Most of your special Items will provide

Health and Power for the members of your
party. When you use Items, vou'll be able
to target one of the fighters in your party
to be the recipient of that item.

: When a member ?{ your party is powered-
.rF: ShT up and ready to fight, a list of commands
I Steal will appear in the lower-left section of the
fighting screen. It's up to vou to decide
i exactly how your fighter will contribute to
the eﬁt:rr.

: A fighter given the command to “Fight”
F‘ght junips Fmﬂ%hﬁ middle of the action and hits
the chosen target with his or her Weapon.

Special Many of the fighters in your party will

plf‘" have special Sgr:h's which will help them
SKills dispatch enemy attackers. These Skills
: often cause more damage to the enemies
See Page 5472 han a standard attack.

Itemsgenerally add power toyour
party members or cure them from
a bad state. They often prove to
be useful mlang, tough battles.

When you're in the [tem list, you
can manage your Weapons by
pressing up on the Control Pad.

Magic While few of

- Your fighters
will have Magic powers at the
beginning of the adventure, they
will have the opportunity to learn
Spells from the Espers. After
you've selected Magic as a fight-
ing command, you'll have a list of
available Spells to choose from.

By pressing Left on the Control Pad, you
Row can instruct a Lf‘ghfer to step to the back
row when it's his or her turn to fight.

Press right on the Control Pad to command
‘ Defense a memﬁer of your party to set up a
defensive position.

— When chosen,
Esper Espers can

Magic only attack [

once in every
enemy encourtier. Press Lip on
the Control Pad in the Magic
menus to access the equipped
Espers.

: 71 If you're not ready to fight, press and hold
Run t{Ii(.L and R Bm‘fﬂ}r:s. ?{lﬁ mfpmbfrs of your
party will attempt to make a run for it. You
can continue to fight while your party
members iry to flee.

33




Enemies can trigger a variety of damaging “status
changes.” If you have access to the right Items or
Spells you can correct negative conditions.

Condition Effect Display
You can defend against the |l
Fl t { amsnnj&puwmsnfaﬂuﬂa spall
oa by casting Float on the members
of your party,
This strange condition TUrns your
. fightars into statues, so that they
PEt]’if}’ cannot move or attack, Lse Soft to
make them return to normal.

The Imp spell turns the spell
recipient into an imp. If you wish
to cure the condition, youcanuse
aGreen Cherry.

b iy | Clear makes the targeted fighter
Clear =] invisible, Use Remedy to cure this

condition.

) Poisoncauses themembersof your
£ party toloseHit Pointsduring bat tle
Poison ; and with every step they take. An

Antidote will set things right.

will bring a Zombie back to his or
her normal state.

Fighters in a Zombie state are
Zombie uncontrollable. A shot of Revivify

Ink-shuFrigg_enenﬁascancmrerkthe

* ayes of their opponents, making

Dark ) themmissonmany of their attacks.
g Eyedrop does the job here.

34

Wounded

If a membeer of your party has lost
allof his or her Hit Points, he or she
is “wounded.” Fenix Downwill cure
this condition.

Psyche

Some enemies can cause your
fighters tonod off. The only action
thiat will wake them wp is a direct
attack.

Muddled

Muddledfightersattack monsters
and members of their own party.
A Remedy is a usaful counter to
this condition.

Mute

A Mute condition silences the
Magic powers of your party
membars. Echo Screan will give
them & voice again,

Condemned

Condemned party members will
lose all of their Hit Points if the
countdown above them reaches
7B,

Berserk

This condition makes fighters go
wildly out of control. Use Dispel
to bring them back to normal.

Slow

Fighters that have baen targeted
by a Slow spell will be slow to
return to battle readiness after
they make a move.

Stop

If your fighters have been hit by
Stop, tima is standing still for
them. Use Dispel to get the clock
ticking again.

Regen

YoucanuseRegenon the members
of your party tomake them regain
Hit Points at regular intervals
during a fight.




VE ”ag e L 0 Ca ti Ons 1 If Jﬁll;gg gtr nerk]:i‘ ?}:Pprsa tective gear,

: : an Armor Shop is the place to be. Look
There are several villages in the world of Final through the list of items available and

Fantasy Il In addition to gathering important infor- purchase theditems which will be of the
mation from the villagers on the streets and in houses, greatestbertefit to your party.
vou can revitalize the members of vour party at Inns

il Jtem Shops

and o
purchase ftems in shops. ltems are rfenemn'y used to replenish Hit
]nns Points and to cure fighters from changes

: 1 Status. Stock up with as many Items as
If the members of your party are suffering " cithe ;
b : ' ou ore you venture into the
#nm a negative change in Status or if their yotican affordbefore I

Hit Points or Magic Points are low, you UHRHOWN.

can power them up for a small fee at an
Irn.

Weapon Shops

Weapon shopsoffer a variety of powerful

RE"C ShOPS il e

{] Fampam |
1-"5 LA

Every fighter in your party can equip up
to two Relics. Buy as many different types & e,
of Relics as you can afford and use them |-
wisely.

4

ftems that will @ad to the performance of
Your fighters it the field. If vou're low on
cash vou can sell old Weapons for half

thelrpurchiase price.

Chocoebo Stables

While you're shopping for Weap- Chocobos are available in a few villages
ons and Armor, you'll notice a line- and remote forest locations. For a fee, you 1§
up of fighters at the botton of the d hop ortto @Chocobo ard ride across
screen. Each fighter will raise his theificids, fogh'of enemy Intervention.

or her arms if he or she can be

equipped with a particular item.

Cafes
While you're intown, make sure you visit
these establishments to catch up on cur-
rent events.




Items

You can hold up to 99 of each type of Item. They can
be found in Item Shops and Treasure Chests. You can

also earn some

Items by defeating enemies.

Item Effect Cost
Thiz itemn reverses the effect of anbmp pall, changing
Green Cherry simp fighter back ta normal, 150
. If & maget wser drinks & Tincture, he or she will recover
Tincture Eﬂ}M:gcﬁF'nims toweard his or her current masimum 1500
i This powerful potion recovers all of the targeted
X Et]‘l'E]' fighter's Magic Bn{mtg. g Cost
A standard Ether potion will recowver 150 Magic Points
Eth'er for the targeted Magic user, Mo Ciost
s : I you find an X-Paticnin the field, you canuseait totully
X-Potion recaver the Hit Pointz of & fighter in your pasty. Py Gt
E I ix ir Tth powes-packed Elixir recovers Hit Points andMagic
Puints fully for the targeted party member, Mo Cost
If your party members have been petrified, you can
Soft bring them back ta marmal with this item, 200
You can set & smoke screen in a battle vﬁrh this
Smoke Bomb explosive davice and escape unharmed. 300
Toss this bouncing sphere at attacking enemies and set
SUP‘?T Ba" them up for big damage. 1000
o If amembar of your partyhas fallenunder the power of
Rev “'lf'y the Zombee spell, you can use Revivify to counter the 3000
effects.
Use a Warp Stone to escape guickly from an enesm
Wal‘p SEDI‘IE cmfrnntatfmmran underground mare, : 700
By pitching a tent at save points or in the figld, you can
Tent 1200

recoves your entire par ty's Hit Points and Magic Points.
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Item Effect Cost
Antidote il bl e e G
Sleeping Bag rowe o snnemse ol vou ety R 500
Potion fﬁgﬁ?;ir?n TELOVErS 2513. Hit Poants for the targeted 300
Remedy A bt SR T8 G aan oF e Zeas woan. - 1000
Fenix Down  Azseisitie ltememiorsomnyati 500
Dried ME:EI[ Fe':;v[enr:'ﬂn}t%? ':-.r;:;nttr;e receiving party member 150
Tonic Irfe:;"v«-é:ns?ﬂi?ﬁu:;arw sips a Tonic, he or she will 50
Magiéite 1 oy
Eyedrop R e s B ot T a0
Echo Screen [ ismsmiuooncamen oo 2o
M\Eg alixir #ﬂrﬂmléﬁ ;1;132}1: .recn-.-m all Hit Pioints and Magic i
Rename Card Jisviensorsityomne tectacters .,
Shadﬂw Eldge lt,i;:blztruihfai:umw Edge 1o spread shadows out across 400
Fire SREEIH Yvijmu::mi:ist:g.l fael the heat of a fire attack when 500
Ipti:me:n\::_l?ﬂsrnws this item will be mvisibie 1o 200

Inviz Edge
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ltem Effect Cost Itemn Effect Cost
Water Skean Toss thisitemintothe fray for apower ful waterattack.  [50 Gold Hairpin t‘ah;?gw::«r?::m Iﬁfﬁ&}igﬂﬂ?ﬂmmtﬁhﬁfthe T
Thunder Edge  Jigngans tumtersact " "? ™" 500 Goggles s ] TP SNELRRA B, (300
. Crystal Orb e Bses o Mg ot o, o
RE”CS Merit Award ;I:;EI':'I.ari.l: Award allows the bearer to wear heavy i
Relics can be equipped by members of your party two : ; e enraia Ex s Gibics i Eueinrer Pkt
at a time. They impart a variety of different abilities. Exp. Lgg the wearer receives. No Cost
P Fec = Genji Glove B inatm st onwm e o, cp
Amulet R e e e 00y Blizzard Orb Himsssgcusisn s i . oo
Back Guard  Jpius, Kiisis vour porty from Beck Attacks 7000 Jewel Ring Ef?&"ﬁp’“eﬁﬁ'?ﬂiﬁ? T
Rage Ring (LU0 S e vl ghes moare it 2. nicos Sniper Sight  arsresopsrcontist atonihiheFghtcommang. 3000
Earrings ST 8 S T T pomeee e s SO ECONOMIZET i ests snollste to ea MagiePanrsach Mo cost
Running Shoes Whes iierwears uing Shoss he o shehas 7000 Safety Bit Mo tisitenul yutecthobower ommagc
Difering g::‘_ggshﬁy?:mmg;:gu gives extra power 1o the i Gﬂm Box H;srfflic adds power to all Magic Spells cast by the e 0
Marvel Shoes 4 te o, Shose ond mervel at their ., cou Zephyr Cape Linicicmnoaencas " 7000
Gauntlet N o o Charm Bangle ois fow srenes wilsttoct from et o cos
Atlas Armlet mﬁgimfnﬂmisﬂ;ﬁm:dm- 3000 Tintinabar gggrzirnrt;ﬁcauﬁr? g:!g:iﬁﬁﬁ:ﬁszlﬁtsﬂ:munjhﬂ Mo Cost
40 4]
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Black Belt

back automaticedly when hit,

Item Effect Cost
Sprint Shoes ol i v sesime o™ 1500
Fake Mustache A its Sttt conma oo s 11
Cherub Du:vn cﬁaf;ﬂlg{m::;ir!thechembﬂnmhastha-mwm o 6300
Cure Ring gngﬁﬂygfﬁgﬁﬁwaws theCurefing.he . .
Sneak Ring ﬂmﬁiixm:ﬂ%ﬂ%g;auhimer suesess 300
Thief Glove E:t?rff Glove changes Locke's Steal command to
True Knlght mgm:ﬁg‘! _l%ﬂ%tti:n to mambers of your party 1000
Cursed Ring  TheCursedRing, being true toitsname, is cursed. o cost
HYPCI’ Wrist :l:pa?;:d:ighlﬂf'ﬁﬂaraI!I'IEHI;p-HWfisl.hiswherVIgur 8000
Gale Hairpin ?Fgﬁz*g%m:::mf;g:mm:;zgegﬂ,ﬂmrgg 8000
Barrier Ring  [uiiniryosssetsmiwemimmee's 500
Dragnn Horn Eﬁimt:;isew?mgnmDmgnnHurn.heursi‘uz i B
Fairy Ring I:B::;E:;;EEWWWMha-spmtectimfruumsnn 7000
RE'IEC Rlﬂg H;ftmwrfulﬂelichasmvstmiuusa!feclsmwwn&d oo

This martial arts powerhouse makes the baarer fight 5000

item Effect Cost
i The wearer of the Hera Ring is given increased
Hero ng for Figt arbdhlagiteummaﬁds e PR e it

Czarina Ring

The wearer of the Czarina Ring casts Safe and Shebl
spells when his or har Hit Points are low, 3000

The power of the Guard Ring causes the bearer tocast 5000

Guard R'ng a Safe spell when his or her Hit Points are low.
Coin Toss The Coin Toss refic changes Setzer’s Slot command to N ot

GF Rain,

Star Pendant

Whenamember of your partyis equipped with the Star
Pendant, he or she is protected Irnrﬂ’uim. 500

H This cloth shield protects the wearer from the power 5000
Wh“e C‘ape af Imp and Mute spells, :
The bearer of the Muscle Balt can add 50% to the
Muscle Belt total of his or her maximum Hit Points. Mo Cost

Pod Bracelet

Whillie weraring this accessory, a member of your party
can cast Safe and Shall spells. No Cost

Beads

Bieads give the wearer a better chance of avaiding 4000
enemy attacks.

Mithril Glove

The Mithril Glove casts a Safe spell whern its bearar iz
low on Hit Poant s, 700

Marvel Shoes The I'Ir'I:-HHIWS Marvel Shoes have unpredictable |~
If the leadar of your party wears the Moogle Charm,

M‘-‘ﬂgle Charm your party will be protected from random attacks, Mo Cost

Peace Rl“g :E;Hafemmgﬂmmﬂmglsprmamd fram Berserk 3000

Ribbon

The Ribkon protects the wearar from all status
changing ailments. Lthin

Dragoon Boots

These nifty boots changs the Fight command into a
Jump command. 9000




: Rl [ isted below are the Espers and their '
Es Crb_ and spells. The numbers next to the spells |
Their S\  are the learning rates. These numbers
are multiplied by earned Magic Points.
When the results reach 100, the spells

are learned.

J The Esper’s Name Starlet

Each Esper has Cure ... x 25
as many as five ]

Spells topass [ N Cure 2...x 16
oh  to the [ Ry ) Cure 3. x |
equipped A Regen....x 20
adventurer. Remedy x 20

The magic force of the Espers can
be learned by fighters who are
equipped with Espers while they
earn Magic Points. Whena fighter
learns 100 percent of an Esper’s
‘ spell, he or she can use the spell.

P — Each fighter in your party can use one
¥
E'qmppmk‘ Esper at a time. Select the Esper command

from the Skills heading for a particular

fighter and move the cursor to an Esper :
tis highlighted, then press the A Button Kirin Phoenix

to equip that Esper. CUFe o X5 T
Cure 2. x| LifeZ ....... X2
ﬂ Regen..... x3 Efe 3. x 1
ﬂ Antdot ..... x4 Cure 3 ...x2
SCan .. x5 Fire 3.....x 3
Palidor
Haste ....x 20
Slow ....... x20
. — : ; Haste 2.x 2
Select from the list an Esper which is While you wear the Esper, Magic Slow ?_x 2
not already being worn by a member Pointsyouearnwill go toward learning Float X 5
of your party, then press A theEsper'sspells,.  f AN T Le— O =

Bonus Points iren  Learn Rate Skill

10 0

As your fighters increase phed s R o S| Cure 2..x 8
their Expmm:'f; LEVEE:;,J Fire @ =8 o o ;ggﬂ ..... :%g
some Espers will rewar it rever e no - 1o DR - e

them with extra powers. Pt LS pay o Remedy x 4
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Odin

Rasp ... x4

Meteor ..

Raiden

Quick .......

Crusader

Meteor ...

Merton ...

b
x10

Alexandr

ZoneSeek

Rasp ... x 20
Osmose.x 15
1 Shell.....x 5

Bahamut

x10
ien. L
XD

x8
X3
e o

Ragnarok Golem
Liltima ... X | Safe s x5
g Stop........ o X5
o Cure 2. x5
Terrato Stray
Quake...... x3 Muddle.... x7
Quartr..... X | ! Imp ... X5
W Wind. x| @ Float ......... x2
nkl Fenrir
A Rflect ....... x5 wWarp ... x 10
M Haste ... X3 X-Zone . x 5
Shell......... x2 Stop e X 3
Safe ... X2
Warg ... x2
Phantom
Bserk....... x3
Vanish.... x3
Peml i X5




party will be
born Magic users, but the bulk of the fighters will have
to learn Magic from the Espers.

Some warriors who join up with your

Spell Collection

Ever IV Esper offers a series of
Spells for the wearer to learn.
Some Spells are offered by more
than one Esper. When a fighter
learns 100 percent of a particu-
lar Spell, he or she can use it.

Some Spells are offered by more than one Esper, but the
learning speeds vary. Compare the learning speeds so
you can learn each spell as quickly as possible.

Magic, Armor, Weapons and Items

Some items other than Espers allow adventurers to learn spells. Try
experimenting by equipping witha variety of Armor and Weapons.

Recovery Magic

: & single Cure speil
Cure can recover as
much as 270 Hit Points. The casting
costis fiva Magic Points,

o Cure 2 is capable of
C-ur'e reviving a fighter
with three times as many Hit Points as
the first Cure spell.

: reviving spell is
seven times as powerful as the original
Cure spell.

: This spell has
Life = basically the same
effectasaFenix Down It brings wounded
fighters back to fighting strangth,

This deluxe spell
Life 2 revives a fighter
from Wounded status and replenishes
all ot his or her Hit Points.

Life 3 has the same

: 'If 3 initial effect as the
original Life spell. It revives the fighter
when Hit Points are depletad.

NG a0 [e @] For an affordable

mnilll casting cost of
thrae Magic Points, thiz spell cures
fighters from Poison.

R&l'l'lﬁd'f The Remedy spell

=l hasthesameefrect

as the Remedy item: recovery from all
status changes except Zombie,

The Regen spell

Regen revivesHit Pointsat

regular time intervals for several
saconds after being cast.

O

] Enemies will ba on

AL —1 thereceivingendof
ablastof heat and flame when this spell
i castin theer direction.

This blazing spell
L offers three times
the blast of the first Fire spall for a
cost of 20 Magic Points.

Fire 3 is the
: strongest  Fire

spall at six times the power of the

original. The cost is 57 Magic Points,

Lightning strikes

St attacking enamies
whan the members of your party have
the power to cast Bolt.

(Vi

The second incar-

et L nation of Bolt
Magic has three times the power of the
first Bolt spell,

5

; | This lightning spree

L is six_times as
powerful as the original. The casting
costis 53 Magic Points.

This freezing spellis

= especially powerful
against snakes, frogs and ather sfimy
creatures,

lce 2 has threas
tumes the power of

lce. The casting costis 21Magsc Points.

This freezer is six

— times as powerful
as the original for a casting cost of 52
Magic Points.

48
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Offensive Magic
By casting Poison

m on your engmies,

youcancause gradualdamage for acost
of three Magic Foints.
Drain magic takes

(SJC LB 14t Points from the

ammh and gives them to the caster
until the caster is maxed out.
The Bio spell is

_Bio el

eausing multiple hits as time goes on,
only it is more power ful,
The Break spell

B!I'E.E-Ik turns enemies to

gtone at a cost of 25 Magic Points.

power of Doom will
destroy most enemies whenit hits.

This slemental
attack can be cast
at a cost of 40 Magic Points,

The Flare spell hits
several enemies at
once for big damage at @ cost of 45

Magic Points.
m Atacostof 33Magic
Points, this spellcan

cut anenamy’s Hit Points in half.

Quartr The Quartr spell is

half as powerful as
the Demi spell at & cost of 48 Magic

Points,
This mysterious
X-Zone gspell sendsenemies

into the X-Zone for a cost of 53 Magic
Points.

o With this spell, the
MEt battleground
8s to outer space and a mateor

h|t angmy target.
¥ This super-power-
ful sps;ﬂj hits all at-

tacking creaturesat acost of 80 Magic

Points.
-'-' !Iﬂ = The around shakes
and rﬁts all ground-

bound enemies when this spellis cast.
This spell hits the

VAL enemy target with

a tornado that takes 90 percent of its

Hit Points.
At a cost of 85

Mertﬂn Magic Paints, this

spell hits the enemy target with a
peerging fire attack,

Effect Magic

Foracastingcostof
3 Magrl: Paints, you

{:ane:mmlme t enemy's power and
weak points.

Your enemy takes
—1  more time to gearup
foran attack when you cast this spall.

This unusual spell
takes Magic Paints
awa‘r from the anemy target.

Whan an enemy is
=l hit with Mute, it
can tusefu'laglctmetalmte

il The
; | raizes the defen-
sive puwer of the targeted fighter.

Safe spell

50

] Enemies will be

il k noc ked
uncunsc:ws when this spell is cast
upon them.

Foracastingcostof
& Magic Points, you

can cmfusa the enemigs 50 lhe-.r hit
each other.

] The Haste speil
e gives the targeted
i tert g ability toready for attacks
mere quickly.

] Foracastingcostof
10 Magic Points,

you can tpuranw freeze your
enemies in time.

A fighter hit with a
L L] Bserk spell will
attackhﬂfararecmmgurdmmﬁusu

Thislevitation spal
gusempyl 15 the parfect
defense against Quake.

: | target creatuwre too
irw:tha ngaimphaast

The Rfléct spell
reflects enemy

spall satacostof 22 Magic | Pumts-'"’ﬁ

Wl The Shell spell is a
2| defensive barrier

enemy spelis.

targetcharacter tem-
porarily invisible.

| Heste 2 speeds.up
J thebattle ;ﬂdm%ﬁlﬁsf

| Thisspellchanges the

thatpf-::tects the targetcharacter !‘rm‘l'l,-;"“"gP

. =
Tﬁamﬁ;_

Slow 2

This spall succeads
at slowing down

the battle readiness of all attacking

enamias.
Youcan take away
I 1 enemy  Magic
F'ulnts with ths spell.
3 _':;_! The Warp spell has

from fights and caves.

attacking Enamus v a!r

spells cast u:m youf chi
cost of 26 Magic Ppm

0| the same affect as
arp tons,aliuwmgwutuascapa

This 99 Magic Point
spall gives your
party the spsnd advantage owver

a‘w.




Building Parties

Adventuring parties can include up to four fighters.
There are considerably more than four fighters who
are willing to join up with you. At certain points, you
can make a new party from all of the available fighters.

four

Single out fiahters from the row in
the middle of the screen and move
them to the box in the lower left.

Party Planner

There are only a few places
where you can regroup your
party. One of those places, the
Alrship, is mobile. If you're look- /.
ing fo change ;],/fur party, find |
the Airship or head to Narshe,_s

You can have as.ma
sdventurers i Fpartyat any
one time. ]
\ B\
¥ " '/ .
DR -

A

b 'Erri:in-f'iri [rirr Ilj M ETE T
L L

R

Special Events

There are a few instances when slightly modified
controls or actions will come into play. They are as
follows:

Multi-Party Battles

When you're managing more than
one party in a battle against another
multi-party side, you can switch con-
trol from one party to the next by
pressing the Y Button.

Opera House and Dinner

Your verbal responses will play an &
| important role in a pair of social
| circumstances. In these cases, you'll
/ begriven the choice of several things
. ﬁgﬁy {or sing). The results of the
% WEEinteraction will be dependent on your
8 b, Choice of wortds.
AT
ﬁ'
Follow the Star
' -jﬁ"' 0 a dungeon maze is
flight of a star. You
our party in the same

| \;{{:c star in order to get
naze.

harty

." -"':' i
Look for-other unusual events throughout the course of the
game.
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Character Guide

Tierra represents the re-
| birth of m:zf::'c. She has
* abilities the likes of which

no one in the world has
seen before. The evil

X
>y darmy has tried to har-
" ness her magic powers,

but the magic of the
Al [ Espers will see to it that
" o she will escape from the
| '-__x\fj:’,:{{:;rmy's control.

[
i

about herself and her ori-
gins, she will gain the
ability to morph into a
biqzr'rsr% spirit-like crea-
ture. She’ll have twice as
much strength in her
morph state as she has in
her normal form.

When she learns to
Marph, Terra will
have twice her
pravious strength.

Terra begins the
adventure as a
normal  creature

with  moderate
magic pOwWers.
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The great treasure hunter, Locke,
doesn't mind breaking a few
locks in his search for fortune
and fame. Nevertheless, he'd
rather be called a hero than a

Special Skill] Steal |1 T Giove | Capture
Locke can actually take possessions Lrﬂm attacking enemies
in the middle of a fight. His Steal skill will come in handy
more  than : St K3
once as he § = :
lifts valuable
items and,

| | sometimes,

| | the clothes

| | from  the - o & :
backs of un- with the Steal command, The Thiet's Glove Relic
SHSpECHHg Locke can remove items gives Locke the power-
enemies. from enemies. packed Capture command,




Mog

ceive you. The teddy bear-
like Mog can fight with a
vengearnce, especially when
he has learned his powerful,

ical dances. Mog is gen-
erally a peaceful creature, but
he can make a big commotion
on the dance floor.

™

Dior't let his cute me

!

p=

@ Wind Song 1D

In the grass fields of the world, Mog
learns the dances of the Wind Song.

@ Earth Blues B

The Earth Blues are learned in the
mountain regions of the world.

[ Clach Thiscollectionof steps will blow
Wind Slash Y

41 Rocks drop and bowd over enemies
Land Slide &5 the result of shes dance.

; Funin the Sanrecovers Hit Points
Sun Bath for the wihale party.

" This Hit Point reconvenng demcsis
Sun Bath g teaniredin the Wind Song.

Thas little jig sende out a balt of

3
Plasma devastating power,

= it This damce produces a
SOnic B‘;'x'm Baiimer arg-like weapan,

~ ... Ihe power of the Cockatrice
Cockatrice gune piarcas enamy tefsnses.

@ Forest Suite 1D

When Mog fights in the woods, he
Imarns the dances of the forest.

The darce of Whump sends an
1"""'Ih“m|:"' animal attack outon the enedes.

@ Water Rondo I

When Mog goes underwater, he can
learn these dances of the deep.

This strong blast blows leaves
R dge into gnemy farcas.

1 M These steps of the Water F
El Nino serul cns bees into the underbow.

P - By dancing tha Wild Bear,
W fld Bea [ R E:s'lal:u:lrlr|'|g|;lq|'m1":gl‘:I

- YR s thecase with the Love Sonata,
hpthLr Specter confuses crestares.

The EIf Fire steps sat the deace
floer ablaze,

Elf Fire

: This bolt-producing derce is also
Plasma part of the Wind Song dances.

3 This terce shuffle breaks
Wombat through enemy defensas.

2 Az is the cise in the Farest Suite,
Wild Bear this dance recovers status.

@ Desert Aria 1D

In the desolate desert regions, M
lzarns the dances of the sand and wi

@ Dusk Requiem

Maog learms thesedancesincaves. You'll
see him use these dances first.

el Sl

Dance

he'll learn the
dances of the
region. Then
hell go into
hoofing high
gear.

staps.

Mog can learn a series of dances for each of the eight types
of terrain in the world. After he gets one good hit ina ;‘J]/ghr.

has to fight and learn the

Before he can Dance, Mog  Mog's Dances will sendhis

audience to the floor.

Rocks fall on enemy attackers

sand St it CAveln R i s sisme
Wind Slash Pﬁﬁﬂé‘.’,’;ﬁ?ﬁﬁ"“““‘ Elf Fire f-hililgﬁl::mn i5 the result ol
R i R
T

@ Love Sonata NS

Mog can learn these steps in rare
situations when he fightsin a town.

@ snowman Jazz il

Mag learns the steps of the Snowman
Jazz dances in the snow fields.

1§ i T fiery dance is also part of the
Elf Fire Forest Suite collection

o This powerful blast af eald cur
Snowball  seemytPontsinhatt.

The tragping Snare dance causes

Snare enemiez to fallin & hobe

This kale producing-dance is a

Share popular et of steps.

Specier Jupum g

- The Surge danceis adance of the
SH!’EL Ice family.

¥ Themagicof the Tapir dence recovers
Tapir status inall party meambers.

ice Rabbit g farae sonrocovaes th
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Edgar

The King of Figaro castle is
very handy with machinery
tools, making him a very

a =R
valuable part of the team, !
also fancies himself to w

ladies’ man, but moves in that 53
direction often result in fail-
ire.

Special skills | Tools

Edgar’s mastery o machimtr’y turns out to be a very useful
skill. He can use all eight Tools that are available throughout
the adven-
ture. Many of
them can de-
feat an entire
party of at-
tacking en-
Emies at oHce.

The Tools command puts Most of the Tools hit
powerful machinery in enemigswithavery stromg
Edgar’s hands. blast.

This arrow-firing device will
hit all of the attacking
Bamias.

Bio Blast

"D ST ey

The Bio Blast sends out a
green cloud of gas over all of
the enemias.

ThefFlashhitsmonsters with
a brilliant Hit Point-reducing
light.

Noise Blaster

This big horn sends out a
noise that confuses the
eneny party.

WhenEdgaruses theDrill, he
can go right through one
enemy's defenses.

W TR Ty e

Debilita or_

Thiz odd item finds weak
poéntsin enemy attackers.

Chainsaw

This hard to find item is
capable of destroying an
enemy attacker with one
slash.

Air Anchor

The Air Anchor is capable of
making enemy attackers
self-destructive

gl




Sabin

Sabin is the brother of Kr’ﬁ/ 2
Edgar. A f er a falling-out wi i
his family, Sabin left forithe = fiy
mountains and Imrrrf:{élﬁm".» )

When Sabin Pummels an
enemy, he hits it with
punching bag precision.

Sabin's Mantra brings Hit
Point recovery to the

martial arts. Sabin's \Blitz
.4 members of s party.

The complicatad sequence
of the Air Bladeresultsina
wind-blown attack on all
eneimes,

Spiraler

L e

The Aura Bolt sends out a
white blast that pierces

technigues and strong con- ot Lo

viction make him a good mem-g
ber of the team. Suplex

Special Skills | Blitz

¥

The seiflass Spiraler move

The Blitz techniques that Sabin learns over the course of the 1. b bl s it kot Hit Polit s waryTtemt
adventure each call for a different button-pressing combing- _ above thegroundandslams Sabinand gives them to the
tion. You can them down. party

see  those Fire Dance

combinations -

using  the / ;

Skills Menu ¥

from  the ] N

subscreen. : i : ""l d 3
Every Blitz command AcorrectlyexecutedBlitz ?_'r,'ir._"' The dance of flames This tough technique
requires the input of & will unleash a powerful i spreads fire onto all of the delivers one big hit to a
button-pushing sequence.  attack. —_— enemy attackers. single enamy.

=y-—— T 5

o0
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Cyan

Cvan is a soldier and swordsman of
Doma Castle. An enemy attack on the
castle has convinced him to join the
resistance against the evil army. His
sword technigue will prove to be very

useful.

- Special Skills

SwdTech

The ad-
variced tech-
Higues require
more prepa-
ration time
than the oth-
ers.

The master of the sword can lash out at enemies with a series | 5
of brilliant strikes. There are eight different technigues inall. ';fé_‘,

Cyanmustbuildupacertain - When Cyan slashas, his
amount of power foreach enemies take notice
technigue.

Dispatch

Empowerer

This quick attack has good
results whenit centers ona
single enemy.

¥When Cyan is using Retort,
he automatically attacks
after being hit.

With the Slash technigue,
Cyan hits enemies and earns
Hit Paints.

It takes a while to prepare
for, but this four-slash blast
is worthit.

This advanced technigue
takes Magic Points and Hit
Points from the enamy.

Thisincredible blast of Magic
hits the whole attacking
party and stops them.

Quadra Slice
T Tl e

% b

The Quadra Slice hits four
times with twice the
strengthof theQuadraSlam.

This most advanced sword
technigue hits the entire
attackingparty for bigdamage.
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Gau

The wild boy of the Veldt left
home when he was very
voung. He now lives and com-
municates with the animals.
If you can manage to get Gau

to join your party, you'll be
ab!}; to use his abilities to
learn the powers of the Veldt
antmals.

Special Skills

Leap / Rage

it. Gau will

When Gau is fighting with your party in the Veldt, he can
Leap onto one of the attacking creatures and ride away with

reappear in
another Veldt
EHCOUNEET
with knowl-
edge of the
monster’s
fighting tech-
wigues.

UseRage tocarry outGau's
igarned tachnigues, =

UzeLeap tomake Gaulearn
the technigues of the

Gau leaps onto the back of
an attacking monster.

In the next encounter, Gau
is missing from the party.

Gau returns, knowing the
enemy’ s method of attack.

Gau's Rage demonstrates
his knowledge of enemy
attacks.

Rage on the
Velde®

e L1 U
Learning the Skills
of the Monsters

Gau has the_unigde ability o
being able toCommbnicate wit
ferocious beasts of the Veldt and

learning their methads, of aitack.
o ﬁﬁt‘u«ﬂ@w ,

-

p!
When Gau uses his Rage skill, he
can choose from a long list of
enemy skills that he has learned to
use. Some are more useful than
others.

monsters,
- |




The mysrer!ou:s ﬁe’hﬁi‘,
Shadow, is a loner. His
only friend is his dog,
Int::r-:’cﬁar. When gﬁadow
joins the party, he brings

with him the ability to .f*]r'rjj_}!. &
objects with accuracy. il

Throw

Shadow’s throwing skills allow ki to hit enemies with no
danger to himself. Some village shops sell Weapons that
the ninja can
aim at enemy
attackers.
They have
varyian

stre.r@fhx .cmﬁ
properfies.

Special Skills

Shadow can throw a Adirect hit can make o big
varigty of items designed, impression on ensmy
with that purposeinmind. | attackers.
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At one time, Celes was a
General of the evil army.
She has since been disillu-
sioned by the army and has
decided to join the resis-

tance. She has command
over Runic Blade which
absorbs enemy spells.

Special Skills | Runic

Celes has the power of Runic whichWhen cost, makes all
enemy spells target her. She can absord the spells without
causing much
damage to her
or the other
members of
the party.

UsaRunic tothwartenemy  Spellswill target Celes and

magic users. fizzle out, giving her MPs.




Setzery) 1.3

The rich owner of the
only Airship in the world /
likes to fly and he likes
to gambfe too. wfmn
Setzer joins vour I
vou'll E;e ab!g to u?e }F]fs
Airship to travel to >
remote parts of the *’ K

world. You'll also gai
worthy fighting partner.

Setzer's

Slots

The effect of the Slot
command depends on
whera the wheels
stop.

Lagomorph

Any losing spin aarns
some Hit Points and
status rocovery.

Chocobop
bt Do
(SN
This Chocobo combo
calls out a flock of

7-Flush

Ty

All'7"s brings defeat to
theentireenemy party,

H-Bomb

A H b

This three-Airshipcombo
hits all of the enemies
with a strong blast.

Mega Flare
=4 b4 B 8§
Fa q o

The result of this spin
is similar to that of tha

Joker Doom

T]7 )=

This  unfortunate
combination brings
defeat toboth parties,

Magicite
Three Bars will bring

out arandomly chosen
Esper for a big attack.

When three Diamonds
appear, the anamies

trampling birds, Flare spell. receive ablast of light.
& : Fowerup ACoessary -
Special Skills | Coinross ' [ GP Rain

Mhen Setzer is
ipped with the
L Toss Relic,
cﬂmand

Fight
GP Rain

HMagic
ITem

Coins-a-plenty rain
down on unsuspecting
monsters.

The Coin Toss relic
turng Slot inta GP Rain.

If you're lucky, the attagk
will result in a bigwan.. |




can use them.

Strago

The old man, Strago, is
both a passive an
powerfﬁ? Blue Mage.
He has the ability to
learn the spells of some

enemy attackers, but he :
must feel the effect of
those spells before he

“Special Skill

Lore

bounces
back with
knowledge
of the spells
after the
battle has
been won.

The special skill that Strago brings to your party is Lore.
When enemies aim their spells at Strago and he is hit, he

The Lore command brings
up alist of learned spells

Strago can use spells that

he h
heamd

a5 experienced first

Aqua Breath

This spell is the special
attack of the water
elemental,

Stone

This spell creates a

damaging and confusing
stone attack.

The Aero spell emits a
blustary blast of wind.

soodinis spelldecreases the

enemy's experience
leved by one half.

The Quasar attack
pierces EMEMmYy
defenses.

Sour Mouth

This strange spell
cures status changes
in party members.

The Grand Train rolls
through enemy
defenses.

Condemned

This spell creates a
countdowen todoom for
the enemy.

Roulette

The Roulette spell
results in an
unpredictable attack,

Exploder
This super-charged
spell results in big
amage
Clean Sweep

Like the Agua Breath,
this a water elemental

=
g
=3

Rippler

TheRippler spellmakes
gnemies trade status
with party members

Blow Fish
The Blow Fish hits
enamies for 1000 paints
of damage.

Force Field

Use the Forge Field for
abarrier against enemy
offenses.

Step Mine

This spell results in
gradual damage to
enamy attackers

Pearl Wind

When the Pearl Wind
blows, party members
BXPEMEnce recovery.

I

Safe and Shell spalls
are combined with the
Big Guard.

This magic cures one
character, but spells
deom for Stragos.

Reflect???

The effects of this
Reflect spell relate to
status changes,

Revenge

The Revenge spell
deals out an equalizing
blast.

L.3 Muddle

Characters withlevels
at a multiple of 3 are
confused.

L.4 Flare

Characterswithlevels
atamultiple of 4 arahit
with a Flare,

L.5 Doom

Characters withlevels
at a multiple of 5 are
destroyed.

The multiple factar is
the lastdigit of your GP
total.




Relm

The granddaughter of .

Strago, Relm isa "
reat artist and a = ~

%r{end to Shadow's

dog. She can sketch

enemies and attack
with their powers
through her drawings.

~ Special Skill | Sketch
Relm's s cr‘r%{ﬂﬁﬂ cetlers around her artistic abilities.

When s ngnemy, she learns that enemy’s
methods of - el ol
attack. She
can also con-
frol enemies
whiile wearing
the Fake Mus-
fache relic.

The Sketch command Relmis aliving raminder of
allowsRelmtoattackwith  the power of art,
the powers of her enemies,

Save Your Progress

It pays lo save yvour
progress when you have
the chance. Always save
immediately before

Vou enter a no save situa-
fion.

Buy Potions Galore

In the early parts of vour
adventure, Potions and
Terra’s limited Heal spell
are the only things that
will keep your party going.

Equip on Party
Changes

When characters join your
party, make sure to take a
look at their equipment.
They may be in need of
Weapons or Armor that
you have.

Lind Items.

Explore Thoroughly

There are many hidden
items in the World of the
game. Get in the habit of
touching objects and
pressing the A Button to

Losers Prosper

Even if the members o
your party are annihilated,
they'll still retain their
Experience Points. Don't
reset the game.

Esper
Management

Some Espers give rewards
when vour characters go
up in Experience Levels.
Make sure to equip with
those Espers before level-
ing up.




Two soldiers escort the captured magic user,
Terra, on Magitek machines. She is unaware of
her magical origins. But, soon she will remember

When monsters are defeated,

Magitak machinesemit powerful : .
you'll garn Experience Points.

blasts of energy.

You can save
any of three

The first opportunity fo save

Ao X ]‘}I uf progressonto
progressism this cave. les

Aim a Tekmissile on the enemy’'s
head. Don't attack tha shell.

The Boss monster of the first
caveis agiant snail.

Multi-Party Battle

<

* Mog learns the Dusk Requiem
Dance in thea cave,

This battle is for the protection
of Terra.

You'll find training facilities

i Inside, you can save, racover Hit
it outside Marshe,

Points and pick up tips.

Locke is good friends
with Edgar, the King
of Figaro. When things
.~ 8o sour in Narshe, Locke. takes Terra to the safety of
Figaro Castle. W

N

-

Once you'rein the field, you can Figaro Castle iz in the middle of
58V yOur progress anywhere. the desert.
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On to South Figaro

Returner Hideout

The drama between Edgar
and the evil Kefka results
in the sinking of the Castle
int the desert. Edgar, Locke
and Terra venture through
a cave to South Figaro. In
the cave, they find trea-
sures and the refreshing
Water of Recovery.

The Returner Hideout is
the headquarters of the re-
sistance. Terra is the key
here. She has to talk to the
leader, Banon, and make
the decision to join the re-
sistarnce.

In the City

River Ride

South Figaro is in real dan-
ger of being taken over by
the evil army. Our adven-
turers decide to leave and
seek assistance in their ef-
fort to overtake the army.
Before they leave, they
should buy Sprint Shoes,
Potions and Antidotes.

The growing party takes a
raft on the Lete River.
While the party fights,
Banon provides everyone
with recovery from dam-
age using his Health spell.

The Party Splits Up

Mountain Adventure

Edgar’s brother is in the mountains. The party meets up
with this martial artist and other “Returners.” After
some drama, they join each other and decide to move

After the ride on the river, the story splits up into
three different scenarios. You'll eventually play
out all three

on together.

Fecrierd Aty Armietn!

-

Mt Kolts is a maze of caves.

A short fight takes place on the
mountain top.

SCenarios.
The order in
which vou
play them
out (s your
choice.

sEEfnario. . kapol




Locke’s Scenario

South Figaro has been taken over by the army. It's u
to Locke to go into the city and save Celes. Hell
achieve his goal by using his ability to steal from
attackers. The clothes of a merchant and a soldier will
allow him to explore the city.

ke me afomg?

Lockecangainaccesstocertain  Celesis hidden away in the city.
areas of the city by stealingand  Locke must find her.
wearing certain clothes.

Banon's Scenario

Banon and Terra leave for Narshe to rt'é]’mup and find
out what to do next. Their quest is straightforward and
quick. The only challenge is to find a way into the city.

The main entrance to Marshe is  Follow the star inside the cave
blocked off. You'll find another tofind the way through thisopen
entranceleftof thetraimingarea.  maze.

The Phantom Forest is a
challenging maze. poisoned by Kefka,

Sabin’'s Scenario

Sabin has a long road ahead of him. He will start at the edge of
the Lete River and work his way through an enemy camp, several
towns and a handful of challenging areas. Along the way, he'll
meet up with Cyan, Gau and possibly, Shadow.

et o Pt © iy bk ot §

g Hve, BF F fet |

Shadow may or may not join up When the party boards tha
with Sabin - it's your choice. Phantom Train, you'll find a save
podnt in the caboose,

Wil A R

Cyan jpins when his castle is

Henrdi, Fofks, T fete some
grent, orlire—peiced FFemeg

Ghosts in the train fight, zall Tha engine of the trainis strong,

Items and sometimes offer 1o but your party will winin the end.
|0 YU 0N YOUF jOUrney.




2 Sabin's odyssey leads to Baren - The Serpent Trench is an

Baren Falls Falls, where he and Cyan.go . Se I'pel“lt Tre nfh enemy-packed, fast-flow-
over the edge. The fal sl'::rng = ; ing river. The party fol-

and dangerous. The pair even end up ighting énemies yiver and makes a few turns to reach

on their way down, all in the name dvefitire. safei‘y in the port town of Nikeah.

)
When Sﬂbfﬁ
reach fﬁE‘ 1]

p ; 4 After theliembers of the party
river. Hepe, t uﬁwfﬁrf}r ; ]ﬁ i‘_w‘] Eﬁ g huy"itfms rehcs', gmor and
boy, G ‘}u ftﬁly they'll %50 ber Biid GLLDVAN WEHPG}’FS rd a ves-
. giving i fdod! Gatl ktiows wher, SﬂbmﬂﬂdC gl | Sf';m ﬂ”f:he i NHVSPE

e firid @ mask that will allow el . , where ’”ﬂ’ up wi
them to breatiMnderi® m, the other- mberq of the resis-

I'

and, (continue theik ad B o tance,
rure fo MNarshe. } e

X L
1

The Adventurers Regroup

Now that all of the adventurers are back to-
gether, they can decide how they will proceed.
The first thing to do is be victorious in a deci-

sive battle, then listen carefully to the clues.

Good LucR!
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Final Fantasy-Ill Accessories

NINTENDO PLAYER'S GUIDE

INAL [ASYASY.

Get the complete

lowdown on Final
Fantasy Il in this 160~
page player's guide, .' ;
available now fmm__ . _ I
Nintendo. The gq?de _
includes complete maps,
strategies, and lists of
ltems and SpeHs._ A i‘rﬁel \

adventurer can’t be

caught without it. 'Q) )

Get your hands on Square ware.

We've [ﬁgr a surprise for all you Square Heads! Now you can
order the coolest T-shirts, posters and other great stuff from
Square. Just check out the catalog on the Poster and
call 1-800-889-7638 to order. Cm’fg the Squaresoft Game
Counselors at 206-861-0303 if you don't have a catalog.

|  LIMITED WARRANTY

SQUARE SOFT, INC. LIMITED WARRANTY

SOUARE SOFT, Inc. warrants to the m‘igina‘lrﬁurqhasar of this SQOUARE S0FT, Inc,

software product that the medivm on which this computer program is recorded

iz free from defectsinmaterial and workmanship for a period of ninety EHIEIR dairg
d"

i+~ from thedate of purchase. The SQUARE SOFT, Inc. sof tware programis so

18" and wi_Ihnut_an'i,r expressed or implied warranty of any kind, and SQUARE
Sl?FTJm; is not liable for any losses or damages of any kind resul ting fromuse of
this program.

If the SOUARE SOFT, Inc. software product fails to comply with this limited
warranty, SOUARE SOFT, Inc. agraes to eithar repair or rapraca, at its option
free Ofﬁhal‘%ﬁ. thenencomplying SAUARE SOFT, Inc. sof tware product, provid

it is returned by the original purchaser, postage paid, with proof of purchase, to

| SOUARE SOFT, Inc,"s Factory Service Center.

T0 RECEIVE THIS REMEDY:

1. DO 1'~_I'IDT return your defective SOUARE SOFT, Inc. softwere product to the
retailer.
1. Send the defective product to SOUARE SOFT. Inc. Factory Service Center at
SQUARE SOFT, INC.,
Westpark G-1, 8351 - 154th Ave, NE_Redmond, WA 98052
(206) 861-0303

When you write to us, please provide us with your phone number and a brief
explanation of what appear s to be wrong with the proguct. Theremedy provided
aboveis your exclusiveramady if the SOUARE SOFT, Inc, software product doos
not comply with this Limited Warranty

hiswarranty shallnot be applicable and shall bevoidif thedefect inthe SQOUARE
SOFT, Inc. software product has arisen through abuse, unreasonable use,
mistreatment, neglect or reasonable wear and tear.

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER
REPRESENTATIONS, OBLIGATIONS OR CLAIMS OF ANY NATURE SHALL BE
BINDING ON OR OBLIGATE SOUARE SOFT, INC. ANY IMPLIED WARRANTIES
APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED
TETHENINET‘I’E&DP DAY PERIOD DESCRIBED ABOVE. INNOEVENT WILL SOUARE
S0FT, INC, BE LIABLE FOR ANY DIRECT, SPECIAL, INCIDENTAL, OR
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR
MALFUNCTION OF THE SQUWARE SOFT, INC. SOFTWARE PRODUCT.

Some states donot allow limitations as to how long an implied warranty lasts
and/or exclusions or limitations of incidental or consequential damages, so the
abovelimitations and/or exclusions of liability may not apply to you, Thislimited
warranty gives you specific legal rights, and you may also have other rights
which vary from state to state,
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SQUARESOFT®
Westpark G-I, 8351 - |54th Ave, ME.
Redmend, YW 98052

For a Square Soft Game Counselor,

call (206)861-0303

from B a.m. to 5 pm. PS.T.
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