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Beings of éyure magic once ruled the world with
power and command. But power rarely leads to
con tentment... A dispute amongst these beings
turned into an all-out war. Beasts of doom, known
as Espers, were created and unleashed to do the Lﬂ'
bidding of their masters. This "War of the Magi"
reduced the world to_smoldering rubble. When it ¥
ended, the Espers were gone, as were mJJst of the
citizens of the worl 3

it

Many centuries hﬂ'.-f.- J{?hhtd since the war. Civiliza-
tions have been rebuilt with iron, machines and
technology. For years the Espers have existed only in
ancient hgfﬂd% Now, an Esper has been discovered
and the forces of magic are beginning to return. The

= risk of nrmnfur more n'mfmhltmq war is grownrg Thf'
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There are two main types of actions that you'll
experience in playing Final Fantasy II: frghrmg and
traveling. The methods of control are different for each
activity. Here’s a basic rundown:

Super NES Controller

#’ 0o (86°

Lise the Control Pad to! drve
your party across the ffet‘d )jﬂ
move the cursorhlon menin/
screens and to steer €hocobos
and Airships. i.

The main function of I’ht’:’ﬁStﬂf‘f Burtqgi fs .
to pause the action in battfeiscenes 1Pressﬁk N

the Start Button for a brearhe while i/ \
you're fi I’gm{;'? You_can, afso Iseq it to)

turn the fie mam ando ff[ whn'e N / /~

Control
Pad
Button
traveling and | 3" C omp!erexth ﬂmE*EH- A\ ; :
tering process, "--\': \* é-; /{ /] 11..

Pressﬁ*;e Serect l;httonmmu

S loct meru screens with long hsts

Betiec to 'scroll the length of an
utton entire screen. & Mq.p e




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 to go to the subscreen
while you're in the Fﬁ’fd or in towns.
The X Button also allows you to go to
Bution 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 Points 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
Button push switches. You can also use the
A Button to confirm choices in all
menus and the subscreen. Move the
cursor to the appropriate space with
the Control Pad, then press the A
Button to make the selection. In
vehicle driving scenes, the A Button
allows you to make the Chocobo or
Airship move forward.

In most cases, the B Button cancels the
last choice you mde. It also lets you
climb off Chocobos and the Airship.
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Yiss 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
A Button 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 Pf;gd‘ 5

Start Button R the Start Button when you have
arrived at a name to your liking.

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




Special y
Zonras Vehicles
When you're riding Chocobos or Airships, enemies

in the field cannot attack. Both types of vehicles are
controlled in similar ways.

Il Chocobos

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

Press Up to Press A to
=4 nove forward. move forward.
Press Left and Press B to
<> Right to turn. dismount.

B Airships

. | When you secure the Airship, you'll be
o | able to explore the world quickly and

' Press Up or Down
4 +4 0 adjust height.

~ Press X to switch
(4)) your view to the in-
side.

Press Left and

<+ > ght to turn. (") Press Y to turn the
"o’/ Airship when it's not

Press A to move moving

forward. '

Press B to leave Use these to make
the Airship. 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 the intro-
ductory story, without showin
the saved file screen. Shortly H}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
more saved files, you will have
the option at the beginning of the
game to choose a file and con-
tinue 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 keeping saved files.
Move the cursor to the New Game
option on the saved file screen
and press the A Button. The game
will start from the beginning.
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Saving Progress

When you save the progress of your 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.

STotus
config

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 Point

P
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Subscreen

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.
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Your Party

In this section of the
subscreen, you can ex-
amine the members of
your party and take a
look at their current sta-
tus.

........ See Page 16
Skills......... See Page 18
Equip ......See Page 20
Relics ...... See Page 22
Status ...... See Page 24
Config ...... See Page 26
Save .....5ee Page 1

Steps / Gold

Here you can see how
many steps your party
has taken and examine
your wealth.

Play Time

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

12




The name of the charac
ter is shown here. If_
you've changed the nameN>§
the new name will be

» displayed.

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 0£ what
the_character loo

s like.

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

Magic Points

Current Magic Points and
current Magic Point
maximums are shown
here.

13



Order in the Ranks

The members of your 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.
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Press Left on the Control Pad.
The pictures of the pﬂrZy
members will shift to the right

and the cursor will appear on
the lefft.

Move the cursor so that it
points to one of the charac-
ters you 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.

14




Front / Back

The members of your 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.

LOCKE G119 &=—m="%
LA S63 ¥

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

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

By stepping to the back, fighters
can be more defensive, takin
andinflicting about half as muc
damage.

15



Item Screen

Special items can be used to
recover Hit and Magic Points,
and to cure your characters
from various states. Items, un-
equipped Weapons and Rel-
ics are shown on the Item
screen.

All of the Items in

your  party's [ECaRSASSL

shown in this list. |JEEEFSERERIN

Use the Control Pad Tincture P 6
or the L and R Green Cherry: d
Buttons to scroll SR el

through the list.

This lineexplains the
use of the currently
selecteditem.

Item Commands The Item commands allow you to

use Items, change the order of the

list and display those Items in the
list which are very rare.

Press the B Button to make the Chooseacommandand press the

cursor go from the Item list to AButtontoenact thatcommand.
the Item commands.

16



: All of the Items which are
USm&ltems high ;ghred at any one time
e

ct the character who

can be used. Choose an Item, then se
will use that Item.

= POTion L A I I 5 2l
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Move the cursor so that it points Select thecharacterwho mgilluse

tothe desiredItem, thenpressA. 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.

HBEewiu: 1y
Remedy

Slecping Bag: 7

Move the cursor so that it points Push A twice, then Left to list

;10 IE'! Weapon, type of Armor or the properties of the Item.
elic.
Arrange
The Arrange option orga- |EEses
nizes the Items in your list |EESEEI.
into groups of Items of simi- | EESEEIE
lar types: S

Antidote




Special skills of your party ot Vb R
members are accessible from :
the subscreen. Individual
skills are also included as

battle options.
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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.

LS Vsterious beings known as Espers give Magic
powers to fighters in your party when they are

equipped by the fighters.

Ligutuiny=slamsnral urians

e s e Wi e e e sl s g o i |

HP 61 ‘El z
e ls] 1507

Learn. Rate Skilld
HO11T H =10 0
Bolt 2: 2 0
POisom.: - 0

ATt lewvel wup., .. StTamina =1

Equip a character with an Esper WhenenoughMagic Pointshavebeen
and accumulate Magic Points. earned, the fighter equipped with the
Esper learns the Esper’s spells.

18



‘ Some characters automatically learn the
Magic 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.
This special ability is unique to the
‘ SwdTech ‘ character Cyan. He will learn up to
See Page 62 eight powerful sword techniques over
the course of the adventure.
li The Blitz technique is used by Sabin.
Blitz After you choose to Blitz, you must
See Page 60 press a series of buttons in order to
enact one of up to eight techniques.
] The character Strago is capable of
ore learning up to 24 dfﬁerent 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 techniques of other
See Page 64 Veldt characters.
The character Mog can quickly learn
Dance powerful, magical dances in each of
See Page 56 the eight areas of the World.




Equipping Fighters

A fighter can hold equip- || EErrrre——
ment in each hand and wear - B ’:;,.5::"753;4;;; e
Armor on his or her head
and body. Equipping fight-
ers increases their offensive _ Fre—
and defensive power. R S v .

2rOv8e

Equipment

AL OPFE SRV S0 W Cgmamands
Current e panel SHE et
EEHENO SMsHM it h 1S hid

Equipment g R AW« IT The Fighter

U: g0r 51
Speed 32+
STamina A1 —+
Mag. Puwr 38+
Bat. Puri10z2-

ensel29-+ Current
f 17+ |
: Powers

i The Equip command puts equipment on the
qu'“P selected fi f}%hrer Different pieces of equipment

affect the fighter's powers in different ways.

11;5.1 i1 I':ll.r_l
-,I'l1rd1.r

g-"Iron Helme

=lumed Hat

Select the hand, head or body to Yellow numbers indicate added
be equipped and press A. strength. Gray numbers indicate
less strength.
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Optimum The useful Optimum command e%ufps the
fighter in question with the available Items

that can add to that fighter’s powers in the best possible way.

BOOCLQODFGNES SERINE L0
e calrealguesls henamel o 3 Knasr

TR SHTEUTET: i = i ThH-thr £ AD-
= lgTed THaxT | =] M EEN THBETET
"HUng Fo 50511 588 =0 wona o FO0 SO0t Sa5

s

Choose the Optimum command The fighter will wear all of the
and press the A Button. best available equipment.

By using the Rmove command, you can take
Rmove away a particular piece of equipment from the
selected fighter.

F Use the Empty command on a fighter to
Empty remove all aft;ﬁ‘::r fighter’s current equipment.

Then re-equip the fighter anew.

With a quick command, you can call up a list of all the
equipment your fighters are currently using.

fiv ] 2 daiad b a2 Shdi-tar 3 30
~ 150 SldludE  wAFou) ilrwdr
sl tiie J il an g "LAFAYTRING

sHMIThT i1 Sh1d
**Tron fRrmor
“Hyper Wrist

sl Thril Shid
1 5 F

4_+ Press Left when the Press the A Button. A list

cursor is flashing on of the fighters and their
the word “Equip.” This will make currently equipped items will
the cursor point to all fighters. appear.
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Relics are items that, when
equipped, give fighters spe-
cial abilities. Each fighter
can be equipped with up to
two Relics at once.

SRt A Cape
THYperT e

I “Gagglesx

sdedel RING
TSPrant shoaes
=True Knight
“Eartrings

TR TAr Pendant

RN Pper Sight =-ag
“Barer ier Rin

Select a Relic and press A. The Geniji TheRelicwillworkits magic andimpart
Glovein this example allows a fighter a special ability on the fighter.
to carry a Weapon in each hand.

Powers Some Relics are best suited for particular

Lot characters, changing that character’s special
Change powers. The T. fefs Glove, for example,

m?kfs Locke’s stealing capability more pow-
erful.

22



Strength in

Relics

Some Relics add to a fighter's The yellow numbers indicate an
offensive and defensive increase in power.
strengths.
Relics to | While all Relics have their good points,
- there are a trio of Relics which are particu-
Relish larly useful. They are:

I Sprint Shoes |

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

Protecte Agoinel CBEr T,
e [ e ] [ et
REITSE “RTias Armiel

r_.:.

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

l Wall Riné ‘

The incredible Wall Rr’ng
bounce off of the equipped fighter and shoot back at the

enemy.

| Black Belt |

Relic makes enemy Spells

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

when hit.

23



Status Screen

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
Name

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 analyze those factors. By looking
at the Status screen, you can determine the strengths and
weaknesses of the ﬁghyfer in question.

24



|

Next Level

Vigor

Speed

il

5 Stamina

M Mag. Power

Bat. Power

|

Defense

o

9 Evade

Mag. Def.

|

M Block

The Experience level of your fighter directly
affects his or her maximum Hit Points, Magic
Points and offensive and defensive powers.

Thisentrylets youknow thenumber of points
your fighter needs to reach the next level.

A fighter’s Vigor relates to his 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 in preparation 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.

MagicPowerindicates theoffensivestrength
of your fighter’s Magic abilities. It should be
low for fighters that don’t use Magic.

Battle Power relates to your fighter's total
attacking power. Ifit's high, he or she will be
apowerhouse with the Fight command.

The Defense rating shows your fighter’s
currentdefensive power, takingintoaccount
the Armor that he or she is wearing.

The Evade rating shows the percentage of
enemyattacksaimedat the fighterinquestion
which are likely to miss.

Magic Defense relates to the power of the
fighter'smagic abilities towardoff or weaken
enemy attacks.

Magic Blockis thepercentage of enemy Spells
directed at your fighter and which are likely
to fizzle out before they can cause damage.

25



Config Screen

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

A ; t .-_.l:'.. L oe Y
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C--asEffect
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The two possible settings for Battle Mode
Bat. Mode are “Actﬁ»’e” and “Waﬁ ”fThese settings
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 settin
“Wait,” the enemies will not attack w :[e
you are accessing menus in the middle of

a fight.

Active

Active mode alluws enemies to
attack at will in fighting scenes,
whenever they have ennugh
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.

M SPeed O e screen at various speeds.
) = eatwo Command Set options are “Win-
Cmd Set R B 7
= the waylco ma“@'ds’ﬁ?aim out in fighting
n‘ﬁ?ﬂf(w’m ilihe hor rrztron features
L awshorter commands ar-

Message Speed makes screen text appear

atand “Short<"The'se ?nons relate to

@sc liie/ v"~configuration s

S ﬁr’t;ﬂ"[ eth@ s fa ying the com-
: raned-cm.e ore campacf manner.
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Short

The Command Set option allows In the “Short” set-up, the fight

you to choose between the commandsarearrangedinathree
Window" or “Short” set-ups. line format.

Gauge

This option allows you to turn off the
power bar which shows the progress of
your fighter returning to battle strength.

169169+
o HMP

et ol ol s |

LOCKE 9%~ 619
CWiRMN 126 =19 4

CELES 133 GED
SAB 1M~ 303 F07

When the Gauge optionis on, you When the Gauge option is off,
can monitor the return to battle your current Hit Points and

strength of each fighter.

Sound

Cursor

maximum Hit Points are displayed.

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

With this option, you can make the cursor
“remember” its position in a particular
situation. This [éarure is useful V you
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.

28



5 : When the Re-equip option is set on Opti-
Re €quip mum, the game will automatically re-equip

your fighter with optimum pieces when
you equip power-changing Relics.

While Final Fantasy Il is generally a

Controller single-player game, you 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 | or
Controller 2.

M ag Order The Magic Order option affects the format

of the Spells list. The cor;ﬁgumﬁons give
varying priorities to different types of
Spells. While one conﬁ%uraﬁon 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.

: This option allows you to select one of
Window eight different designs for window back-

grounds.

With the Color option, you can change the
Color 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
Save your liking, make sure to use the Save
See Page II option on the subscreen to secure all of

your choices.

29



Ener?' attackers
usually appear on
the fefj‘; s."'?fg of the
screen. If they am-
bush, they could
appear on the right
side or surround

your party.

When the members
of your party are
energizedtoa point
where they can
make a battle ac-
tion, their options
appear here.

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

Enemies and mem-
bers of your party
take turns carrying
out battle actions.
The current action
is shown here.

The members of

our party are
Jsfho wh gn rh}é 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.

Fighting Screen

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

Battle
Example

30



your party are forced to fight them off

I When enemies attack, the members of
inaface-to-face battle.

When the gauges of
2 your fighters are full,
they're ready to
rumble. A list of possible
commands for each fighter

then appears.

LOCKD e Pl E i
LY AN S g -
CELES g 1

SAB M

Every fighter

- has the option

[BCITEALT T ' N ~» ¥ 1 to Fight, use

— : - an Item or

practice a
special Skill.

4

LOCKE — : ; = When the

il g = =, , action for a

SAB IN L s a “« 4 8 fighter or an
— ' sl €Nemy has
been decided
upon, the
fighting
begins.

If your party manages to

p———————— 2 | defeat all the attacking

Got 156 Enp. F‘“'nt-'-;l _ ’ ey e T . EI"'lEI"I'IIESt thE‘ battle will
SRLE o= De won.

SENE 1~ 179

Victory brings Gold, Experience and
Magic Pointsand, nccasmnally,aspec:al
Item, Weapon or piece of Armor.
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[Fighting Commands
When a member I? your party is powered-
J

& F:oht 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 you to decide

st exactly how your fighter will contribute to
the eﬂ{:rt.

: A fighter given the command to “Fight”
Fight jumps into the middle of the action and hits

the chosen target with his or her Weapon.

Special Many of the fighters in your party will
I pk'll have special Skills which will help them
SKills dispatch enemy attackers. These Skills

often cause more damage to the enemies
oer Fage o iz tgan a standard attack.

I Magic I 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- || RSN [ETTEaTEEe
ing command, you'll have a list of |EEEEEMEEINEETE
available Spells to choose from.

When chosen,
Esper Espers can
Magic only attack

once in every
enemy encounter. Press Up on |
the Control Pad in the Magic e
menus to access the equippecd [
Espers.




I Items I Most of your special Items will provide

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

Hecovers S0 HP

‘. Taonic
HPOoTa:on
Eyedrop
Elixir
Fenix Down
TinCTure 1
ANTidote 19
SoOfTt ' 2
Caf &8 ChEerry. |
Sleeping Hag: L1

Itemsgenerally addpower to your
party members or cure them from
a bad state. They often prove to
be usefulinlong, tough battles.

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

Row By pressing Left on the Control Pad, you

can instruct a Eghrer to step to the back
row when it’s his or her turn to fight.

' 1 Press right on the Control Pad to command
Defense a member of your party to set up a

defensive position.

Run If you're not ready to fight, press and hold

the L and R Buttons. The members of your
party will attempt to make a run for it. You
can continue to fight while your party
members try to flee.
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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

Float

Effect

You can defend against the
awesome powersofaQuakespell
by casting Float on the members
of your party.

Display

Petrify -

This strange condition turns your
fighters into statues, so that they
cannot move or attack. Use Soft to
make them return to normal.

The Imp spell turns the spell
recipient into an Imp. If you wish
tocure the condition, you canuse
aGreen Cherry.

Clear makes the targeted fighter
invisible. Use Remedy to cure this
condition.

Poison E

Poisoncauses themembersof your
party toloseHitPointsduringbattle
and with every step they take. An
Antidote will set things right.

Zombie E

Fighters in a Zombie state are
uncontrollable. A shot of Revivify
will bring a Zombie back to his or
her normal state.

Dark

Ink-shootingenemies cancover the
eyes of their opponents, making
themmissonmany of theirattacks.
Eyedrop does the job here.
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Wounded

If amember of your party has lost
all of his or her Hit Points, he or she
is “wounded.” Fenix Downwill cure

this condition.

Psyche

Some enemies can cause your
fighters tonodoff. Theonlyaction
that will wake themupis adirect
attack.

Muddled

Muddledfightersattackmonsters
and members of their own party.
A Remedy is a useful counter to
this condition.

Mute

A Mute condition silences the
Magic powers of your party
members. Echo Screen will give
them a voice again.

Condemned

Condemned party members will
lose all of their Hit Points if the
countdown above them reaches
Zero.

Berserk

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

Slow

Fighters that have been 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, time is standing still for
them. Use Dispel to get the clock
ticking again.

Regen

YoucanuseRegenonthemembers
of your party tomake themregain
Hit Points at regular intervals
during a fight.
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Village Locations

There are several villages in the world of Final
Fantasy Ill. In addition to gathering important infor-
mation from the villagers on the streets and in houses,
you can revitalize the members of your party at Inns
and purchase Items in shops.

Inns

If the members of F)/our party are suffering

rom a negative change in Status or if their
Hit Points or Magic Points are low, you
can power them up for a small fee at an
Inn.

Weahpon Shops

Weapon shops offer a variety of powerful |
items that will aa{:{ to the performance of

your fighters in the field. If you're low on
cash you can sell old Weapons for half
their:purchase price.

While you're shopping for Weap-
ons and Armor, you'll notice a line-
up of fighters at the bottom of the
screen. Each fighter will raise his
or her arms if he or she can be
equipped with a particular item.
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Armor, Shops

If you're in the market for protective gear,
an Armor Shop is the place to be. Look
through the list of items available and
purchase the items which will be of the
greatest benefit to your party.

Item Shops

Items are 5eneraﬂ y used to replenish Hit
Points and to cure fighters from changes
in Status. Stock up with as many Items as
youcan afford before you venture into the
unknown.

Relic Shops

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

Chocobo Stables

Chocobos are available in a few villages
and remote forest locations. For a fee, you
can hop onto a Chocobo and ride across
the fields, free of enemy intervention.

Cafes

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

I.t;_r A
e oo oWt
a
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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
This item reverses the effect of an Imp spell, changing
Green Cherry an Imp fighter back to normal. 150
. If a magic user drinks a Tincture, he or she will recover
Tincture 50 Magic Points toward his or her current maximum. 1500
This powerful potion recovers all of the targeted
X"Ether fighter's Magic Points. A No Cost
A standard Ether potion will recover 150 Magic Points
Ether for the targeted Magic user. No Cost
. If you find an X-Potionin the field, you canuseit to fully
X-Potion recover the Hit Points of a fighter in your party. No Cost
s The power-packedElixir recovers Hit Points and Magic
EIIXII’ Points fully for the targeted party member. No Cost
If your party members have been petrified, you can
SO& bring them back to normal with this item. 200
You can set a smoke screen in a battle with this
Smoke Bomb explosive device and escape unharmed. 300
Toss this bouncing sphere atattacking enemies and set
Super Bﬂ" them up for big damage. 1000
Gz If amember of your party has fallenunder the power of
ReVlVlfy the Zombie spell, you can use Revivify to counter the 300
effects.
Use a Warp Stone to escape quickly from an enemy
Wal‘P Stone  confrontation or an underground maze. 700
By pitching a tent at save points or in the field, you can
Tent recover your entire party’s Hit Points andMagic Points. 1200
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Item Effect Cost

Anti d ote itfhae flllgalg g; iﬂw *{Fhu; ﬁag Hiil:folﬂs oned, youcancounteract 50
Sleeping Bag fSieintetrumeshaa o w500
Potion fi‘g;?éi?n recovers 250 Hit Points for the targeted 300
Remedy o or ST Zoperecy | JOG0
Fenix DOWN  3iectnihess curatve foathrac - oo 500
Dried Meat Iehcigvtaﬁdn}t1ESIl-]nHﬂvPEﬂsinttT receiving party member 150
Tonic Ir;gﬂrggpng;hﬁfP',;?#{s?arty sips a Tonic, he or she will 50
Magicite  Darlosasteismpnermonhsioced
Eyedrop e bl e S R
Echo Screen  §oicaetovseMageoncosgan oo 120
Megalix il' #ﬂr-i.:!:ga}gaﬁi;g\;tggﬂ\;recwers all Hit Points and Magic R
Rename Card Jisuenienmonstor o "o co
Sh a d ow E dge H?: b'-'ili-lft{ihf?gﬂ;” Edge to spread shadows out across 400
Fire SkEﬂl'l :gﬁruggtmi:?t:.r"‘:l! feel the heat of a fire attack when 500
Inviz Edge ;’?tea;i}gzée;nu:;?egmws this item will be invisible to 200

39



Item

Effect Cost

Water Skean

Toss thisiteminto the fray for apowerful waterattack. |50

Thunder Edge

When a fighter throws thisitem, you'll have help from
a lightning and thunder blast. 500

at a time. They

Relics

Relics can be equipped by members of your party two

impart a variety of different abilities.

Item Effect Cost

Amulet Whem s masiheraf you gty veers A i 555
Back Guard ggéspiimrgrpg?::ggss+ your party from Back Attacks 7000
Rage R]I'lg Uwr::rr;pngLI;eE gtatgaiﬂing will give more power to S
Earrings e e T e e L. 5000

Running Shoes

When a fighter wears Running Shoes, he or she has
the power of the Haste spell. 7000

i The mighty Offering relic gives extra power to the

Oﬂ:enng bearergs Fight command. o Aot
Wear the Marvel Shoes and marvel at their

Marvel Shoes unpredictable effects. oG
Whileholding the Gauntlet, a fighter canhold one Weapon

Gauntlet with two hands, causing more damage per swing. No Cost

Atlas Armlet

A member of your party can cause additional damage
while fighting if he or she is wearing this powerful item. 5000
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Item Effect Cost

Gold Hairpin s servesigacadhatshemcutinalt e,
Goggles sggmhgggss ;ufreaa[r]i:r SSEQI?IES can protect against the 500
Crystal Oy [l et matwmbtags Pt b
Merit Award Ll:;merit Award allows the bearer to wear heavy G B
E xp. Egg 'tl't:uee ﬁgﬁ:ﬁéﬁeﬁiggg doubles the Experience Points —
Genji Glove  Fsiomimaiuelasmistan e 0 o o
Blizzard Orb afnce the chilng offocts of the Bizzard Orb. | No Cost
]ewel Ring Es;r:zggtgj ;r:.:r.ij;eﬂegel?li;g will protect the bearer from 1000
Sniper Sight  ariress 100 percont titrare uith theFight command. 3000
ECONOMIZET  itam it uts spellcosts to ong Magio Pan each, N Cost
Safety Bit  itackewhichwouldhave inflictodmortal damage. N Cost
Gem Box ;’2; Er?lic adds power to all Magic Spells cast by the —
Zephyr Cape mmerinis i nreammes | T 2900
Charm Bangle  Bangie, fow anemies willattack from the fisld. " No Cost
Tintinabar - e teows itbinsemanyeien - oo




back automatically when hit.

Item Effect Cost
Sprint Sh When anyone in your party wears Sprint Shoes, your 1500
P 0c€s party will walk twice as fast as before.
A fighter with a Sketch command can change it to
Fake Mustache Control while wearing the Fake Stache. bk
CthUb DOWH cAafsl%i;tEIr;::rgF?;?rsthECherubannhasthepuwertu 6300
- When a member of your party wears the Cure Ring, he
Cure ng or she can cast a Regen spell. d No Cost
. When Locke wears this ring, he has a higher success
Sneak RiNG  ratewhile using his ability to Stea, 3000
Thief G]Ove EESIL?LE,f Glove changes Locke's Steal command to R
e Thisitem offers protection to members of your part
True nght who are low on Hit Points. Youreeny. 1000
Cursed Rin g The Cursed Ring, being true to its name, is cursed. No Cost
HYP er Wrist When adfighter wears the Hyper Wrist, his or her Vigor 8000
is raised.
- When a member of your party wears the Gale Hairpin,
Gale Ha“'p]n your chances of making preemptive attacks are 8000
greater.
3 3 The Barrier Ring casts a Shell spell when the wearer is
Barrier Rlﬂg low on Hit Points. 500
If a fighter is equipped with the Dragon Horn, he or she
Dragon Horn will jump at every opportunity. No Cost
& 2 Thebearer of the FairyRinghas protection fromPoison
Fﬂer Rlﬂg and Dark spells. 7000
RE"C Rlﬂg 'fl;l;ﬁtr;c;:rerfulﬁelmhasmvstermuseffectscnwaunded —
is martial arts powerhouse makes the bearer fight
Black Belt  fhsmarta howsssmakae the bearse tioht 500
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Item Effect Cost
Hero Ring  Joeueusrote iaroRngisgoniocrossodpowr
Czarina Ring s whannis orher it Pontear low, - 3000
Guard Ring  [npouersieturifimcussebons tocit 5000
COil"l Toss Egeﬂca?nir' Tossrelic changes Setzer’s Slot command to M Ot
Starl Pendant \iembwatyomnisuuetaiviusur 1500
Whlte Cape Eﬁ;ﬂgﬁﬁﬁﬂg sp;gltlesm::ts the wearer from the power 5000
Muscle Belt {7 e of e usce Bt con st s 0t
Pod Bracelet isieistissersmysmenbaratyousary ¢,
Beads Er?ea;s;g;*t.*teamgwearer a better chance of avoiding 4000
‘ Mithril Glove Lﬁﬂhﬁqil})fﬂagcastsasme spell whenits bearer is 700
MarVEI Shoes ;’Ll:g::.stminus Marvel Shoes have unpredictable Gt
Moogle Charm {fiejesterstyou pety wews eboode tem,
Peace ng ;:gﬁjgglzugsgﬁ;eaceﬂingiSpmtectedfmmEerserk 3000
Ribbﬂn I#:ngﬁgbgirlimp;r?tt:cts the wearer from all status N it
Dragoon Boots These nifty boots change the Fight command into a 9000

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

T Each fighter in your party can use one
Equ IPPiis Esper at a time. Select the Esper command

from the Skills heading for a particular

fighter and move the cursor to an Esper
that is highlighted, then press the A Button
to equip that Esper.

uns corn Ll
HESSS RG-SO EG

3 3334 333

Select from the list an Esper whichis While you wear the Esper, Magic

not already being worn by a member Pointsyouearnwillgo towardlearning

of your party, thenpress A. the Esper’s spells.

| Bonus Points \ #Siren Learn.Rate Skill
Sleep : %10

As your fighters increase ||

their Experience Levels, Fire
some Espers will reward
them with extra powers.

At l1evel Uup...HP +
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Espers and

Their Spells

Listed below are the Espers and their
spells. The numbers next to the spells
are the learning rates. These numbers
are multiplied by earned Magic Points.
When the resuﬁls

reach 100, the spells

are learned.

The Esper’s Name
- § Each Esper has
: asmany as five

Spells to pass
on to the

equipped
adventurer.
Kirin

CUre e X5
Cure 2.... X 1
Regen...... X3
Antdot ..... x4
BCAN cenivisa XD

x4
X3
X2
X1
g |

Life .......X 5
ctire 2..% 8
18| x 20
Regen....x 10
Remedy x 4

Starlet
e : Cure .....X 25
&4 Cure 2...x 16
M Cure 3..x 1
1 Regen....x 20
Remedy x 20
Phoenix
3 Life ............ XIO
&4 Life 2......x 2
] Life 3.....X 1
& Cure 3...x2
: Fire 3......X 3
Palidor
1 Haste ....x 20
=4 Slow ......x 20
Haste 2..x 2
Slow 2..x 2
Float ....... X 5
Ifrit
FIFE covenennsse X1I0
FIFe 2. X5
Eraln s |
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ICE i x10
Ice 2 .. Xd
Rasp........x 4
Osmose...x 4
[ § | - S X3
Maduin
Fire 2......:. X3
ICe 2 X3
Bolt 2. X3
Bismark Crusader

Merton .... X |
Meteor .... X10

Bahamut

Flare......... X2

"0

BIO iiaiiinin: X 8
Break ....... %5
Doom....... X2
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Alexandr

Pearl........x 2
- el '_ g Sh'E'”-n".nn XID
SR Safe ... x10

% 73~ Dispel ...... x10

; Remedy ..xI5
Ragnarok

Ultima...... 2 |

Terrato

Quake...... x3

Quartr...... X1

W Wind. x 1
Carbunkl

o Rflect ....... X5

& Haste ....... x3

Shell.......... X2

Safe .......... w3

Warp ....... X2
Phantom

‘A Bserk........ x3

i Vanish ..... x3
Demi ........ X5

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

Golem
o Safe .......... X5

f Stop......... X5
B Cure 2...... X5

Muddle.... x7

Imp ..cveeeee X5

Float......... x2
Fenrir

Warp ... x 10

X-Zone .x 5

Stop ........ X3




Magic Spells

Some warriors who join up with your party will be
born Magic users, but the bulk of the fighters will have
to learn Magic from the Espers.

Spell Collection

Every 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.

eCUre 2

eANTdOT

Different Espers, Different Speeds

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.

Eirpiefsadiatj—alcuasiatal piiuss slie—=slainsn tal wrraes

s Rl e e e gl n e ._' '_- — —

— —_ | m—{
Urad b 2 y =

R corn L

Magic, Armor, Weapons and Items

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

A single Cure spell
Cure can recover as

much as 270 Hit Points. The casting
costis five Magic Points.

Cure 2is capable of
Cure 2 reviving a fighter

with three times as many Hit Points as
the first Cure spell.
This Hit Point

Cure 3 reviving spell is
seven times as power ful as the original

Cure spell.
: This spell has
Life basically the same
effectasaFenix Down.Itbrings wounded
fighters back to fighting strength.
This deluxe spell

Llfe 2 revives a fighter

from Wounded status and replenishes
all of his or her Hit Points.
Life 3 has the same

: lf 3 initial effect as the
original Life spell. It revives the fighter
when Hit Points are depleted.

For an affordable

Antidot casting cost of

three Magic Points, this spell cures
fighters from Poison.

The Remedy spell
REMEdY has thesameeffect

as the Remedy item: recovery from all
status changes except Zombie.
The Regen spell

Regen revivesHitPointsat

regular time intervals for several
seconds after being cast.

Offensive Magic

= | Enemies will be on
S b the receiving end of
ablast of heat and flame when this spell
is cast in their direction.

Il %
Srrtlimatri i -

~ + . | This blazing spell
— 1 offersthree times
the blast of the first Fire spell for a

cost of 20 Magic Points.
l Fire 3 is the
Sl S strongest Fire

spell at six times the power of the
original. The cost is 57 Magic Points.
Lightning strikes

R o s

I*r RN e s l attacking enemies
when the members of your party have
the power to cast Bolt.

| The second incar-

=~ — | nation of Bolt
Magic has three times the power of the
first Bolt spell.

. This lightning spree
bk S is six_times as
powerful as the original. The casting

cost is 53 Magic Points.

I This freezing spellis
= especially powerful
against snakes, frogs and other slimy
creatures.

I. Ice ? Ice 2 has three
————— times the power of
Ice. The casting cost is 21Magic Points.

This freezer is six

— times as powerful
as the original for a casting cost of 52
Magic Points.
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5 = | By casting Poison
L POISOH 1 on your enemies,

youcancausegradual damage foracost
of three Magic Points.

. | Drain magic takes
~ Drain Hit Points from the

enemy and gives them to the caster
until the caster is maxed out.

The Bio spell is
1 similar to Poison,
causmg multiple hits as time goes on,
only itis more powerful.

The Break spell
. | turns enemies to
stone at a cost of 25 Magic Points.

' ' The awesome
: DGGI‘!‘I_____ power of Doom will

destroy most enemies whenit hits.

m This elemental
attack can be cast

at acost of 40 Magic Points.

The Flare spell hits
1 several enemies at
once for blg damage at a cost of 45
Magic Points.

Atacostof 33Magic
L= Points, this spellcan
cutanene my‘s Hit Points in half.

The Quartr spell is
1 half as powerful as
the DEI‘I’II spell at a cost of 48 Magic
Points.

This mysterious
o | spellsendsenemies
into the X-Zone for a cost of 53 Magic
Points.

With this spell, the
A 1 battleground
ghes to outer space and a meteor

e enemy target.

chan
hits

This super-power-
el ful spell hits all at-
tackmg creaturesat acost of 80 Magic
Points.

The ground shakes
=~ 1 and hits all ground-
bound enemies when this spellis cast.

This spell hits the
enemy target with

a tnrnadn tht takes 90 percent of its
Hit Points.

At a cost of 85
Magic Points, this
hits the enemsgr target with a
piercing fire attack.

Effect Magic

Foracastingcostof
_ 1 3Magic Points, you
can examine the enemy’s power and
weak points.

Your enemy takes
—1 more time togear up
fur an attack when you cast this spell.

This unusual spell
L= - takes Magic Points
away frnm the enemy target.

When an enemy is
—————— 1 hit with Mute, it
can’t use Magic to retaliate.

The Safe spell
et _| raises the defen-
sive puwer nf the targeted fighter.
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Enemies will be
s k noc k e d
unconscious when this spell is cast
upon them.

Foracastingcostof
8 Magic Points, you

_Muddle
can confuse the enemies so they hit
each other.

] The Haste spell
4 | gives the targeted
flghter the ahnhtwr toready for attacks

more quickly.
Foracastingcost of

m 10 Magic Points,

you can temporarily freeze your

enemies in time.
A fighter hit with a

 Bserk  [NCHtigit

attackbeforereceivingorderstodoso.

defense against [luak&

the perfec

Thls levitation spell

] | This spell succeeds

SIOW 2 d at slowing down

the battle readiness of all attacking
enemies.

Youcan take away
enemy Magic

‘Osmose
Points with this spell.

The Warp spell has
: the same effect as
the War Stone, allowing youtoescape
from fights and caves.

This 99 Magic Point
spell gives your
party the speed advantage over
attacking enermes -ﬂ 4,

w

o

spa!ls cast on your chara
cost of 25 Magm Pmnts

target creature to nr

from the strange Imp beast.

m The Rfléct spell

reflects
spells at acost of 22 Magicggints.

m The Shell spell is a

defensive barrier

thatprotects thetargetcharacter from.=~
p g fron

enemy spells.

~ Vanish

-

e

porarily invisible.

the battle readiness

enemy -

| This-spell makes the
targetcharactertem-

Haste 2 speed_,up/,

T e D:spel spé '
7hssul %séen'é’r'ﬁl "‘"‘.
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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.

L5 FTE IO F TR S O TE 6 5 FLETTE SR O s SR [P J8S S

Single out fighters from the rowin You can have as ?fnur

the middle of the screen and move adventurersin vﬂur par tany
them to the box in the lower left. one time.
Party Planner

There are only a few places
where you can regroup your
party. One of those places, the
Airship, is mobile. If you're look-
ing to change ﬁ/our party, find
the Airship or head to Narshe._/




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 Party

M\, Your verbal responses will play an
"ﬁ& important role in a pair of social
B circumstances. In these cases, you'll
M/ besgiven the choice of several things
"~ o¥say (or sing). The results of the
& @ teraction will be dependent on your
choice of words.

200
] s v securivy

Follow the Star B ——

light exoctiy, we'll proboably be

Wehshilitiondto a dungeon maze is |
L .
25¢ veafec@_,}: the flight of a star. You *
\ rust povesyour party in the same o
attern ‘as\the star in order to get
throjgh. theymaze.

§ \

oL
Look for-other unusual events throughout the course of the

BN .".

y\\ W game.
¥ 3



> Terra represents the re-
¥ r @ birth of magic. She has
- 8771~ abilities the likes of which

'ho one in the world has
' seen before. The evil

A mysterious young worman,
contirolled by the Empire, and
hornm with the r_]|1'+ of magic......

army has tried to har-
ness her magic powers,
but the magic of the
~ Espers will see to it that
she will escape from the
rmy's control.

[speciarsiil” | Morph |

When Terra learns more | L
about herself and her ori- i
gins, she will gain the
ability to morph into a
blazing, spirit-like crea-
ture. Sne’ll have twice as
much strength in her Terra begins the Whenshelearnsto
morph state as she has in adventure as a Morph, Terra will

her normal fm-m_ normal creature have twice her
with moderate previous strength. l

magic powers.
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Special Skill| Steal |l Thici Giove | Capture

more than
once as he
lifts valuable
items and,

sometimes,
the clothes KCU] R Al | bl
from the | e o Sind

backs of UF= " With the Steal command, The Thief’s Glove Relic
suspecting Locke can remove items gives Locke the power-
enemies. from enemies. packed Capture command.

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

azure hunter and trail=waorn

anddcunning make

Locke can actually take possessions érom attacking enemies
in the middle of a fight. His Steal skill will come in handy




\

Mog
Don'’t let his cute looks de- F S

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

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

Special Skill Dance

Mog can learn a series of dances for each of the eight types
of terrain in the world. After he gets one good hit in a fight,
he'll learn the —_—

dances of the

region. Then

he'll go into

hoofing high

gear.

Before he can Dance, Mog Mog's Dances will sendhis
has to fight and learn the audience to the floor.
steps.
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@ Wind Song D

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

; This collectionof steps will blow
Wind Slash monsters away.

@ Carth Blues WD

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

- Rocks dropandbowl over enemies
Land SI]dE‘ as the result of this dance.

Sun Bath Funinthe SunrecoversHit Points This Hit Point recovering dance is
for the whole party. Sun Bath also featuredin the Wind Song.
Plasma This little jig sends out a bolt of Sohic Bdom This dance produces a

devastating power.

. __The power of the Cockatrice
Cockatrice gance pierces enemy defenses.

boomerang-like weapon.

The dance of Whump sends an
animal attack outon the enemies.

Whump

@ Forest Suite 1D

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

@ Water Rondo B

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

This strong blast blows leaves

Rage

These steps of the Water Family

El Nino

into enemy forces. send monsters into the undertow.
: By dancing the Wild Bear, Mog Q Asis the case with the Love Sonata,
Wi Id Bear recovers '[?IE status of the party. bp ecter Specter confuses creatures.
; The EIf Fire steps set the dance This bolt-producing dance is also
Elf Fire floor ablaze. Plasma part of the Wind Song dances.
Wombat This fierce shuffle breaks Wl|d Bear As is the case in the Forest Suite,

through enemy defenses.

this dance recovers status.

@ Desert Aria ID

In the desolate desert regions, Mo
learns the dances of the sand and wind.

@ Dusk Requiem |l

Moglearns thesedancesincaves. You'll
see him use these dances first.

Sand Storm St hidemen o Cave I L mtmaston
Wind Slash Jiistlowtoseigisssopartol  Eif pire  Ablazing flame is the romt of
Antlion — povartubastorwing - SN e o b o
Kitty — Jartyformorospeed - POIS. FTOB inad ot snery it Poimte -

@ | ove Sonata D

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

@ Snowman Jazz i

Mog learns the steps of the Snowman
Jazz dancesin the snow fields.

~14 i This fiery dance is also part of the This power ful blast of cold cuts
Elf Fire Forest Suite collection. SﬂDWba” enemy Hit Points in half.
The trapping Snare dance causes This hole producing-dance is a
Snare enemies to fallin a hole. Snare popular se'?uf stepsg.
This ghostly dance confuses enemies The Surge dance s a dance of the
SPECtEI' into attacking each other. Su rge Ice fam i'?y_

Themagicof the Tapirdancerecovers
statusin all party members.

Tapir

++ This cold bunny hop recovers Hit
Ice Rabbit Points for the party.
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Edgar

The King of Figaro castle is , o %) C
very handy with machinery - e '

and tools, making hima very ‘. 4
valuable part of the team, He dsa
also fancies himself to b

The young king of Figaro Castle,
ally to the Empire, and a
master designer of machinery...

ladies’ man, but moves in that NG5
direction often result in fail-
ure.

Special Skills

Edgar’s mastery o machfner(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- &% T A8
tacring en- |SEEEERGTEATIITN | .
emies ﬂ-f- O”CE. Flash e i1 -::I ;‘t : It:::‘r:wu ::::: e

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




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

Bio Blas

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

TheFlashhitsmonsterswith
a brilliant Hit Point-reducing
light.

Noise Blaster

—

24 )

hyt ) Pl

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

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

Debilitator

T 'u‘a',':_w.;;@r Lo il

s

-
™

This odd item finds weak
pointsin enemy attackers.

Chainsaw

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

Air Anchor

v
B el
L 5

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




S bin
Sabin is the brother of King >
Edgar. A[rerafaﬂfng—outw' A
his family, Sabin left fo )the" ”/ r5

mountains and learned “the}

martial arts. Sabin’s \Blitz =
L . ,__ o

techniques and strong con- |
viction make him a good mem-§§
ber of the team.

Special Skills | Blitz

The Blitz techniques that Sabin learns over the course of the
adventure each call for a different button-pressing combina-
tion. You can
see those
combinations
using the
Skills Menu -
from  the [FEEEERIETEREEE— Lo F
S”bscree”_ Sl SHAGOS & 390 i dbly SHAGOD TIPS

Every Blitz command AcorrectlyexecutedBlitz
requires the input of @ will unleash a powerful
button-pushing sequence.  attack.
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Mantra
| ;1.; r?.' i

3

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

Sabin’s Mantra brings Hit
Point recovery to the
members of his party.

Air Blade

—— e
Ly |
Ea e e

The complicated sequence
of the Air Bladeresultsina
wind-blown attack on all
enemies.

Spiraler |

-

e g

e F

The Aura Bolt sends out a
white blast that pierces
enemy defenses.

The selfless Spiraler move
takesHit Points away from
Sabinandgives themto the

party.
Bum Rush

Using this wrestling move,
Sabin lifts enemies high
abovethegroundandslams
themdown.

Fire Dance

This tough technique
delivers one big hit to a
single enemy.

The dance of flames
spreads fire onto all of the
enemy attackers.
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Cyan

Cyan is a soldier and swordsman of
Dﬂma Castle. An enemy attack on the
castle has convinced nim to join the
resistance against the evil army. His
sword technique will prove to be very

useful.

Special Skills | SwdTech I

The master of the sword can lash out at enemies with a series
of brilliant strikes. There are eight different techniques in all.
The ad-
vanced tech-
niques require
more prepa-
ration time
than the oth-
ers.

Cyanmustbuildupacertain When Cyan slashes, his
amount of power for each enemies take notice.
technique.




Dispatch

This quick attack has good
results whenit centersona
single enemy.

Retort

S
When Cyan is using Retort,

he automatically attacks
after being hit.

With the Slash technique,
Cyan hits enemies and earns
Hit Points.

Quadra Slam |
g

Empowerer

This advanced technique
takes Magic Points and Hit
Points from the enemy.

Thisincredibleblast of Magic
hits the whole attacking
party and stops them.

Quadra Slice
.,“ﬂ" B

=3 .

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

It takes a while to prepare This most advanced sword

for, but this four-slashblast technique hits the entire
is worthit. attackingparty forbigdamage.




AU

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

Draped in monster hides, TR
'.-hIHIr'lr._',l with intelligence. A
-i-:m1r| suriving against all

odd ...

to join your party, you'll be
able to use his abilities to
learn the powers of the Veldt
animals.

[cap / Rage

When Gau is fighting with your party in the Veldt, he can
Leap onto one u%rhe attacking creatures and ride away with
it. Gau will
reappear in
another Veldt
encounter
with knowl-
edge of the
monster’s
fighting tech-  yseleaptomakeGaulearn UseRagetocarryoutGau's

nigues. the techniques of the learned techniques.
monsters.
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] [Rage on the

Veldt,

R TA e

Learning the Skills
of the Monsters

Y AN AHSh O
ErE T P e

REL™ G323
L SR

Gau leaps onto the back of
an attacking monster. _ -
Gau has the_unique ability o
being able to *'-‘_pmm&nf,‘f‘r{:‘e wit

ferocious beasts of the Veldt and
learning their met ‘ad%of attack.

[}

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

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

When Gau uses his Rage skill, he
can choose from a long list of
enemy sRills that he has learned to

Gau's Rage demonstrates  USe. Some are more useful than

his knowledge of enemy others.
attacks.
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7

The mysterious ninja,
Shadow, is a loner. His
only friend is his dog,
Interceﬁtor. When Shadow
joins the party, he brings

Me owes allegqiance to
and wuall do anything for moaney

He comes and gqoes like the

ind -

with him the ability to rove
objects with accuracy. ;.

I Special Skills |Thl‘0W \

Shadow’s throwing skills allow him to hit enemies with ho
danger to himself. Some village shops sell Weapons that
the ninja can
aim at enemy
attackers.
They have
varyin

srreng%‘/hs nng‘
properties.

Shadow can throw a Adirecthit can make a big
variety of items designed = impression on enemy
with that purposeinmind.  attackers.
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Celes i\

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. AN

Special Skills | Runic

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

UseRunictothwartenemy  Spellswilltarget Celesand
magic users. fizzle out, giving her MPs.
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[_: \ f M
Setzer ) §
M oy o 22 )
The rich owner of the
only Airship in the world
likes to fly and he likes
to gamble, too. When
Setzer joins your party
you'll be able to use'his

Airship to travel to
remote parts of the

A black jack - playing,
waoarld-traveling,
casino-dwelling free spirit...

world. You'll also gair
worthy fighting partner.

Special Skills | Slot

Setzér's Slotattack.is.a bit of agnmb!af When he uses it, ik
wheels of a slot nmchine appear nnd start spinming. The
results of the
spin dﬁﬁEr-
mine the na--

ture. ﬂf the at- -
tack

‘Setzerhas access to the  If you're lucky, the attack
stranﬁe and. puwerfu[;@lnt will result in a big win.
attac
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7-Flush Joker Doom

Setzer's

Slots el [50= M
P4 By s 8 P8 v~
The effect of the Slot

command depends on  All7’sbringsdefeatto  This  unfortunate
where the wheels  theentireenemyparty.  combination brings
stop. defeat to both parties.

(&

Lagomorph Magicite
= Ao =
Any losing spin earns  Thisthree-Airshipcombo  Three Bars will bring

some Hit Points and  hits all of the enemies  out arandomly chosen
status recovery. witha strongblast. Esper for a big attack.

e pos o
P Y Y

Chocobop

b4 b4 b4
A e e

W This Chocobo combo  The result of this spin ~ When three Diamonds
"i - calls out a flock of  issimilartothatofthe  appear, the enemies

Mega Flare
ezl

Sl N

|

\ trampling birds. Flare spell. receive ablast of light.

)
Powerup Accessary .
Coin Toss ”I’l GP Rain |
Vhen Setzer is

| IppEd with the +. Fight

oin, Toss  Relic, GP Rain
- H MagicC
Item

IIIII

The Coin Toss relic  Coins-a-plenty rain

turns SlotintoGPRain.  down on unsuspecting
monsters.
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The old man, Strago, is
both a passive an
powerful Blue Mage.
He has the ability to
learn the spells of some

AT A ’
- .
= = -
¥ s et oy
—~ 2 o alie, - A
: | ey
s a = 3ol |
= - - - e i -
S, = N % " iy
g a i - -
¥ w y :
A
2 o i
ol -

enemy attackers, but he />
must feel the e;fect of [ @&
those spells before he

can use them.

Specil KT

The special skill that Strago brings to your party is Lore.
When enemies aim their spells at Strago and he is hit, he
bounces
back with
knowledge
of the spells
after the [SASES gt
battle has
been won. s

.

The Lore command brings ~ Strago can use spells that
up alist of learned spells. Ee l’tllas experienced first
and.
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Aqua Breath

This spellis the special
attack of the water
elemental.

Stone

This spell creates a
damaging and confusing
stone attack.

Aero

The Aero spell emits a
blustery blast of wind.

Dischord

+~Thisspelldecreasesthe
enemy’s experience
level by one half.

- Quasar

T_he Quasar attack
enemy

Sour Mouth

This strange spell
cures status changes
in party members.

I +

Grand Train

The Grand Train rolls
enemy

Condemned

This spell creates a
countdown todoomfor
the enemy.

Roulette

The Roulette spell
results in an
unpredictable attack.

Exploder

This super-charged
spell results in big
damage.

Clean Sweep

Like the Aqua Breath,
this a water elemental
specialty.

Rippler

TheRippler spellmakes
enemies trade status
with party members.

Blow Fish

The Blow Fish hits
enemies for 1000 points
of damage.

Force Field

Use the Force Field for
abarrier againstenemy
offenses.

Step Mine

This spell results in
gradual damage to
enemy attackers.

Pearl Wind

When the Pearl Wind
blows, party members
experience recovery.

Big Guard

Safe and Shell spells
are combined with the
Big Guard.

Pep Up

This magic cures one
character, but spells
doom 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

Characters withlevels
atamultipleof 4arehit

with a Flare.

L.5 Doom

Characters withlevels
at a multiple of 5 are
destroyed.

L? Pearl

The multiple factor is
thelastdigit of your GP
total.

71



Relm

Strago, Relm is a
reat artist and a
%rfend to Shadow’s
dog. She can sketch

enemies and attack
with their powers
through her drawings.

methods of
attack. She
can also con-
trol enemies
while wearing
the Fake Mus-
tache relic.

The granddaughter of 4,
D,

tcheS. dn enemy, she learns ‘that enemy’s

The Sketch command
allowsRelmtoattack with
thepowersofherenemies.

-

fs_around her artistic abilities.

Relmis a living reminder of
the power of art.
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Save Your Progress

It pays to save your
progress when you have
the chance. Always save
immediately before

you enter a no save situa-
tion.

Buy Potions Galore

In the early parts of your
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 nave.

wfind Items.

hese helpful tips and

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 g
your party are annihilated,
they’ll still retain their
Experience Points. Don’t
reset the game.

Esper
Management

Some Espers give rewards
when your characters go
up in Experience Levels.
Make sure to equip with
those Espers be}%re level-

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

| Got 327 Exnp. pointis)

e i Tl = e
UEDGE G >

Magitek machines emit powerful When m-::unste are defeated, ~
blasts of energy. you'll earn Expf:rience Points.

Hir eerie glolir sOrr oumd ® o, e R LTy

The first opportunity to save Youcansave your progress onto
progressisin this cave. any of three files.

23339 il =
VEDQGE A fe— >
NICES 107 f—T

rar -

VEDGE 10%
ICES 107

The Boss monster of the first Aima Tekmissile on the enemy’s
caveis agiant snail. head. Don’t attack the shell.
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This battle is for the protection
of Terra.

P Ty iy & clossroom for (e
bedqinner. Here e ansider our
questions about the world.
Think of us as your admisors

A

S ) You'll find training facilities
outside Narshe. \

Lock:

go sour in Narshe, L

Figaro Castle.

Once you're in the field, you can
| saveyour progress anywhere.

Mog learns the Dusk Requiem
Dance in the cave.

eceived "Tincture™!

Inside, you can save, recover Hit
Paoints and pick up tips.

Locke is good friends
with Edgar, the King
. of Figaro. When things
kes Terra to the safety of

Figaro Castle is in the middle of
the desert.
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On to South Figaro

The drama between Edgar
and the evil Kefka results
in the sinking of the Castle
in 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.

In the City

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.

P e ——

SOUTH FIGRAMO

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
on together.

Received "Mlas Armiect™!

Mt. Kolts is a maze of caves. A short fight takes place on the
mountain top.




Returner Hideout

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-
sistance.

BANONE Hooe oo mrde o

River Ride

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

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

out all three
scenarios.

The Urder f” Choose a scenario..kupol

which you
play them
out is your
choice.
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Locke’s Scenario

South Figaro has been taken over by the armly. It’s up
to Locke to go into the city and save Celes. He'll
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.

LOUCKE: Let's qof
CELES: '? VYou'd toke me afong?

stole hie clothing, toolf

Locke cangainaccess tocertain  Celes is 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 re%roup and find
out what to do next. Their quest is straightforward and
quick. The only challenge is to find a way into the city.

Get out of here!
If you don't..

The main entrance to Narsheis  Follow the star inside the cave
blocked off. You'll find another  tofind the way through thisopen
entranceleftof thetrainingarea. = maze.
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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.

Joret Ko tivat T ooy forkee of
ot amyg time, of T feel ke it

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

PHANTOM FOREST Cook.tare're gommr frooe fo do
= thiz together!

The Phantom Forest is a Cyan joins when his castle is
challenging maze. poisoned by Kefka.

Heotord o, fofks. T rooe some
| great, valoe=priced tems!
piShop?
Don't shop

Ghosts in the train fight, sell The engine of the trainis strong,
Items and sometimes offer to but your party willwinin the end.
join you on your journey.




Sabin’s odyssey leads to Baren
Baren Falls Falls, where he and Cffan go
over the edge. The fall islong

and dangerous. The pair even end up fighting, énemies
on their way down, all in the name fladve ture.

2 ¢

(.ﬁf N -
5 | mnEegtH’" Cir- ﬁ?@ T N
boy, ‘E’\\/?e'ﬁ%ﬁf&* they’ll b%ﬁ; e f?@nd Ry

givi ing hfm faoéi Gau knows where Sabin and Cyan
find § mask that will dl ﬂ

rhem to brea rH?Bmderﬁarer
anld, continue ‘theity adVen=
rurei to Narshe.,| §

CY¥AN A0y F
SHB e -
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The Serpent Trench is an

(ﬁ Serpent Trench enemy-packed, fast-flow-

v - -~ ing river. The party fol-
WS thedflOWAC thexriver and makes a few turns to reach

o Aembers of the party
buy"ﬁ:rems relics, armor and
weapoﬁs th B6ard a ves-

ey*ca

sel and { 7% for Narshe
where they Will meet up with
the other embers of the resis-

_tanc 2 7

“ ‘ 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 GUI

[INALPASTAS

‘Get the complete

lowdown on Final

Fantasy Il in this Iﬁ?—l \
page player’s gu:‘géi_ S

available now from

Nintendo. The g(fi'éie |
includes complete maps,
strategies, and lists of

Items and SpeHs-.\kA triie \
N .
adventurer can’t be -

o
¥ ;
"'\-\.\_\_\_*--. o M
T
s
]
J
]
r

L

caught without it.

._ f
Get your hands

We've %ot a surprise Lor 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. Call the Squaresoft Game
Counselors at 206-861-0303 if you don't have a catalog.

*

82



LIMITED WARRANTY

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 programis recorded
is free from defects in material and workmanship for a period of ninety (90) days
~.fromthedate of purchase. The SQUARE SOFT, Inc. software programis sold "AS

" and without any expressed or implied warranty of any kind, and SQUARE
SOFT, Inc.isnotliable for any losses or damages of any kindresulting 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
_frgenfehar%e,thennngqmplwng QUARESOFT, Inc.softwareproduct, provide

itis returned by the original purchaser, postage paid, with proof of purchase, to
SQUARE SOFT, Inc.'s Factory Service Center.

TO RECEIVE THIS REMEDY:

1. Dl'Jth!IUT return your defective SQUARE SOFT, Inc. software product to the
retailer.
2. Send the defective product to SQUARE 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 Eruuide us with your phone number and a brief
explanationof what appearstot EWI’UI’I%WIth theproduct. Theremedy provided
aboveis yourexclusive reimedwf theSQ

not comply with this Limited Warranty. o .
Thiswarranty shallnotbeapplicable and shallbe voidif the defectin the SQUARE
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 SQUARE SOFT, INC. ANY IMPLIED WARRANTIES
APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED
TOTHENINETY (30) DAY PERIODDESCRIBEDABOVE. INNOEVENT 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 animplied warranty lasts
and/or exclusions or limitations of incidental or consequential damages, so the
above limitations 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.

ARE SOFT, Inc. software product does
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SQUARESOFT"

Westpark G-1, 8351 - 154th Ave. N.E.
Redmond, WA 98052

For a Square Soft Game Counselor,
call (206) 861-0303

from 8 am. to 5 p.m. P.S.T.

PRINTED IN JAPAN



