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Deleat Jackal!! 
After the opening equence and 
entering the names of the Boy and 
Girl, the cene changes uddenly to 
a battle against a monster. Our Hero 
is being forced to fight a monster 
for the entertainment of Dark Lord. 
The monster's name is Jackal., 
threateningly huge and vicious­
looking. But if you observe its 
movements closely, you'll notice a 
pattern. Jackal moves up and down, 
left and right but it never come 
below the lower half of the screen. 
The pot you tand when you first 
enter the arena is afe. Jackal can't 
harm you there even when it comes 
close. As soon as Jackal comes 
within the range of your sword, 
press A! Eight hit will finish 
Jackal off. 
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Willy Speaks ol the Secret ol the 
Mana Tree 
The Hero, a slave, fought for the pleasure of 
Dark Lord. The fighter-slaves lost their lives 
one by one from injury and fatigue. Even 
Willy, the Hero's best friend. His last words 
were, "The Mana Tree is in danger now. See 
Bogard, a Gemma Knight at the Falls. He 
should know what to do." 
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Try Other Rooms 
Willy passed away. The Hero swears to avenge him. But there is no time 
to be wasted. The Hero decided to break out of the castle somehow, and 
find Bogard, the man Willy 
spoke of. A door is visible at 
the top of the room. Walk 
straight into it. The door will 
open as you walk through. 
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e Fighter-Slaves ol Dark Lord 
In the connecting room, Amanda and a 
man are there. They are also the fight­
ing slaves of Dark Lord. Try talking to 
them. When you want to talk to a char­
acter, just walk straight up to him/her. 
Amanda ays he mi e her little bro­
ther in town. The man inform you that 
"the entrance for the monsters leads to 
the outside." Now you must go back to 
the arena where you fought Jackal. Go 
into the next room through the doorway 
on the right. An ascending staircase is 
at the upper right-hand comer. Step on 
the stairs to go to the floor above. 

A Chance lor Escape!! 
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Upstair , you will find yourself in a corridor leading toward the left, Walk 
along the corridor, into the arena. The enemy here is Jackal again. The 
entrance gate of the arena won't open 
until you defeat Jackal. But that 
would be easy to do if you remember 
the tips from the first battle. When :~ .. 
you finish off the monster, quickly 
exit through the gate. 
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From the Castle to the World Outside 
Free at last! The Hero climbs down the castle wall to the ground. Take 
the passage to the right to do a little exploring. You'll see the castle 
entrance, which is shut tight. Further down the passage is a dead end. 
Next, try the road leading down from the starting point. It is also cut off 
by the Waterfall. The only remaining choice is the one toward the left . 

Venture on, and you find 
two men by the lake 
beneath the Waterfall. It's 
Dark Lord and his right­
hand man, Julius! What are 

• • • . . . they up to? Let's listen to 
· , .... · ·.. : ·: ·:. ·: ·· · • .. ·· · · :. ·: what they are saying. 
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The Scheme of Dark Lord and 
Julius 
Dark Lord and Julius are talking 
about the Tree of Mana. From what 
you hear, the Mana Tree is in a shrine 
on top of the Waterfall. Dark Lord is 
scheming to take possession of the 
power of Mana. According to Julius, 
a Girl holds the key to the secret of 
the Mana Tree. i 
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the Fall ... 
After Julius disappears, you 
are seen by Dark Lord. You 
run for your life, but Dark 
Lord corners you. Behind 
you is the long, long 
Waterfall dropping to ome 
unfathomable distance below. 
Because you learned about 
their plot, Dark Lord won't let 
you get away alive. He push­
es you into the cascade ... 

The Game Progresses 
Automatically During 
an Event 
During events 
like the one 
described above, 
the characters 
move automati­
cally, and you 
cannot control 
your character. (However, you must for­
ward messages by pressing the A 
button.) 
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Monsters Ever here 

Waking up, you find yourself in a strange land . 
Moving on to the right, you'll see monsters roaming 
about. The monsters around here can be defeated 
with one or two hits. The monster in the picture on 
the right throws daggers in the direction it is facing. 
Stand clear of the daggers, and attack with the A 
button. This kind of monster sometimes leave 
behind treasure chests. Inside, you'll find Candy 
for recovering HP. 

Treat Yourself to Candy 
When you use Candy, your hit points are revived 
about 8 points. You'll soon be meeting the Girl 
who knows the magic spell for recovery. So if 
your HP runs low before you meet the Girl, don't 
hesitate to use Candy as often as you need it. 
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A Girl in Distress 
Starting from the place you woke up, 
move 2 creens right, I creen down, 2 
right, and 1 down. A Girl is calling for 
help. She is being attacked by 
monsters. After defeating all the mon­
sters, talk to the Girl. Her travelling 
companion, Hasim has been seriously 
hurt. Before passing away, Hasim asks 
you to take the Girl to Wendel and to 
see Bogard. Thus, the journey begins 
for the two of you. 

ASK the Girl lor Recovery 
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During your travels with the Girl, she will 
recover your HP whenever you execute the 
ASK command. Since your MP will not be · 
consumed, take advantage of her power as ~· .... 

ii.t I ll(> ·t . - f ~ () t I 
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often as needed. 
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e Village of Topple 
The Village of Topple can be reached by 
moving I screen up, and 1 screen left 
from the place where you rescued the 
girl. The entry into the village is above 
the spot where the Hero is standing, in ' 
the picture on the right. Here, you'll 
learn that Dark Lord is looking for the 
Girl, and that Bogard, who lives in a cot­
tage by the Falls is a odd old man. 
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Villagers will also tell you about the Tree ...... - 4 ~ ~ _._ .-,;;.· ' 

of Mana, protecting the lives of all people. Also, you'll find an inn, an 
item shop, and a weapon shop here. There's nothing special you must 
buy at the item shop. You won't need to stay at the inn, either, since the 
Girl can recover your HP with the ASK command. But the weapon shop 
carries the Iron Helmet which is one point higher in Defense Power then 
the Bronze Helmet you are wearing now. Get yourself one, for better 
protection in future battles. If you're short on funds, go fight a couple of 
enemies outside the village to raise quick cash. 
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Bogard is a Queer Old Man 
Bogard's cottage can be reached by 
walking some di stance toward the 
left, on the bank across the river near 
Topple. If a rockwall obstructs you 
along the way, climb a vine, and just 
keep heading left. The cottage is on 
top of a climb up the vine by the Waterfall. Bogard is stubborn, he'll turn 
his back on you once or twice, but on the third try, he'll finally talk. 
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Get a Mattock from Bogard 
Bogard will advise you to take the Mattock in the 
other room to open a new route in the East Cave. 
The door in the rear will open when he finishes 
talking. You'll find a treasure chest there, with a 
Mattock inside. 
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On to the East Cave! 
Bogard will give you two 
valuable pieces of advice. 
One is to smash the 
obstructing rocks in the 
East Cave with the Mattock 
to go through, and two, to 
see Cibba in the Town of 

• r\ t o ,,, n U •, t ! M o :t. t o le 1 o 

Wendel, who will tell you of the secret of the Pendant. The East Cave 
can be reached by traveling to the right, using vines. Inside the cave, 
obstructing rocks hinder your way. Stand in front of the two rocks in 

. ~ ,,.·-• ...........-.----- front of the passage, and use ---

' 

the Mattock as Bogard told 
you to. Use it once, and the 
route will be cleared. Move 
down 2 screens, to find an 
up staircase leading outside. 

Mattocks Can Be Purchased 
in Item Shops Too. Q.cl< e y 4 

.r"'M o t ·t: ok? 
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As Bogard said, you can buy Mattocks at Item 
Shops too. However, not all shops carry 
them. Some monsters also carry Mattocks in 
the treasure chests they leave behind. 
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"' Buy a Battle e at the Item Shop • by the Marshes 
After coming out from the cave, 
move right. The cottage you 
will see is an item shop that sells 
the Battle Axe - the only one of 
its kind in the world. Make ure 
you buy it. 
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Beware ol Venomous Monsters! 
As the shopkeeper said, from here on is marsh 
land. Most all of the monsters inhabiting this 
area have poison. If you get poisoned, you 
gradually lose HPs. Use Pure Potion as soon as 

\!>t..v .... •~v.•tv.{,(~~'!ll.~'.c.u.<µ.,1,,f possible. If you don't have it, go 
\r.',rJ{,~YifF?~,,r.~~~li)~ . . 

~ >" •• ·•,!'.i.\<~hr~~i back and get some at the item :I: t ' • ! ;\•10,lolPY n l •~o d . 

_, ~ 1' ~~"~\ sho a the t an e to the <~ < 0 ,-.~-1-,, 1 ' ,. ~1.?}:~9..~\,I: :~},~~;f ~1 p n e r en r c 
~'r-t \~ ~ ~f'J~. marshes. However, the monsters~========== 

1t1 ·11~ -~ l. ~\ -~ 
\~\'ll:, .~, , ~ ti,.-,~. here ometime leave behind Pure Potion in their treasure 
~ chests, so one or two should be sufficient stock. 
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Down the marsh land and to the left, you'll 
come across a large mansion. Inside, you'll 
meet a man. Two travellers are staying in the 
upper connecting room. You'll obtain two 
pieces of information here. First, about the 
Mirror that reflects the truth of things. This 
mirror seems to have been discarded some­

, 

;f 
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t?i ., l 
where in the Cave of Marsh by the man at the entrance. The second info 
is on the Lizardmen who live in the south. They own the Key to the 
Cave of Marsh. Also, you can stay here free of charge in the room on the 
upper left-hand corner, by laying down on the bed on the right. At this 
time, the Girl will teach you the magic spell of Cure. 
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She's Gone!? 
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Surnu: Who 1 '? 

When you wake up in the morning, the Girl in 
the other bed is gone. The man at the entrance 
says he doesn't know anything about it. Where 
has she disappeared to? 
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South, to the Lizardmen's Hangout 
There's something suspicious about that 
man who discarded the Mirror of true 
reflection. You will have to find out his 
true identity by getting your hands on 
the Mirror. But first, you need the Key 
to the Cave of Marsh guarded by the 
Lizardmen. They live 2 screens right, l 
down from the mansion. When you've 
defeated all the Lizardmen, a treasure chest will appear. Inside, you will 
discover the Bronze Key to the Cave of Marsh. 

J= () tJ ll (j ~ r- 0 0 :Z t 
♦ 

Heading for the Cave of Marsh 
The Cave of Mar h is I screen up, I right, and 
I up again from the Lizardmen's habitat. Use 
the ITEM command to equip yourself with 
the Bronze Key, and the door will open when 
you walk into it. 
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e Man in the Cave 

Inside the cave, you will meet a 
Man. According to him, many 
young girls have disappeared 
from the mansion. He believes 
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they are imprisoned in caskets in · . . . . . . . . . . . . . . 
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• 

the basement. The Man will offer to help you find her. 

Technique 1 Switch-Floors 
There are rooms inside the cave with square tiles on the 
floor shown in the photographs on the right. These are 
called switch-floors, a device that reveals hidden stair­
cases and doorways when a weight is placed on it. The 
type shown in the photograph will reveal a hidden 
staircase when the Hero step on it once. When there is 
an empty treasure chest in a room with a switch-floor, 
the device will work only when something is on the 
switch. In such cases, push the treasure chest and place 
it on the switch. · 

ASK the Man for Advice 
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He will tell you about walls you can break down. When you hear a special 
sound as you strike the walls with your weapon, that part of the wall can be 
tom down with a Mattock or Morning Star. 
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Technique 2 Sickle 

In one of the rooms beneath the cave, you will 
find a treasure chest surrounded by fems. Walk 
on the Slippery Floor to get to the chest, to dis­
cover a Sickle inside!! But you are unable to get 
out. The Slippery Floor only allows you to go in 
one direction. But stay cool. The Sickle can cut 
away fems. Equip your elf with it and try it out. 
You'll find a safe way out. 

Technique 3 Mattock 

.. 

Like the Man said, there are parts of the 
walls in the cave which you can tear down. ,, __ ....._ ~-~~ .. _I ~ ► 

• 
If you come to a point where you can't go ----- ~------ ~ 

.:\ • ·-~ .... • •, · • • • . 
• .• • • .• ' •• .•' ., 

any further, experiment by striking the walls with your weapon. If the 
section of the wall is breakable, you will hear a metallic clinking sound. 
Try it out in different rooms. (Hint: There are two places where the wall 
is breakable in thi cave.) 

Technique 4 Finding the Iron Shield 
In one of the rooms in the cave, the door will close behind you, locking 
you in. It doesn't open with a Key, though it seems like an ordinary door. 
Stay calm and defeat all the monsters in the room. A treasure chest will 
appear, and the door will open too. You'll find an Iron Shield in the chest. 
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Technique 5 Suspicious Rocks 
The room in the photo has no other 
exits, and no breakable walls. The 
secret is in the rocks. Smash the rocks 
with your Mattock, and you will dis­
cover a staircase leading down. 

Technique 6 Slippery Floors 

► 

You can only move one way on a Slippery Floor. In the room shown in 
the photo, move right at the top part. Stand on the Switch-Floor there, 
smash the rock with your Mattock and get on the Switch-Floor below. A 
descending staircase will be revealed. 

Slay Hydra and Discover the Mirror!! 
You will find Hydra at the end of the passage after you've descended the 
staircase in the room illustrated in "Technique 6 Slippery Floors," You 
can still tum back if you've come down here unprepared. Hydra is an 
enor1nous, two-headed serpentine monster that spits balls of fire. Move 
up and down dodging the fireballs as you attack. Stand as close to the 
water as you can, and strike Hydra as it advances toward you. When you 
have won the battle, you will discover the Mirror, and acquire the magic 
spell of Fire. Open the treasure chest closer to you first, and destroy it 
with your weapon to get to the second chest. 
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When You Show the Mirror to the Man at 
Kett•s ... 
After you find the Mirror in the Cave of Marsh, 
you are automatically transported out ide. Parting 
with the Man here, go back to Kett's. Equip your­
self with the Mirror using the ITEM command, i~ ==::::::=:::::::::::::::::::::=====~~ 

and talk to the man at the entrance. His true iden­
tity will be revealed. Yes, he was a monster after 

. tt,t M,1t1c>1 •• t 

l Gl 

I ... 
all -- a Vampire!! His attack rating is high, so ~~~~~~==~~~ 
avoid contact and strike him with the Sickle. The door on the right will 
be opened after you defeat him. Beyond the door is a vast dungeon, 
where the Girl awaits your rescue .... 

From here on. the adventure is in your hands .•. 
Good Luck!! 
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SQUARE SOFT, INC. LIMITED WARRANTY 
SQUARE SOFT, Inc. warrants to the original purchaser of this SQUARE SOFT, Inc. 
Software product that the medium on which this computer program is recorded is free from 
defects in material and workmanship for a period of ninety (90) days from the date of pur­
chase. The SQUARE SOFT, Inc. software program is sold "AS IS" and without any 
expressed or implied warranty of any kind, and SQUARE SOFT, Inc. is not liable for any 
losses or damages of any kind resulting from use of this program. 
If the SQUARE SOFT, Inc. software product fails to comply with this limited warranty, 
SQUARE SOFT, Inc. agrees to either repair or replace, at its option, free of charge, the 
noncomplying SQUARE SOFT, Inc. software products provided it is returned by the origi­
nal purchaser, postage paid, with proof of purchase, to SQUARE SOFT, lnc.'s Factory 
Service Center. 
TO RECEIVE THIS REMEDY: 
1. DO NOT return your defective SQUARE SOFT, Inc. 

software product to the retailer. 
2. Send the defective product to SQUARE SOFT, Inc. 

Factory Service Center at: 
When you write to us, please provide us with your phone 
number and a brief explanation of what appears to be 

SQUARE SOFT, INC. 
Westpark G-1 

8347 154th Ave., N.E. 
Redmond, WA 98052 

(206)861-0303 

wrong with the product. The remedy provided above is your exclusive remedy if the 
SQUARE SOFT, Inc. software product does not comply with this Limited Warranty. 
This warranty shall not be applicable and shall be void if the defect in the SQUARE SOFT, 
Inc. software product has arisen through abuse, unreasonable use, mistreatment, neglect 
or reasonable wear and tear. IN THIS WARRANTY IS OBLIGATIONS IN LIEU OF ALL 
OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY 
NATURE SHALL BE BINDING ON OR OBLIGATE SQUARE SOFT, INC. ANY IMPLIED 
WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, 
ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT 
WILL SQUARE SOFT, INC. BE LIABLE FOR ANY DIRECT, SPECIAL, INCIDENTAL, OR 
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR 
MALFUNCTION OF THE SQUARE SOFT, INC. SOFTWARE PRODUCT. 
Some states do not allow limitations as to how long an implied warranty lasts and/or exclu­
sions or limitations of incidental or consequential damages, so the above limitations and/or 
exclusions of liability may not apply to you. This limited warranty gives you specific legal 
rights, and you may also have other rights which vary from state to state. 
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