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In its long history, the land of Lufia, like =
most civilizations, has experienced both %
the devastation of war and the prosperi-
tﬁ;}f _m'oe'm:r:. According to Lufian legend,
the ultimafe disaster was averled gener-
ations ago when four brave heroes
saved their ﬁenpfe from cerfain desfruc-
tion at the hands of villainous creatures
known as Sinistrals. Although the
(_,‘puraﬁe and fame of these bold war-
riors has been passed down through the §
%EEH in legend and myth... it was not the {
first time they rescued their homeland
from the threat of total destruction. !
MNow the complete histary of their brave ¥
heroics will unfold for all to see. |

POWER AND GLORY

There are many reasons for war: greed, a difference In bellefs, or a
hunger for power. The Sinistrals started a war for the most selfish of
reasons. They simply wanted

the land of Lufia for their own.

And they knew thai the time to

strike was when the Dual Blade,

a sword of greal power, was

resonating. Arek, the leader of

the Simistrals, could read the g
signs. The Dual Blade would be

His key to victory. The poor, piti-

W

il Humeans of the fand would

soon know the power of the
Dual Blade. Amd Arek would
have victory for once and for all.

[TME FOR HEROES

- The Sinistrals may have the upper hand
- with knowledge of the Dual Blade’s power,
but the Humans are not done yel, if the
monster hinter, Maxim, has anything to say
about the future of the warld, the Sinistrals
will not have their wish. His story has
begun. Mow he will find others who will
Foin his revolutfion againsf the Sinistrals.
MNow he
will find the source of the war on
the world. And, now s band of
warriors will rise triumphantly over
the Sinistrals. At least, that's the
pan, Victory does not come fo
Maxim and the
heroes of Lufia

prepare for battle!




The heroes of

Lufia come from
near and far. Some $pemalrze in
power of weapons; swnrds

bows. Others use magrc

their enemies. Together if 165

will fight to prevail,

While Tia is the
weapon shop in Eleji
anly learning the te i
battle. Her first weapo

Frypan, She'll soon know

to cook up a victory with this ™

anel many steonger fools.

.EGEND

SWordsman
is= master of the hlade has a
fersimal reason to fight the

; q"‘- i their evil armies.

sister, He will no
intil she is free.

batrle for reenge.

" Commander of the |
Army in Percelyle. S
is a master of magic)
sword fighting. Her |

strength and leaders
will prove 1o be Bey
the hatHes aheg

'
: tkmwﬂa’n’n%

bé gifiefs o be. His grdyed !:: 5
e e (e Bl of heroes &
55 Ihe fand dn seorch |

nr:ifreIs He will snon mofher
“air and wilar fraval.

LY

Elven Baw Fighter
Humans ars mat notursl friands for
Ihe nddventuring BN ful, they aren
hondred-fodd more agreaatide than
Hit Sinsirols i come down
wpon Arfy's lows snd spored no
oo Arly will joie Maxim and

Bad _P':.TE";J d

Hydecks pratachs the prince of
thie Baund Kingdom. Ha is o
goed swordsma snd very save
of his skills. When Haxim’s
joumay winds though e Boved |
Kiigdanm, Hedecko wiil offer iz
sepvices to ibe couse ond
promise virfory over {he
Simistrals.




with

you can guide Maxim and his fellow
fighters to victory. The Start Button
begins the game. The other controls

are as follows.

FIEL

Play control is virtually
the same in the field as i
is-in fowns. See Page 12
for' more details,

Your fight against the
forces of the Sinisirals will
imvalve the use of
weapons, maglc spells and
special ifems. There are
many ways to win. See
Page 22 for more details
an stralegics.

LAY CONTROL

The journey begins

u. Here’s how

DITO Wﬂf fzi

. i'ﬁe (ﬂni‘mi Pﬂﬂ' mioves ffi'e Iead fﬁdmﬂ&r‘

o

Nﬂrhﬁ Snuﬂ: Fast, I"ihsrunu' d’mgunu”y

Pﬂﬂ er your rfmmr!er neor villagers mrd ﬂreii
irfre A Buiton fa haﬂ'r |-'.r.|1.:||’ rhey .f]m'a tosay.

b tap of the X Butten calls up the
sull screen ﬁrr plurmg aprmm

(ﬂm Hn.fd.lrlg the L H'urrnrr Ims rﬁe same

effect o pressing the 4 Button repeatedly.

BATTLE

# Usa ﬂr& fnnlmf Pad fa o the eavsorsn.
Iﬁui JF I‘rr[rhhgflfs H'J.e icans of chaice.

.f '“\. Press the A Buftan fo select the &ighl'rghiar;l'
S22 option.

(B Press the B Buttan to go back one sfep so that
ity you con re- rﬁmk your Hmiagf

’ 4 fﬂp ‘of the X Button will ﬁrm_g up informa-
tian on the hightighted item, weapon or spaﬂ'

mmﬂofdw the | Button Farfurms the sgme

fu.rrcHrJrJ s hmmg ihe .! Eufran mruk Y in suuasswn

-BUTT _J}F‘ If the runenr wm}pan ar sps.rf o hri
muF.’r:st enemies, l'he R BJ.rH'ﬂn will saj'ari aJ'J' targets,

= z‘l'hu can also hit enemies

with arrows from a dis-
tance in order fo shun
them. See Page 15 for
muove details on dungeon
fighting.

DUNGEONS
While enemies will armbush
hee party in the field with #

o WANTNNG, YOU CAN See
em cowming in the
meons and other

Use the Control Pod to move the lead charac-
fer, and the cwrser when apprapriafe.

..........................................................

£ CT ' The Select Button brings up the spe-
cinl skills menu. See Page 20 for defails

This detion button alfows you to chﬂﬂse the high-
lighted icon or engoge in ﬁﬂf& with an enemy.

Press the B Button fo swing the sword of the
leod characfer,

A tap of the X Button will bring up the sub
screen when you are nof hgfrrmg monsters,

The ¥ Button allows y'ou fo use sgeua.f skills.
See Page Eﬂ for details.

Prass rl'ls ! eran fnr ruprd u;a nf
the A Bufton J’rmr:rnn

s 4 fn-p of the R Buttan furns the char-
~ acter Hm is i.l'ﬂdﬂl' your mﬂrrmf

JE‘ %{ﬁ f

The sub screen aﬂm vou to manage the status af your fighting party. You
can heal them with Pl}ﬂm equip therm with weapons and sfody their
information. . The Control Pad alfows you ta move the

: cursor fo i vrious sub sCreen icons,

\é_',. Press the A Button fo select rﬁa higﬁhgﬁfed icon.

e

®
0

The B Butten allows ruu 1o bk, up one srap .
ﬂrm' ﬂlml' your ﬁeferrmn

Press the X Button a brmg up Tofatnalit s
ihe nrnenﬁ;f selecfed uprmn

) Use the L Button o seroll [.l_ﬂ

through the list of options.

3 LA
= through the option list

sl wr Do




ETTIN G STAR

The journey begins now. As you adven-

- ture through the land of Lufia, you can
save your progress with the game’s battery back-up. It
you stop playing for a while, you can pick up where
you left with your last saved game.

fa T T
The Game Select Screen shows four
places where saved games are
stored. Saved game information is
displayed on the screen. In order to
slart a new game, move the cursor
fer the word “Start” wsing the
Control Pad, then press the A
Button of the Start Button.

Flaceihe cursor on “Sior " oed press dhe A
Safton fo deqin. Fvan if ali four soved gome slats
coatain pames information, oo con still sterf o
mew gevte from fhe beginning of the advaniore,

- R B N
ENTER NAME

While the defaadr name of the main : >
character Is Maxim, you can cuslomize y
vour garme and change his name, Press
the B Bufton to erase the letters, one al
a time, Then move the =
cursor to highlight the .
desired letters and ]
press the A Button o |
select them. The :
name cannof excesd
five letters,

Yoo can ese Maxim ai the same
of #he lesd character or changs
fiig-mane for & doske rsm?,ufn}-inp BEPETT-
ance. The maximum Jeng rk for tha nome is Five
fetters. I war o ngme i few [dng, you can
w9 youv initials

SAVING
You'll find a special shrine i every city
amd castle where a wise man waits fo
sawe your progress, revive the perished
memibrers of your party and return all
wther states fo normal, You should save
your progress whenever you have the
opportumity. Be sure o save fn more
than one file.

Sefact @ file and press the A Bulton. The old
mow will osk you o confirm vewr chaire. When
you da, vt prarnss will be soved

SAVING OVER DATA
When all four of the saved game slots
are filled, you can save over a previ-

ausly saved game. This progress does
erase the previous file, so make sure

that you don't ver a file that you
want fa keep. e the cursor to the
i I and press the A e e et
- When you savee over o §ife, the ofd file will
b9 arosed. Dot sova svar gamas Rhar pesr
wanl e keep.
CONTINF =
L L P O

When vou're [
ready to contin= £
ue a saved :
game, Lurn o
the penwer and
press the Start
Button to move
Y, to the screen
that displays
| the information
. regarding saved games. Then, select the appropri-
4 ate file by moving the Control Pad and press the A
¢ Button to resume the play

;

Ui the Cowmtrel Fod to bighlight te porse that
youwish fa reseme, than press the A Buifon
You'll srart where you fost saved your gome.

)



AME SCREEN

; 3 The various ?'pes of game play are pre-
- - senfed on different types of game

" | screens. The following pages describe the game
screens and explain how to use them while playing.

| ¥ Uij} %{J‘? ,fr_._

Shops are located in l.-ﬂn'ages If you want to do business, position your char-
acler in front of the merchant and press the A Butfon, The merchanl will
pre-r-End' you with several options fo choose from.

MER AR — Hallo. How can 1 ST WO
Sa.mmrfhun?s eﬂar il == e ‘;h fend chavacl
faremi thaw oihers. s Ju:s a.ll';Frk:-‘hfI‘
i Pricas for similor items are i eallion e ,:i*
[ quite close; E fat pﬁ; ol
| i Toucondrof s
=i fians,

jﬁpps ng d.wr; w.ﬁurhlmd'?u ik

ather parts af the villages. ¥

Sarmre shops olse havgslairs.

Moke swra by expj

W The Contro! Pad offows | }fmr 1o move fhe cursor
¥ o various shup options.

A Pmss the A Button fo select the Fugf!irﬂ'l'?ffﬁ'd
2 option or rfﬁm'

\ Press the B Button fo. gu bﬂii’ one sre;l it
Y canrel your selaction,

. d-rsrp of the X Button will allow J.-'au Tosee
infarmation on the selected Jram

5 Fﬁe 1 Button allasws yau |'u 5mhill:|ir;c;tl[;fr|r
Tist of owgifabile ifems.

" Tha & Bution afsn aflows you to serall
fhrawgh the item izt

{LLING THE SURFPLUS 5
lf;«uu have more ftems than you need, you can
sell off your surplus stock. You'll receive about
half of the going rafe for each item that you sell.
There are no options for bargaining with the
merchant when you are selling items.

SHOP AROUND
BEFORE YOU BUY 3%

As you scroll through the lists of armor i :
and weapons, you can see how each item :
will affect the members of vour party. The - = o
arrows indicate a loss or gain of thelr o T
atiributes. You can also tell which charac-
ters can equip variows iems.,

’7“'{} WERS REVEALED

When vou press the X Button,
vou'll see information on the
sefected ffem. The letters “IP" next
fo the name of an item will show
that the item has spm:ia‘.f P powers.
Fress Right on the Control Pad for
information on that special power

oW about ¢ rATious
n.rrrngrh- that IF can bestow unpon

FOET WEeAPONS, armear, "]']'l;!i if.IJ
SFonies.

58!
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FIEED SCREEN

Action in the open road centers on your lead character. Even if there are ’
other warriors in your party, only the lead character is represented in the |
field screen. Monsters cannot be seen until they ambush your party and

engage in combat,

Rums are rap.raﬂ.uran‘ﬁy oy

icons. Wien yeur parly
mevas aver 0 dowo fron,

thay Il enter that aren.

over obsiocles, such os
molinfadn ronges ond

- H (FLE |
Faur parfy conngt walk |
rivers. |

= Y. el GU-llej'ﬂﬂ'Fpﬂ'ﬂfﬂllI"ﬂﬂgﬁ
The dzad charaeter rapre- the field and B grepgred
sants the eniire porly io rﬂ.'muus!arumﬁusha.

Jield grreens.

. TOWN
When your party enlers a town, the name of
the fown appears on the screen for a few
moments. You'll see your entire party in
town screens. Move them info posifion o
talk to townspeople and press the A Button. o

You can alsa enter buildings and climb up
and down stairs,

Pasitian

geter 1z fava o fownsper-
son ard press the A
Bution o daik:

Some doors pre (rickp to
find. Whew pav sas them,
move pour porly through
thamt fo enfer the nexd sceme.

Some Lowns fove mare
thaw wme aiil, Yo con ofsp
pecslanphly find sioivs
#hot [aod o or dews.

The full porty is shown
here. Buidh e raogh
the tawn for infermotian,
rest oad gaads.

DUNGEON SCREEN
Dungeons are full of traps, puzziles and monsters. The monsters are in foll
view here, They are very cautious, only moving when your party moves,
You can either avoid them or confront them. You can alsoe find secref pas-
sages in dungeons sometimes by pushing against walls and statues.

Emd.r oot purry i.&rm.g.b B
the

-FoII'u r-'nls swilich frava

o, making sove o
to wplare nil of the os- mn: i:':;:: :h:;::ﬂ
sages.
ﬁw tan ul’fﬂ.’i’ oF uw:f
mawsters, Same dogrs
won topes enlil oll man-
sters have beew de featad,
=2
Switches sometimes open doors or teigger e g
bridges and ladders e extend in other i e
areas. You can flip switches by moving your IoE =
Iead character info position and pressing = =
the A Button. 3 1tz

E

FICRIT i
Snme objects, ike vases, can .'JIE' ,-.»cked up. ! f-‘=
Position vour character in fronf of the iferm
and press the A Button to pick it up. You
can walk around with the item, then sef it
donvn with another lap of the A bution.

B AR A

LT

T G e
i

Some -c:a.rll.rfngs on. the ﬂaur indicate .spots
where your parly can fump from one level
of a dungeon fo another. Guide your lead
character fo the arrow and move in the
direction that the arrow is pointing for him
1o fump,




You can move blocks and statues in dongeons.
Position your lead hera so that he is pressing up
against a block, then push the A Button o
move the ohstacle.

There are keys in treasire chests i almost every
and tower Your character will use keys
automatically when you have them.

Hint Signs give important chees. Guide your char-
acler in front of one of these plagues and press
the A Butlon to read them.

Cut the Grass
Your sword often cames in handy where there is
foliage. Press the B Button to swing the sword to
cut away grass and moss. You may find 3 hidden
switch or passage.

Weak Points

[f‘lungeans are rickely places. Some have broken
walls that can be hlasted with bombs. Others
have weak floors, If vour character walks onto a

weak section, he'll fall through to the lower floor.

w Switches

Same switches are hard to reach. You can it
these switches with arrows. You may have to
mave some blocks out of the way for a clean
shil.

*

s

- . :
T
 mgm

msma
o :\_..- -%

2

PUZZLE ROOMS =

Many dungeon rooms present puzzles that must  [Elack 1. Hhite 1 fETL
be solved in order for you to move on. Puzzles =] ]

invelve switches, keys, blocks that can be pushed
and other subjects discussed in the previous
pages. If vou find a hint sign on the wall, make
sure to read it for an important clue.

HELP 1501 R

Just when you ueed' then: the most, you
willl fierd fcons with which you can save
your progress, restore Hil Polnls and
resfore Magic Points. These icons are
often hidden deep in the darkest dun-
geons, Guide vour lead character over the
icoms, This will give vou the aption fo save
and restore. Then you can meve on with
confidence,

The HF icon indicates that-this is the place to restore Hit
Poirts, Move vour lead character onite the icon and
your poinis will be back to their max.

The MP fcon: works just like the HP icon. Wihen vour
character steps drbo i ot of Hheflaos, Hie Magic
Points for -all magic vsers will be restored.

&5 of hen becatise, if
5, w0 Caf cortinge vour game at your

s imporiant fo Save Youw [rog
your parly perishe

last save point. Step an this icon o save,
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SUB SCREEN
If you need ta check on an item, equip a weapon, use a spell or change
the order of the characters in your party, you can perform those func-
tions, and mare, in the sub screen. Press the X Butlon to bring up the sub

screen, then survey the screen for the options of choice.

This greo shows Hhe mes-

bers of your current party
and their vitol statisfics.

R ey e Lo
LR
s 2

ML) " J .»’XI.'.-:isnprjnn milaws your
o the Confrof Pad fo sia- d Tl
gia w:‘; T;Ignuj;rrhrr ETE;J;TM{ i
press the i e e wrrent gaid |
salect i mme;. ¢
Items

Press up or down on the Control Pad %,
te scroll through the flems in your
imventory. Press the B Button fo
switch to the iem bar, then press
left or right to choose between the
Lise, Sort and Drop options.

When you sefect spells, a blue bar
will appear under one of the charac-
fers. Move the bae to the appropriafe
character and press the A Butfon,
Spells that vou can use will be shown

in color

Equip
It’s important to make sure that your -5
characters are using the right equip-
ment. You can equip ftems individual-
Iy or select the “Strongest” option to
automatically give your hero the
strongest equipment available.

Status
The Status selection allows you to
see the character’s name, current
level, Hit Points, Magic Points, atérib-
utes and equipped items. You can
also see how imuch experience they
need in order o reach the next level,

 Character Order

/This option allows you to change the |

|l / order of your party members. Press
LA ‘,/ the A Bulton to select 2 member of

! Jthe party, then move the cursor and
press A again to change that charac-
ter's position.

Capsule

Lise the Controd Pad fo move
between the Feed, Change and
Name options. Then press the A
Button to choose the selected
aption. Youll find more information
on capsule monsters on Page 28.

Config
The Control Pad allows you to select
various game configuration options.
Press the A Button when you've
arrived af an option that you would
like to change.

Scenario
The Scenario option shows veu a list
af the keys that you have collected.
You can use these keys to enter
doors in dungeons, just walk up to
the doors and your hero will use the
appropriate keys avtomatically.




"\ PECIAL SKILLS |

~  Dungeons are packed with puzzles that

require special skills on the part of the _
hero in order to be solved. Press the Select Button to |
survey your skills. You'll start with the Arrow option ]

and earn others as you progress.

e T

55 laftond right o the F

Cantrod Fod o serail 1 |
thenugh the list of awari:
whle izms.

s

L S o i Frigs ap Mﬂlﬂﬂﬂ to scroll
o — thrawgh this st Then
press-the A Buflan fa use
Sgakes Ihve seferred itam. 1

ARROWS

Arrows can be used fo hit switches from a
distance and stun enemies. Move your hero
into position, select the arrgw from the list
of available items and press the ¥ Butlon

to shoot, The arrow will fly straight and
true, and hif the target every Hme.

BOMBS

You can use bombs to Mast through weak
sections of walls. The weak sections are
fndicated with cracks and a different tex-
ture from the other wall sections. When
you've selected a bomb, press the ¥ Butlon
to drop it. When your character has
walked six paces, the bomb will explode.

When you've earned your grappling hook,

your can use it to pull your party over gaps
and ohstacles. Move your lead characler

info a position where he is facing a grap-
pling hook targel. Then, press the ¥ Bullon
to send the hook flying. When the hook
hits its target, your party will move fo the
farget anrea.

o BIRE-ARROW -+
Fire arrows can hit switches and stun ene-
figs in the same way as their non-flaming
equivalents, but they do more. They can
also burn away grass and other foliage.
Maove your hero fnto position, then press
the ¥ button to fire away.

HAMMER
The hammoer allows you to move some
obstacles, crash rocks and break through
certain weak walls, It will net hit switches.
You can use the hammer in the same way
thal you use all of the other special items,
Move the hero into position and press the
Y Bufton fo swing.

RESET
Your can get yourself into some situations
where a puzzle can no longer be solved,
You might, for example, push a block into
a corner where it can be pushed no maore.
This option allrws you to reset the dun-
geon room so that you can starl over with
all of the monsters and obstacles in thelr
sfarting positions,

ik

Ee e
| = jaslaslaa] |

e
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9. S yoirve
— e got to be ready to fight bac Every

 “JATILE SYSTEM

. When the monsters attack,

mem.her of your party will receive their assignments
from you, one turn at a time.

| MONSTERS A

Theee mhaws ore whe et The mogsfer thal you ara
ore up agoinst. They mey cunrrently fergeting is
pui-mvabEr pou; colled aut by pams here.

The currenr charseter .I';;e,. o7l ByE o rba status
wdar your cawlrel is high- - of your party members g0
figfited with o flue b ead you s el them

when they are firt. 1

BATTLE OFPTIONS

When a hattle begins, you'll be faced with three main options: Trade Places,

Attack or Escape. If the monsters have surprised yvour party, theyll go
through one round of attacks before you can select any options.

ﬁ“dﬂ _P,Iﬂw his aption allows paw fo

rconfigure the formation of yoor
herpes, Fighiers in dhe framt tamd fo ba the first
forgels. Make zure that yoor stranpest fighters
ore dgre

Attack

The Attack sphion brings up fiwe save choives
for the vavieus Jypes af orieck. Thesa chaices
ore expinirad on the fallowing page.

) Somefimes, yew're
igh Esﬁgg@mm ok
ik, 1 ir parly i3 out use ihis option fo
ascmpe T fww the batila.

- T ek i T |
EIVE WAYS TO FIGH!T
When you select the Attack eption, you'll be faced with five new
aptions, You can use an ifern, use a magic spell, use the power of IF,
defend yourself or simply lash out with your fighter’s currently selected
weapon. Once you've survived a few fights, you'll formulate a good hat-
tle strafegy:

. P POWER
Whrr your cherserer hes
| baem i, hisor ber (P
| vale climbs. Bood more
e.hwl IFan P‘ngr 1“4'

Tour can' ot fock oy ond semelimes oif, of tha

mons fers in fhe oitocking party. Move Hoe cur-
st o the- mawstar of choice ond press the 4

: fow brings o o
list n?ll.wl'uﬁ?fmi:
spells for the character
i quazfion. Some spalls
fenl pardy members.

- Mhers kit mansrers.

......

If & bara it low o R
Paints, ha or she might de

.!Isﬂbr defending. This
sgdian will pur the hero in

he g shie tokss fass dom-

By sefecring thiz option, you
i‘ﬂI ogs rhen hil,

oon choose from e ligr o
gruiloble items. Same ilems

beal members of the party, i ¥
{ibes Stems cme be vsad T Seversl weapans, ormars,
JEapons. rings ared lanes hove IP enkanced obififies. Tz option

allaws you to foke ndvartnge of these speciol praper-
lies.

i defensive posture o thal




LEABOUT IP
The CM meter for every member or your party indi-
cates his or her avaflable IF. This special power relates fo
the number of times that this character has been hit in
combaf. More hits give the hero more 1P Many items
demuonstrate special powers when IP s used. If an item
has IP powers, you'll see the letfers “IF" next to that
ftem’s name i
the weapon,
armor, fing and
stome lisfs.
The CM meter shaws

the coveant amount of =
AP for every member of ;:’E‘HE‘ Fi
Four parfy: '

Flease choose saqul

e
1

{1 n- una:l "d-l'd- -:Id.)::--:li

i
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Wmzar. mztrck ]
|
1
1
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= Whep you've highligh ed’
4 items fha? can ose [P
orass e X Button fe
find aut abooy the spe

. il powar.

MAINTAINING 600D
HEALTH

The members of vour party can be hit with a variety of
afflictions, You'll benefit greatly by making sure that you
have plenty of items and spells that will correct those conditions. If the
conditions go on uncerrected, vour fighters won't five up to their full
potential,

P&I{#‘n When a member of
your party has been poisoned, he or
she will take damage with every step.
Lise an Antidole to remove the cifect
af the poison, then restore your char-
acter’s lost Hif Points,

.&E&é? | Soimie enenmies

have the abilify to send your

party members to sleep for sev- ;—r?g;.;-. i
eral turns In battle. You can - PR

__ remedy the situation
ith an item, or just

wait it ouf.

Heroes who ha-\ne been para-
lyzed cannot move or fight, Their
condition will be

normalized at the i
end of the fight, or e
with the use of the
Mystery Fin.

AAORLES © Confused heroes
ofﬁen inﬂ'lct danugve on their own
adventuring party. It's a good idea
to bring heroes out of their con-

fused states with iterns and spells
as quickly as possible.

g Whenﬂm-emberm'
wwparry.'asesaﬂofhs or her Hif
Points, this adventurer is considered o
be “disabled.” You'll need a Miracle in

order to remedy the situation.




VITAL SIGNS 4
There are a number of statistics that indicate the various
strengths of your heroes. These aumbers will increase when
the character rises in experience levels and when he or she
equips with certain ifems. You'll know if attributes rise or
fall when partticular items are equipped by looking at the
equip screen. An arrew pointing up indicates a rise in that |
affribute. An arrow pointing down indicates a fall. :

When jou‘te spuipping Tt

miemiars of your parfy with 4 !
T, weapans, stongs and % il
i | rings, powll krow how Jheir It
stofs will b offecied by fok- R

ing o faak ot the numbers.

Before you purchase ifems in shops, poo o -
et on indicpfinn os fo fiow the irems far
sfe will affect the offribuias of your porly 8
memers. :

HF stands for Hit Points. This is the most crucial stat o i
track of. If a warrior runs out of Hit Points, he or she will be.
incapacitated, 3

_HP

Magic Points are imporfant for magic users. Every spell
requires Magic Points in order o be cast. The numbers next
to each spell on the sub screen indicate how much it costs
vou each Hime.

The Attack Power indicates the amount of damage thal your
hero can inflict with his or her currently equipped weapon.
Stronger weapons bring a higher ATF.

ATP

= 3
=

r

ﬂﬂf Defensive power is a product of anmor and the toughness
: =il of

the hero in question. Heraes with high DEP will be able

to withstand more damage and lose fewer Hit Points.

| CSTR

\.

This statistic describes the strength of the charac-
ter. 1f will increase as that character’s experience
level increases.
AGL  AGL accounts for an adventurer’s agility.
i A high agility will alfow for that hero fo
avold attacks successfully. You can
increase agility by equipping your char-
acter with light armor.

It pays to have a high intelligence in bat-
tle situations. Brains will always win out
over brawn, Certain stones contribule to
the added intelligence of your fighters.

Guts indicate the base instincts and strength of
ahero. It also will increase the effect of the IP
of any weapon or itemn. Guis increase with expe-
rience and certain equippable items.

This statistic indicates the ability to avoid
being hit by enemy spells. MGR will
increase when the character is equipped
with a variety of sfones.

Heroes gain Experience Pointe with every victory
Experience Points ultimately contribute to the

_experience level of the hera. A high-
er experience level will bring a rise
o all statistics,

g The " 58 option-in the equip serese will
T ardomadicolly anuip ke haro with the bast
Eqeipmant availabis.

@)




) While most monsters intend to harm the
oy - members of your party, there is a group
of monsters that has good intentions. Capsule mon-
sters can be found in treasure chests throughout the
land. They’ll fight for you.

| I’ﬁrs ares de-s:rfﬁes Iﬁe

| f ey -I=l—il'=
ol figh S b e Incted monsfars
Caprale marsiers fight LosLE. MRSt A0 salacind monsders noms,
alongside your marly. Thay - 5 1 _T?--:Frm- mnch s Iribeand ather palnts of
arg independent and ean- e ﬁiﬁm,‘:‘ ; interest.
oot be cantraliad o ik i
o
|  ELEMENT RiNE. i %g S ;
Ench of a sevem copsul @ =5§ Lo 't mbns.le-f'r incrense

hiRXT LR
- ’ﬁ in gxpariance painis with
sviry wittary, fusl ke the
members of yoor parfy.

monslers i connecled fa
ane of te saven alements.

[ i ..:-.: %
e i fnpsul'a mansieis may wet 3
Sea s A be gratty bt they provide
- % i o MR o fat of halp in Batile sits-
f cog oL oo
i s o

‘. W .:_.{.e__.» 2 T Hou-can chaese fo Fen:l‘
gl b ‘ o e apsuls manster with
o 4 gl g ;  varisty of items from

b5 f i yous loventary.
, 3 FHLE f’}’“ ,F.:‘:*
;":l"; i \ g rﬂpmﬂ monsters will
Z eat virtually anything. Seme
ﬁ:’ ftems make monsters
§ more than others.
7 “Your'll get an indication <2

far Exﬂr_ﬂp what ifern your monsfer -
craves as you feed if.

" APSULE MONSTERS

T

i'tu. r:"é(;b (Hfﬂ ﬁ '\.7;_.-

When a capsule monster’s growth meter
tops out. that monster will experience a
change in class. With every class change,

SRR T

%m

that monster becomes a better and
stronger fighter,
MONSTER et omi

MUTATION

A change in classes brings on a
physical change in every cap-
sule monster. When they
mufate, they acquire new skills
and strengths that will help
them assist you in battle,

fihis meder fadirares haw
ek pour capsods monsher
kas grown from egtisg
fruit and'aiher irems.

1 S0 j_|_.1
Your copsuls mowsiers (uF-

raml ¢ rawing i descrd ibed in
s wimdon

LEVEL-UFP

When a capsule monster
earns epough experience
point, it rises in ifs expe-

rience level. This makes it
stronger and more effec-
tive in combat.

IHT amecakFar b
GEET jfncrenses b

AnnnTTER T T
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ELEMENTAL
DIFFERENCES IN | © & 5 geins.
CAPSULE MONSTERS © 5 #=28

ment. These elemental affiliafions affect
their fighting power and techniques.

The fiest capsuie manster that you will find has a
neutral elermental affiliation. It relies strictly on
physical attacks, rather than on any special abilifies. '
15 fighting specialties are punches and head butts. { -

While this monster starts with a '
low attacking ability and is slow |
to grow, it evenfually becomes a
powerful ally. it uses Holy Light :
as a weapon, has a high intelli- b
gence and can move quicklyv. Fventually, i \
learns to heal party members. :

Th;smamﬁerfsqﬂcﬁ,qmckhketﬁewd.lf

wses wind power as a weapon and has a high
DFE Since this monster has a low gut level, it

aften escapes in the middle of important battles.

This monsteris
" available near the beginning of the adventure. It
2, will learn quile a few special abilities and magic
% - spells. It is, however, slower than most capsule
.~ monsters and fends to escape from battles often.

P The atfack power Dark
UL s .o and magic abilities of h——=1
ﬂ‘l " the Dark capsule monster are quite high.
" gFF . Magic DFP and guts are, however, quite
s o0 lowe This monster proves to be one that is
only giod in certain siluations.

This monster hat-

L F"’i ; 'E'. - thes enemies with a blistering fire attack.

ks .r; < It has average attack power, defense
T power and Hit Points, It also tends lo run
ﬁr' = - from battles if they take & long time.

-, This sturdy heast is the strangest of the capsule
. monsters and the least fikefy to rn from a bat-
tle. It does. however, have very Niile resistance
to magic and fow agilify.

" IF"j_'L:‘I {rl_‘. J

Capsile monsters grow in expenience fev iy Hthey reach new heights

in experience points. They also grow with every class change. A change

Ir class will. in fact, make the capsule mnst
ce there is pater even capsule m
a‘fourth class during the course of 3 game, you may see as
J:rl.ﬁ'n}- as twenty e different capsule monsiers,




PE CIAL TRAVEL'

* There are several different ways to get around
in the land of Lufia. The first mode of trans-
portation is simply putting one foot first in front of the
other. You'll discover more sophisticated modes later.

WARPING :
The warping flem and spell allow for your parly
o warp fo any village that you have already vis-
ited in Lufia. You cannat warp fo a place that
you have never seen. This makes backtracking a
smap when all you aeed to do s get from Podmt A
to Point B, -

SPECTAL MACHINE

The inventive hero, Lexus, has created this gadzet for a variely of travel
experiences. It can float, dive and, eventually, fly: When the machine is
complete, it will affow for vour party to go to virtually anywhere in the land
without the risk of enemy ambush.

The Special Machine

‘Em begins as a boal. Lexis
wses it fo float across bodies of water that were
previously oncrossable.

The sul-marine

Sﬂiﬂﬂﬂi‘e -~ upgrade allows for g

the special machine to dive into lakes and rivers
that it could, previously: only float over.

Blimp

The last Special Machine upgrade allows for it fo
fly. The blimp can carry your party to practically
any Lufian destination n a few minutes.

. Use the Cantrol Pad fo mave H'ls Spamrf Hﬂchma
In rhe H{rrrh Suurﬁ En'sr H&sr and d'ru'gﬂnﬂﬂj.r

{@ The A Button has two fwr:rmns It ﬂﬂuws you fcr
enlerond exil, ond fo fly or di_rs from fhs_sgirfn_ce

~ASINO GAMES

If you're feeling lucky, you can try io

win some extra cash in a basement
casino on a small island. You may even earn some
very rare items.

A 1 T i e m
PACHINCO S1.01
You can bef up to three coins al a time in this
machine. Stop the three wheels individually from
spinning, from left to right, with the ¥, X and A
Bullons, O stop them all with a tap of the R

Butfon.
BLACK JACK

This high stakes game aﬂum o w bet as many
a5 99 coins at once. Press the A Button if you
want an additional card. Press the B Button if
vour'd Bike 1o hold,

5';'{ :” .ﬂ'{ l{_‘_&f;f&"rfﬁ"

There are slot machines in several lacations on
Lufia. They're called “one-armed bandits” for a
reason, You should only bet as much as you can
afford to lose,

P v
STUD |

You'll need a VILE card in order !u;um this power

game. The stakes start at ten coins and increase

quickly as yeu play

”K"FS(« s i

ACTION BINGO
This game challenges you fo l:ﬁmpJ'FtE a horizon-
tal, vertical or diagonal line. You can bef as many
as %9 coins per brovard.

N




V i

The challenge of the land is before you. Luﬁ
your help. Before you go, listed below are fol
that should help make you a master. Follow this

e i | §§‘:..'1'|
. A

_ HINT 3

s Watch Your Party

advice for adventurers and you
will go far.

HTNTI

ﬁdai’rﬂ Maps

It's easy o get lost in all of
the towers and dungeons of
Lufia, especially when vou're
searching for keys, Lise¢ a pen
and a piece of paper to make

maps of the more maze-like
areas. Then, when you return with the kevs,
you'll know your way around.

Experiment
It's easv fo get into a
maonster-fighting rut. You
mighi find yourself
always using the defaull |
fighting commands. Then,
viou won't be prepared
[ far the tricky battles in |
late stages of your adven-
ture. Make sure bo experi-
ment with special abilities

and IP in the early stages. Then, you'll be able to take

You control the fighting actions

of every characler in your parly:
Some parly members have
special strengths and

weaknesses. Make
sure that vou are
aware of these dif-
ferences. There
are spells and
iterms that will help
to strengthen
party memibers
where they may be
raturally weak.

Build Levels

The mast important rule of adventuring is to build
experience levels so that vou won't be caught in
advanc Pd-ut[m!mm with & weak parfy There are a
few mansters
that offer an
s fncredible
amount of

d very fitfle gold, to
the vicforious adven-
turer. The monsters
and the area they

appear are show in ;. |
the photos. Fight

them and build fast.

O an maore advanced monsters with ease.
L) =




P ~""\ The people of Lufia need your help. The

-~ Sinistrals are fast approaching and heroes are

hard to come by. Here are ten steps that you can

take at the beginning of your adventure to get start-

ed on the right foot.
STEP ONE

You'll begin the adventure with Maxim,
alene, in the village of Elcid, There are sev-
eral citizens to talk to for items and infor-
ration. Guide Maxim over to Tia's shop
first. Buy and equip a small shield. Then,
explore the rest of the town.

STﬂb > ?Tz.;‘f.-' 0 I*11 wait far | at, 1. B
L j . dirgeon south of hers B
A g L, -

When you begin to leave Elcid, an old
adventorer will flag vou down and tell
yiour i meet him al the special skills cave, "=
south of Heid. He'll fake you e nE i
through a traiming session. The

lessons will inchede sessions on it R R
fighting enciies and basic puz- #
zle-solving. —

a

L mb el T EE] ;
STEP THREE -
Journey north of Bloid and cross the bridge,

Then fight lizards and jelies until your expe-
riemce is up to Level 4, af least. Next, refurn

to Elcid, have dinner with Tia, buy a Rapier

and equip it. If you have completed all of

these steps, you're doing well. Keep up the

good work.

STEP FOUR

As you leave again, the townspeople will alert

you o a mew problem. A monster has stolen the
key that leads to Sundietan. They need an adven-

turer to fight this beast and return the key, You
fit the bill. Before you go, stay at the inn and
visit the shrine to save your progress.

0 A

The lizard man is in the cave to the
north. You'll meet this beast affer a
short series of puzzles, I vou can
do away with him, you'll earn the
key, You should be up to the task i
you're at Level 4 and you have at
feast five HP restoring Potfions. After
you win, vourll meef fris. She'll pro-
vide some important information.

1 olLe
STEP SIX

New that you have the key that allows for
you fo go to Sundletan, you can open the
Sundletan door. Before you go much further,
though, vou should talk again to the towns-
peaple of Eleid. They will have some good
advice. Once you've had an carful, vou can
mave on.

STEESEVEN

The peaple of Sundlctan have expericnced a
series of recent earthquakes. You can help
them solve the mystery of the quakes. But
first, you should prepare for the advenfure.

ibEl
e

ome who can @et the

[
%

ol

Fleasse tiy,

.
1l'i i

2oy from the morsisrs,

By the maw, I just
rd from a travelar

Tron Sundletan of constant B8

i rtln-_ahﬁ_ﬂ LhEre .

Build vour experience fo Level & and save 400

gold. Then, buy a Dagger. go back out into
the field and earn enough cash to buy a Cap.

Hawin, wou're the only ) 9




STEP EIGHT

You'll learn that the lake cave is the source of = -
the earthquakes. There, you'll find a serles of
new puzzles to sohve and a cave foll of tough
enermies. You should e able fo fake care of
this-challenge if you‘ve reached Level 7 in

experience. Take your time and don't give up. -

STEP NINE

With the mystery of the lake - r
cave sofved, you can goto - .

the shrine in the Alunze : -

Kingdom, where the bridge | o take net T i

is out. You'l discover that a T il pon 13 fhant:

woman has been looking for by e e l
your. You'll find this women surrounded by =l

monstes when you refurn to the lake cave, : ST
After you save her, she'll foin your party as Tia, =

STEF TEN

o back to Sundietan for items and
fnformation, and make sure to get
the best armaor and weapons for
both Maxim and Tia. When you
leave town and return o the
Alunze Kingdom Shrine, the bridge
will be repaivred. That's your signal
fo cross,

Then you should 9o to
S having the coromation

GO OUT AND CONQUER!/

You're on your awn from here. Remember fo m i
build your levels and search for the best F"
iteris and spells. With some thought and R
patience, you'll be sure fe succeed, The peo-
ple of the world are counting on you. With
your help, Maxim and his fellow adventurers
will become herpes of legend!

Alumze Hingdom. They're [

" ARRANTY

Nafsurme fnc. warrants to the original purchaser of this Natsume
product that this game pak is free from defects in malerials and
warkmanship for a period of minety (W) days from the date of pur-
chase. This Natsume product is sold “as is* without expressed or
implied warranty of any kind, and Natsume is not lable for any loss-
es or damages of any kind resulting from the use of this product, If
a defect covered by this warranty occurs during this ®0-day warran-
ty perfod, Natsume will repair or replace the game pack, at ifs
aption, free of charge. Send product postage paid, along with dated
proof of purchase, o the address shown below:

This warranty shall not be applicable and shall be void if the defect
in the Matsume product has arisen through abuse, unreasonable use,
mistreatment or neglect. THIS WARRANTY I8 IN LIFL) OF ALL
OTHER WARRANTIES AN NCY OTHER REPRESENTATIONS OR
CLAIMS OF ANY NATURE SHALL BE BINTHNG ON OR OBLIGATE
MNATSUME. ANY IMPLIED WARRANTIES APPLICABLE TOY THIS PROD-
UCT, INCLLANNG WARRANTIES OF MERCHANTABNITY AND FIT-
MESS FOR A PARTICULAR PLRIMOSE, ARE LIMITED TO THE NINETY
(N DAY PERKOD DESCRIBED ABOWVE, IN NO EVENT WILL NATSLME
BE LHABLE FOR ANY SPECTAL, INCIDENTAL OF CONSEOQUENTIAL
DAMAGES RESLITING FROA POSSESSION, LISE OR MALFUNCTION
OF THIS PRODUCT,

Senmar states do nat allow lmitations as o how long an implied war-
ranty lasts and/or exclusions of mitations of incidental or conse-
quential damages. so the above Bmilations and/or exclusions of fa-
hility may not apply to you. This warranty gives you specific rights,
amd you may also have other rights which vary from state to state.

MNATSLIME INE,
18518 Gitbreth Koad, Suite 229
Burlingame, CA 9940 10
Tel: (415)692-1941
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