
(Nintendo) 

® 



LICENSED BY 

Nintendo 

NINTEND O.GAME BOY 
AND THE OFFICIAL SEAL S 
ARE TRAD EMARKS OF 
NINTENDO OF AMERI CA, INC. 

TH IS OFF ICIAL SEAL IS YOUR 
ASSURANCE THAT NINTENDO 
HAS APPROVED THE QUALITY 
OF THIS PRODUCT . ALWAYS 
BUYING GAMES AND 
ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY WITH 
YOUR GAME BOY SYSTEM. 

Thank You for purchasing the Nintendo 
GAME BOY Game Pak. 

~O~&[s ~&~!?& Yi o 00 
Before you tart playing plea e read thi 

in truction booklet carefully and follow the 
correct operating procedures. 

Keep this instruction booklet handy 
for your future reference. 

SQU~RE 
PRECAUTIONS 

1) Do not touch the Game Pak's terminal connectors 
Keep them free of dust and moisture. 

2) Store your Game Pak at room temperature Avoid 
extremely hot or cold temperatures. 

3) Do not clean with paint thinner, benzene, alcohol, or 
other such solvents. 

4) Avoid subjecting your Game Pak to shock Never 
attempt to open desmantle it 

contents 

STORY--~--- - 3 
HOW TO USE THE 

CONTROLLER-------- 4 
STARTING 

THEGAME----- 7 
BEGINNING 

ADVENTURES---- 15 
THE MAP 26 
SUB-SCREEN 29 
THE ITEMS TO BE 

USED IN BATTLES--- 36 
THE SCREEN OF 

ALTER ORDER---- 38 
TROUBLES DURING 

THE BATTLE---- 40 
MAGIC BOOKS 41 
THE ITEMS 42 
SPECIAL SKILLS 44 
ADVENTURE'S LOG 47 



3 



GAME BOY 

0 ........ 

---+--+- the Control Pad 

the A Button 

The Control Pad is used when you 
move characters on the Game 
Screen. It's also used to move 
(Gr) to select a command on the 
Sub-Screen. When you press Up, it 
moves up, and when you press 
Down, it moves down. When you 
press Left, it moves to the left, and 
when you press Right, it moves to 
the right. 

..____ ........ ~__,,,, the Start Button 

4 

Moving in the 
Game Screen 

Up and Down 
Sub-Screen 
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The A Button is used to examine things and talk to the people 
standing in front of the characters. It's also used to execute the 
command that has been selected on the Sub-Screen , to switch to 
the next screen and to speed up the conversation and words used 
during the battle. 

Talking with 
Townspeople 

Searching 
a Door 

Executing 
a Selection 

'7-2 
3ao.n,/ ?2 

55 
Ann~ 55 

Ab i I 

J:t:e11111 

Equi 

H1....::11 ....... 

69 
obo/ 69 

45 
Cody/ 45 

Mero ~ ==::;;;;:j;:;;==f 
Shrine o~ Isis is So.ve 

to the -•st. Received JJ.•to.g i c ! 

e Search for Treasure 
The A Button is used to search 

inside things like a treasure box, for 
example. There may be other nice 
things that you will acquire un­
expectedly by searching certain 
places and objects. 

1114GP tlAGI 1 

t GP/ -tune. 

Li s -ten? <§f Ye s 

No 
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11'.tE B BunoN 
On the Sub-Screen or in the battle screen, 
the B Button is used mainly to cancel a i! Be co.re-Eu)' 

command that has been selected , and to They JIM1Y be 

go back to the previous screen . When the hi din ~• - __ ___. 

B button is pressed in the Game Screen , you can have a 
conversation with the Non-Playing Characters and can temporarily 
pause or hold a message. 

' 
The Start Button is also used to name each 
of the characters . If you press the Start 
Button during the actual game, the Sub­
Screen will appear. Pressing the B Button will 
allow you to go back to the Game Screen . 

If you press the Select Button during the 
game, the Alter Order Screen will appear. 
You can rearrange the characters by using 
the Control Pad and the A Button. Pressing 

1 
obo/ 60 

98 
Jeo. ..V 98 

55 
Ann e/ 55 

? 
Cod 45 

~ Abi 1 

Item 
Equip 

MAGI 
Me1110 

So.ve 
321 
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41350P MAGI? 

lter Order 

~eon 59/ 59 

!!tRobo 

45/ 45 

60/ so 

185/ 185 

the B Button will allow you to go back to the Game Screen. 
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1. Put the game cassette into the Game Boy® and turn on the switch. 
2.When the title screen appears, select Start and press the A 

Button. 
3. After the initial message, you will see a screen where you must 

decide who the main character will be. 
4. Among the eight possible characters, select and name a charac-

ter you like best. The game starts by pressing the Start Button. 

&S-t:o.r l 
Con-t:inue 

• 

© 1991 SQI •ARE----SOF I 
LICENSED 

,:; . - - - ... - -· - . . 
-t:IeeA:i~~~¼ 8!ds 

who mo.de 
-t:his world. 

Mo.ny ~ough-t: ~or 
~he migh-t:y power. 

Snt' ,\.P , ,inn 

5. The story of the game begins 
with the scene where your father 
sets out traveling . 

Humo.n M 

H .,,.,.o.n F 

Mu-t:o.nt M 

Muto.nt F 

Robot 

S 1 i n,e 

Bo.by-D 
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ans 
Generally speaking, Humans 

become powerful by fighting in 
battles. Such qualities as Strength, 
Defense, Agility and Mana will 
upgrade their level depending on 
the Weapons , Armors and Magic 
Books that have been used in the 
battles. HP (Hit Point level), 
however, goes up regardless of 
the items and equipment used. 
While fighting the enemy in­
creases the various characters' 
HP, their growth rate will not all 
be equal. The stronger the 
enemy is, the more powerful the 
characters become. Sinc e the 
Humans do not possess any 
Special Skill , they need to 
depend on the items they carry. 
The Humans can use any items 
they wish and can possess eight 
such items. 
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The basic system of growth for 
# 

Mutants is equivalent to that for 
Humans, but the rate of growth is 
a little slower. However , they 
possess a higher level of Mana 
and can acquire various Special 
Skills by fighting battles. Mutants 
can possess up to eight items , of 
which a maximum of four can be 
Special Skills that can be acquired. 
Mutants can acquire these Skills 
if there is room in the Item List. If 
their capacity is full, newly acquired 
Special Skill is exchanged with the 
last one in the list. It's best to let 
them become powerful by using 
a lot of Special Skills and up-
grade their Mana. It 's also a 
good idea not to give them too 
many weapons since they acquire 
different Special Ski 11 s as they 
continue to become powerful. 
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Robots don 't become powerful as a result of fighting in the battles. 
They can raise the HP and the values of Abilities by equipping the 
weapons and armors. In other words , the more weapons and armors 
acquire , they will become stronger. They can equip themselves with 
any available items with different degrees of power . You are 
reminded , however , that every time they put on or take off their items , 
the number of times you can potentially use these items will be 
decreased by half. When the 
Robots have used up their 
weapons , don't throw them 
away. If the Robots are 
staying in the Inn , such 
weapons wi 11 restore the 
capacity to fifty o/o of the 
maximum number that can be 
used . However , the operating 
level of the Skill Items will not 
decrease but they will not be 
restored at the Inn, either. It 
is recommended that the 
Robots be equipped with as 
many powerful weapons and 
armors as possible. 
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Monsters don 't become powerful by themselves . They can 
transform themselves into another Monster by eating the enemy 
Monster 's meat , which may be occasionally available after the 
battle. Whether or not they become stronger depends on the meat 
they eat. Basically , they need to eat the meat of a strong Monster to 
become stronger . They should not miss the meat of the Boss 
Monster when it's available. They may become weaker , however , by 
eating the meat of a weak Monster. Once the Monsters become 
strong , they should not eat the Monster 's meat unless you are sure 
that it's the meat of a very strong Monster . 

11 
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Non-Playing Characters 
During the adventures, you will meet people, some of whom 

will join the group as the fifth member. Such people are 
called "Non-Playing Characters (NPC)." These NPCs will join 
and leave the group regardless of your wishes. They will 
assist you in the battles with the enemies and , if you press 
the B Button , give you hints that will help you proceed with 
your adventures . They will also participate in the battles by 
selecting a command just like the other characters. 

Mr. S~====~ 
Mr. S is a school teacher of 

Home Town. He worries about 
his students who leave and 
decides to join the group 
himself . 

Ki==~======== 
Ki is a cleric at the Shrine of 

Isis in the First World. She 
possesses magical power 
mainly for healing rather 
than for fighting. 

Mask =====~======~~ 
Nobody knows who Mask is. 

He is imprisoned somewhere . 
He is excellent at using the 
weapons and will be a big 
asset to the group. 

Lynn 
Lynn is a girl who lives with 

her sick mother because her 
father is gone. The level of 
her attack and defense is 
not high. 



Mr. S Ki 

Lynn 
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NAM i NG 11-t E CliARACTERS 

There are two occasions when you will need to name the 
characters. The first such occasion is in selecting the main 
character at the beginning of the game. The second occasion is 
in selecting the members for the group . After you have decided 
on the main character , select one from among the eight possible 
characters and press the A Button. The screen will then change 
and you can register the name. Move (Gr) to point to the letter 
you want to use and press the A Button . The letter will be 
displayed on the screen next to the main character. If you have 
chosen the wrong letter, you can cancel it by pressing the B 
Button. You can use up to four letters. Press the Start Button to 
register the name. You can name the members in your group in 
the same way. Once the members have been registered , they 
cannot be replaced. 

1 Humo.n M 0 H. M ::Jeo.n 
2 Humo.n F 

3 Muto~n-t: M A B C D E F G H I A B C D E F G H 
4 Mutan-1: F J K L M N 0 p Q :J I( L M N 0 p Q 

5 Robot ST u V w X V z ST u \J w X y z 
6 Slime 0. b C d e .,= g h - b d -F h I o . C e g 

- k 1 m n 0 p q • k 1 f';Bn ? Bo.by-0 J J 0 p q 

a Ir.'lp 
:S 1: u V w X y z • s 1: u u .. , X y z 
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The story begins with a 
scene where your father 
is leaving the town. Your 
father gives you one of 
the MAGI and tells you 
not to give it to anybody. 
Time has passed and 
you have grown up. You 
have decided to go and 
look for your father. The 
adventure begins in 
Home Town in the First 
World. The town is locat ­
ed in the southeastern 
part of the First World. 
First of all, you must find 
the other members of 
your group and gather 
useful information about 
Home Town. 

15 
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This is Final Fantasy Legend II 
World Map 

• 

,, _... 

The universe of this game consists of the nine great worlds. In 
each world there is a huge elevator called the Pillar of the Sky 
which connects the existing world with the Celestial World. 
When you move from one world to another, you must pass 
through the Pillar of the Sky and go to the Celestial World. 
Reaching the Celestial World does not mean that you can 
move to any other worl.ds that you wish. The door to the Pillar 
of the Sky, which leads you to the next world , will open up to 
you only when you've collected all the MAGI in one world. 



1. Celestial World 
Each Celestial World has two sets 

of the Pillar of the Sky. The 
Celestial World functions as a 
bridge between two worlds and, 
therefore, you must pass through it 
whenever you wish to move on to 
another world. The Celestial World 
is also a safe place, free from 
enemy attacks. 

2. Pillar of the Sky 

-
• 

· :..,. 4 ---• • --- .. 
... ..., '-U~~ 
. -

The Pillar of the Sky is an elevator that connects the ground of the 
existing world to the Celestial World. You can ride on it to go up and 
down by stepping on the only tile that is colored differently from the 
others. 

3. Nine Worlds 
Each of the nine worlds has 

distinctive features. These worlds 
are independent of and not directly 
related to each other. Different 
events will take place in these 
worlds but your common objective 
is to collect all the MAGI in each of 
the worlds. 

17 



RECOMMENdEd GRoup ARRANGEMENTS 

1 Human, 1 Mutant, 1 Robot and 1 Monster 
==-=.--:-:::-=--:-_------::= 

With this suggested selection, all the 
characters are represented in the 
group and there is a good balance of 
abilities. You can also enjoy these very 
distinctive characters. 

2 Humans and 2 Mutants 
This group consists of members who 

can become powerful by fighting 
battles. It might require time for all the 
members to become powerful but their 
balanced abilities are very stable. 

2 Mutants and 2 Robots 

18 
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This is an excellent team to fight the 
battles and may also be the quickest 
group to complete the game. This is 
the costliest group, however, as they 
all require the procurement of weapons 
and armors. 



• 

GRoup ARRANGEMENTS No1 REcOMMENdEd 

4 Monsters 

, >· 

These members have no 
chance to become powerful 
except by transforming them­
se Ives into other Monsters. 
There is no way of knowing 
when and how strong they will 
become. Another negative fac­
tor is their inability to pos-
sess any Items. In the earlier 
stage during the game they 
wi 11 advance easily. As you 
proceed with the game, how­
ever, the lack of strong mon­
sters meat will become an 
increasing problem. 

4 Robots 

This team must depend totally 
on the Items because the· 
members can't become power­
ful at all. Lack of money will be 
their main problem. As you 
proceed with the game, it will 
be more and more difficult to 
purchase new weapons. They 
also lack quick movement and , 
half way into the game, they 
tend to be defeated more easi­
ly by the enemy Monsters. This 
arrangement is not recom­
mended . 
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GAT~ERiNG INfORMATiONS 

You will often be able to find the towns in 
the game. You can buy things you need 
and, more importantly , talk with the peop le 
in these places. They may tell you where 
to go and what to do from this point on. In 
order to talk with a person, stand in front 
of townspeople and press the A Button. 
You can later refer to the important 
information given by these people 
anywhere and at any time by using the 
Memo command. Also please remember 
to read the clues given by the NPCs by 
pressing the B Button when you are in 
trouble. 

20 

• Referring to the Memo 
You can read the important 

information you have heard by 
pressing the Start Button and 
selecting the Memo command 
during the game. Refer to the 
Memo especially when you don't 
know where to go. 

Pillar o~ Sky is 

ouer the northern 

mou n to.ins. 

Shrine o~ Isis is 
to 

Hr. S: Go throug h 

the Cave o~ North 
1: o a. 1: own. 

Me,._,,o 
-

Ashuro. 
' 

-
11F i rst World ' 

V, -- Fo.1:her 

MAGI in -1:he Relics 

o-f Ancien-t: Gods. 
i 
' : 

- - - -



S1-toppiNG 
There are shops in the towns. The 

• Weapon Shop sells the weapons. 
The Item Shop sells the items to 
recover, as well as Armor and 
Magic Spells. There are also Inns 
to restore HP and the Special 
Abilities, and Cates where many 
townspeople gather for refreshments. 

• Buying and Selling 
When you want to buy, up to three items will be displayed at a 

time on the screen. The other items can be seen by moving 
(Gr) up or down. Point (Gr) to the item you want to buy and 
press the A Button. When you want to sell, point (Gr) to the 
item that you want to sell and press the A Button. 

-- ')Buy 
\1) 

- Se I 1 · 

Exit • 

Ho.y I help 

1114GP 

you? 

SELL ) 
Buy 

eu,,, Se 1 I 

T X • 1: ( 11 l 4GP ] 
_\ 

,;;» xao : 
Rocket 6800GP r 

-

Buy 

Sell 

E><i-t 
Cure 

Oh! -.cure ? 
Y-t • s -f= or t 8GP . 

01.<ov? 
~~ ~Yes• N 
I~ 0 ... 

3 

iBSleep sao83PI ___, 

:_-·iBPro.yer 'Yi 

' xao : 
6800GP . 

. 
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. ENCOUNTERiNG T~E ENEMiEs 

You may encounter the enemy 
Monsters while exploring the fields 
and caves. The screen then changes 
to the battle screen which will 
indicate the number and type of 
enemy Monsters. You must select 
either Fight or Run. If you always 
Run , the group can't become 
powerful or gain money. 

Fiql-a1 OR RuN 
As soon as you select Fight, the 

battle will begin. You should select 
Run if your team is not prepared 
to Fight. When your Run is sue 
cessful , the screen will return to 
the Game Screen , If you fail to 
Run successfully, however, you 
will face a round of attacks by all 
the enemies without being able to 
defend yourself. 

22 
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Beginning the Adventures 

Tl-t E BA rrlE 
When the battle begins , the items of the group member on the 

frontline will be displayed . Select the Item or Ability to be used and 
press the A Button. Some of the items can only be used by one 
member or on one enemy. Assign such items to a member or an 
enemy with (Gr) and press the A Button . When the Items and 
Abilities have been selected for all the members , your team is ready 
to fight. 

.. 

Goblin 1 ng 46 

As i go.ru 1 

Cure 4 Skelton 1 re 4 

~ Han.an er 5 0 111Ner 5 0 

• Fainting 
No member of your team will lose life in this game. Even if a 

member has been attacked and has lost all HP, you will 
recover one HP in the following Game Screen. If all the 
members have lost all of their HP, however , your group has 
perished. 
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AhER 11-tE BArrlE 
When you win the battle, you can 

acquire money according to the 
number of enemy Monsters you 
have defeated. The Humans and 
Mutants may become powerful 
and acquire Special Skills. The 

• 

enemies may sometimes leave 
Items and Monster meat behind. 

If al l the members lose al l of their 
HP , your team will perish. The 
screen will then change and you 
will go to a place that you have 
never seen. You will be given a 
chance to fight again. If you 
select Yes , you will return to the 
beginning of battle screen where 
you were defeated. If you select 
No, the title screen will appear , 
and you wil I resume the game 
from where you last saved the 
data. 

24 
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MONSTERS' MEAT 
Monsters 1 meat is occasionally available 

when you defeat the enemy Monsters. The 
Monsters in your team can transform 
themselves into different Monsters by 
eating such meat. Feed your Monsters 
with meat and make them stronger as they 
can 1 t become powerful. lt 1 s not guar­
anteed that they will always become stron­
ger. 

e Restoration of HP 
After the battle, the HP level of the 

members of your group will be low. 
Examine the condition of your team 
by pressing the Start Button. Restore 
the HP for such members by utilizing 
the Cure or go to the Inn in a nearby 
town to restore the HP. 

O> 

Right on, 

Received {&J Eo.t, 
Goblin•s Cancel 

Ba.by - D changed 

to ZoMbie. 

aAnn 
'st / 

SIR 
4 

DEF 
3 

• 

28 
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7 
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6 ~c u re 1 
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There are various natural and artificial 
features in the map of the worlds in this 
game. Here you are introduced to some 
of the main features you will find in the 
First, Second and Third Worlds. 

. . - . . . . 

The Town 
This symbol indicates a town. You can restore 
HP and buy or sell the items for your 
adventures. There are also many people in 
towns and they will tell you important 
information. 

The Cave 
Anything can happen in the caves . There are 

many enemies hiding here as well. You may 
also find the items that you need for your 
adventures in the caves . 

The Mountains 
You can't walk on the mountains but you can 

find the passage through such an area if you 
look for it carefully. 
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The Forest 
You can walk through the forest. There are 

often hidden paths, so check carefully. It's a 
good idea to be alert since the enemies will be 
frequently encountered. 

The Shrine 
There are shrines of various shapes. In some 

shrines the enemies will appear and in others 
they won't. 

The Sandstorm 
A sandstorm may occur in the desert . While 

you are in it, you can 't see anything around you 
and you can't move as you like. 

The Cactus 
The cactus is the only kind of plant that exists 

in the desert. It can serve as a sign when you 
walk through the desert . 

The Tower 
Anything can happen in the towers. Although 

there are many enemies, something important 
for the goal of your adventure may be hidden. 

-­... 

-
-

- • 

---

-
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If you save the data of the game 
you haven't completed , you can 
resume the game from the scene 
where you left off. You can save up 
to three different games. In the title 
screen , select Continue and press 
the A Button. The scene(s) where 
you left off will appear on the 
screen. Point (Gr) to the screen 
you want to resume and press the 
A button. Now you can continue 
the game. 

28 

• Listening to Music 
The Cates in towns are equipped 
with a jukebox. You can listen to the 
tunes played during the game . 
Stand in front of the jukebox and 
press the A Button to use it. 

Start 

--·--- -ont i nue 

S ARE ....--. I 

BY NINTENDO 

Soue1 Jean 59/ 59 t 

MAGI 1 

So ve2 3 ea.n 44/ . 72 

8 MAGI 1 

9 

Robo 60/ 60 

~AMAGI 4 

1.r:::::=.======~ I 
Another World 

~ wandering Sho.dow 



- creen 
If you press the Start Button while the team is in the Game 

Screen, the Sub-Screen will appear and display such information 
as the present condition of the members , the amount of money 
and the number of MAG I possessed by the team. Select the 
proper command and press the A Button. 

1. Commands bi I 44 
.:Jea.n / ?2 

IterB 43 
Anne_,/ 55 

Equip 51 
You can check 

the condition, the 
Items, MAGI and 
money, and save , 

Robo / 69 
MAGI 45 

-. Cody_/ 45 
Memo ·t=====~ 
So.,,e 

the data. Point to ,~, 
the command and 
press the A Button. 

9146=> M \GI I 

2. Money 

The money cur­
rently owned by 
the team is dis­
played in Gold 
Pieces. 

3. Condition of the Party 4~ Number of MAGI 
The names of the members in 

your group and the present 
and maximum values of HP 
for them are displayed. 

The number of MAG I cur­
rently possessed by the team 
is displayed. 
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AbiliTiEs 
The level of the Abilities for each member can be reviewed. In 

addition to such basic data as name , category and HP, the levels of 
the four types of Abilities (Strength , Defense , Agility and Mana) are 
displayed . The degree of growth and the items possessed by the 
members can be displayed as well. 

Character: Type 
Hun,o H on 

as Max HP Name 
~ Long 28 

1 SIBronze 
EF 

2 3 P s i so 
Item 

3 
GL 

? . 

Special Skill 4 AN 
3 

1 . Strength This affects the power of certain weapons. The high­
er the Strength value , the bigger damage it inflicts on enemies. 

2. Defense This is the Ability to protect oneself. You can 
increase the value by wearing Armor . 

3. Agility One with a higher value of this ability can Run easily, 
and attack quickly. This affects the power of certain weapons. 

4. Mana This affects the power of most Special Skills. When the 
value of this ability goes up, the power of the attack Magic 
Books and Special Skills increases. 
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ITEMS 
The items in the Item List can be utilized by any member in your team. 

They can be obtained at the Item Shop, from a treasure box, or after 
the battle. A maximum of sixteen items can be possessed. You will 
see only eight at a time but you can see the rest by moving (Gr) up 
and down . The figures to the right of the items indicate the possible 
number of times thej can be used . (-) indi­
cates that the items can be used without limit. 

To Use 
Point (Gr) to the item to be used and 

press the A Button once . Designate 
who will use this item and press the A 
Button again . 

To Change 
Point (Gr) to the item to be changed or 

to the blank space and then press the 
A Button . · 

To Throw Away 
Point (Gr) to the item to be thrown 

away and press the A Button once . 
Point (Gr) to the Waste Basket at the 
bottom and press the A Button again. 

~ -

( ,., 

?2 
Jea n,/ ?2 

43 
Ann e./ 55 

SI 
obo/ 69 

45 
AJ_.Cody / 45 . 

Punch 90 

: 

~ Bo., 50 

,cure 4 : 
I 

I 

• 

1 
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E9uip 
Such Items as weapons and armor must be equipped in order to 

use them. Select the member, point (G1) to the blank space and 
press the A Button. Select the item to be used from the Item List 
and press the A Button. The maximum number of items that can be 
equipped by a Human is eight. 

i\!hob Punch 90 ~ob Punch 
0/ / 

~Cure 
90 

3 

Punch 90 
/ . 

3 

SIR ,Col-t: 0 SIR 
6 6 

OPa/Po q.Whip 40 DEF DEF 
6 ~Cure 0 6 ~Dow 50 

,Colt 0 SIR 
6 

OPo/Po -
DEF . 

G ~ure 0 0 

AGL 
? 

Punch 90 ~ure 4 AGL Punch 90 4 
11 

:-~~ ~~Whip 20 

0 

Mutants can possess up to eight items and abilities. Monsters can't 
equip themselves. The Special 
Skills, being different from the 
Items, can restore their power 
when staying at the Inn. A Skill 
Item, such as Punch, does not 
lose its value when equipped by 
Robots and it will not be restored 
at the Inn, either. 
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MAGI 
MAG I, being separated from the Items , do not appear in the Item 

List. The acquired MAGI can be displayed, equipped and used by 
this command. When a member is equipped with a MAGI , they give 
distinctive power to the member. There are two types of MAGI. The 
first type of MAGI becomes effective when they are used to equip 
the members. The second type of MAG I becomes effective when 
they are used by the members. Each of them has a specific name 
and exerts distinctive power when used. 

Equipping with MAGI 
Point (Gr ) to Use and press the A 

Button. Select the MAGI you want to use 
and press the A Button. When you have 
finished, press the B Button 3 times to 
return to where you were. 

The Use of MAGI 
Point (Gr) to Use and press the A 

Button. Select the MAG I you want to 
use and press the A Button. When you 
have finished , press the B Button three 
times to return to where you were. 

ttAGI Equ i p Use 

(;)P1M1Jer 1 

OHo.no. 1 

OPrism 1 

-
, 

0 Prism ' 

. 

I 

ttAGI i 
L 

left I 

I in 

-1:his world 

6 
. 
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MEMO 
This is a useful function that automatically records important 

messages acquired during the game. Such messages are 
organized and stored according to the categories. As you proceed 
with the game, the number of messages will increase. On the 
screen three categories are displayed. The other categories can be 
displayed by moving (G1) up and down. Point (G1) to the category 
you want to check and press the :::: =:=~ 
A B u t to n . Yo u ca n re a d o t h e r ~ ';.~~ Q -
messages in the category by 
moving (G1) horizontally. When you 
have finished reading, press the B 
Button to return to the previous 
screen. 

Memo 

Firs-t: World 

Fa:ther 
---...pi 1 lar o-f SI< 
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Pillar o~ S~y is 

holding the 

celestial orld. 

Pillar o~ Sky is 

holding -t:he 

ce1es-t:iol world. 

First: World 
Fa.ther 

-Pi I la.r o~ Sky 



SAVE 

If you use this command during 
the game, you can save the data 
of the game up to this point. You 
can record and store up to three 
sets of such data. Point (Gr) to the 
section you want to store the data 

So.vet .:Jeo .n 59..," 59 

MAGI 1 

Save ~ean 44/ ?2 

a ..... & MAGI 1 

So.ve3 Robo 60/ SO 

9 MAGI 4 

in and press the A Button. (Pressing the B Button cancels the 
action.) The number in the lower left corner is called the Save 
Counter and displays the number of times you have saved such 
data. Please be reminded that recording this new data over the 
previous data will result in the removal of the previous data . 

e Prism 
This is a kind of MAGI you can 
use without equipping it. It tells 
you how many more MAG I 
remains in the world where you 
are. If there is no more MAGI 
left, you can proceed to the 
next world. 
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creen o 
Duri ng the game , exce pt in the battle screen , if you press the 

Select Button , the screen be low will be display ed . At this time you 
can change the positions of the members exce pt for the Non­
Playing Characters in your team. 

Picture------

Name ,---., 

• 
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A l-t:er Or d er 

-~ ~Robo 7 ? 

Max HP 

ody St / ---
0
----- Present HP 

O:ieo.n 97/ 101 

8Anne 119/ 1 1 9 

NPC 
If NPCs are included in your 

group , they are indicated at the 
bottom of the screen. Their 
positions, however, can't be 
changed. 



Gi G Posi ioNs 
Two of your member's positions 

can be exchanged at a time. Press 
the Select Button and display the 
screen of Alter Order for changing 
positions. Point (Gr) to a member 
and press the A Button. Select 
another member and press the A 
Button. The positions of the two 
members will be exchanged. The 
members in front will be attacked 
first , so keep the weak members 
behind where they will be protected. 
In the earlier stages of the game , 
you will probably want to position the 
ones with relatively high defense 
capability in front. If you press the B 
Button, you can return to the Game 
Screen. 

:Jeo~n 

~Anne 

eRobo 

~Cody 

3eon 

®Anne 

~Cody 

SS/ 72 

2s ,.,.,,.. sa 

55/ 72 

29/ 68 

4?/ 69 

45/ 45 

A 1 t er- Order 

Jeon 

OO!Bne 
Robo 

~Cody 

55,/ ?2 

29/ 68 

45/ 45 
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TJtE WEApoNS 

Weapons are items that can be used 
only for fighting. Some weapons increase 
your power after being used often. And 
the rest of them are not effective at all 
until your abilities reach a certain level. 
There is a wide range of weapons such 
as a hammer, a sword and firearms. 
There are also Skill Items , like Punch and 
Kick , that you can utilize without 
possessing a Weapon. The use of some 
Items affect Strength , Agility and Mana. 

• 
ID 

'tl'o ~Long 

SIR a ~Long 

DEF 
~Bow 

3 Psi 

AGL Punch 
? 

Robo o :tto.cks 

Gong Ni1:h 

Punch. --

50 

0 

2 

so 4 

25 0 
I 

90 

12 



I 

TliE ARMOR 
There is Armor such as armor, 

helmets, boots and shields. All of 
them , except the shield, can be 
worn to decrease possible damage. 
Two or more armor of the same 
kind can't be worn except by 
Robots. Shields, when used in 
battle, help protect your members. 

TO 
Weapons and Armor are sold at the 
Weapon Shops and the Item Shops 
in towns. You may find them left 
behind after the battles. Powerful 
items may be found in a treasure box 
located in places like a cave. 

OrliER ITEMS 
The Recovering Items may be 

used during the battle. The other Items 
do not produce any effects when 
they are used during the battle. 

Anne 
?/ B?' 

Muto.n-t F 

SIR 
4 

DEF 

AGL 
6 

a 

"Gold -

SIBronze -

Gold -

Flo.me 13 

Wa.•-n i ng -

IBlhunder 29 

.. 

R i gh-t: on, 

Received 1GB GP. 

Received Punch. 

Robo used 

•EyeDrop ~or 

Robo. 

-- -
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Special attacks by the enemy may 
cause various troubles during the battle. 
There are eight of them and some 
troubles turn back to former statu s after 
the battle but the others don 't. 

Anne i s 

s leeping. 

Blindness 
You lose your sight and have 

difficulty in attacking. 
------

The Curse 
You are unable to move due to 

the power of the Curse . 

Sleep 
You are asleep and can 't do 

anything . 

Paralyze 
Your body is numb and you 

can 't control your body. 
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::Jeon o1:-ta 

Stone 
You become a stone and can't 

move. 
- -
Poison 
When you receive Poison , HP 

will decrease each turn. 

Confused 
You are confused and unable 
to distinguish friend from foe. 

Stunned 
If you lose all of your HP, you 

will be stunned. 



• 
The Magic Spells are sold at the Weapon 

Shops in towns. There are three types of 
Magic Spells, and some of them are more 
powerful than the Special Skills acquired 
and used by the Mutants and Monsters. 

OffENsivE MAqic SpElls 
Anne u-t:-t:o.cks 

Trooper with 
tBlhunder. 

This type of Magic Spell damages the enemy. Some affect only 
one group of Monsters while the others affect all of the enemies. 

RECOVERiNG MAGiC SpElls 
Recovering Magic Spells restore your HP . These Spells for 

Recovering Magic are more powerful than the Recovering Items. 

"---~---
MbA1ivE MAqic SpElls 

This type of Magic Spell stops the moves of enemies , without 
actually damaging them, by making them go to sleep and changing 
them into rocks. This type of magic is quite effective when it's used 
to supplement the main attack. 
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s: 
Each Item has a distinctive effect as to restore HP and remove 
Poison. Items are indispensable during your travels, so make sure 
you have them at all times. 

Tl-IE RECOVERiNG ITEMS: 

These Items can be used whenever you want and all of them are 
sold at the Item Shops. 

~Cure : Restores HP. 
~X-Cure : Restores HP. More powerful 

42 

than ~Cure. 
Curse : Removes the Curse that has 

been placed by the enemies. 
Soft : Brings stone members back to 

I if e. 
Elixir : Cures any anomalies completely. ~::: .. ~ --- ,...._.....__ 
Eye Drops: 1 

When blind, it restores eyesight. 



TltE STATUS ITEMS: 

These Items improve your Abilities. You can 't buy them at the Item 
Shops. 

Power : Raises Strength value by three. 
Speed : Raises Agility value by three. 

, Body : Raises the potential HP up to the~-z, 

J 

maximum of forty. ., 
.. Magic : Raises Mana value by three. 

TliE OrliER ITEMS: 

The Door : Allows you to select any of the worlds you have been to 
and transport you there instantly. 
The Tent : A portable house that can be folded . Sleeping in it 

allows all the members to completely restore their HP and Abilities 
to their maximum level . 
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Mutants and Monsters possess 
Special Skills . Located next to 
some Skills you may find ( o) and 
(x). They were not possessed 
abilities unto themselves but they 
indicate the strong and weak 

points of defense for the character. 

OffE • 
E 

Monsters and Mutants utilize 
various Skills to attack enemies. 
Monster may use weapons and 
parts of the body like Nail and 
Horns. Some of their Skills , like 
attacking two times a turn , are 
unique and destructive. When 
Monsters transform themselves 
they begin to use different Skills. 
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RECOVERiNG Skills 
These skills restore HP and can be 
used during the battle like the 
Recovering Items. 

DEfENSiVE Skills 
Some of these skills are used for 

protection and have the function of 
a Shield. Another effect would be 
to deflect the magic back to the 
enemy. The others reduce the 
power and speed of the enemies 
and help you attack them as well 
as to protect you. 

MbATiVE Skills 
These type of skills stop the 

enemies' movement without ac­
tually damaging them and allows 
you to carry on the battle more 
effectively. 

• ' 
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UsE of S~EciAl Skills 
The Special Skills acquired by 

Mutants may sometimes be replaced 
by another Skill . They can keep 
eight Items of which a maximum of 
four Special Skills that can be 
acquired. If they acquire a new Skill 
when their capacity is full , the last 
Skill on the list will be replaced. The 
least useful one , therefore , should 
be placed at the end of the list. 

AhER TRANSfORMATiON 
When Monsters transform them-

selves into other Monsters, they 
will restore all of their abilities. 
If you wish to restore their power 
and you have no item on hand , you 
can feed them with the meat of the 
enemy Monster. 
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Your Friend's House 

Your House 

The game starts with a view of a town where your house is located. 
You have decided to go to look for your father, who left the town to 
look for MAGI. After saying good -bye to your mother and Mr. S, you 
leave for an exciting adventure with three of your friends. 

48 
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Making Companions 

While you are saying good-bye to Mr. S at 
schoo l, some of your friends come over and 
ask you to join. It's now up to you to choose the 
three membe rs from the screen that will appear 
before you. Human, Mutant , Robot and 
Monster are specifically recommended. 
Together these distinctive characters make up 
a balanced team and their unique charac­
teristics are very enjoyable in the game. 

Speaking with the Townspeople 
When you have farmed a team, you are ready 
to leave school. If you bump into people on the 
street, press the A Button . This will allow you to 
talk with these people . You can also go into 
houses by going through the doors. Your 
friend's parents are there and they all say 
good-bye to you. Now it's time to have a chat 
with everybody in the town. When you go to 
other towns, it's a good idea to talk to these new 
people as well. They will provide important 
information to help you proceed with the game. 

ho.ue relio.ble 

po.rtner s. 

Take 3 with you. 

Mutant F O Anne . -

A B C D E F G H I 
J K L M N O P O R 
S T · UVWXY Z 

o. b c (Be~ g h • 

J k I m n o p q r 

S t U V W X Y Z • 

Good luck. Jean1 

Anneps going too? 

Wel 1 •••• Okay .. 
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Mr. S. Joins the Team 

You can leave the town by walking towards 
the right side of the town. Then Mr. S, who 
gets worried about you , shows up and joins 
the group, becoming the first NPC. His Fire 
will beat the enemies with one blow and his 
Cure will heal you and your friend's 
wounds. He is the first pow erful member 
whom you come into contact within th e 
adventure. 

e NPC 
NPCs are people who will assist you 
and your friends . During the battles 
with the enemies , you will have to 
decide on their specific actions. If 

50 

• 

you press the B Button in the field, 
they will advise you on where to go 
or what to do. NPCs will leave the 
group when their own objectives are 
achieved. 

Wa.i't: up, 

M r . S: :i:• d be1:1:a r 

c o•e wi-t:h you! 

e Mr.S Teacher 
1 
SIR Di ssolve 
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Once out of Town, It's a Battlefield 

You must now leave the town and 
explore the world. First, let's walk toward 
a cave located in the north. You may, 
however, encounter enemies before you 
reach the cave. The screen will then 
change and the enemy that you have 
encountered will suddenly appear. You 
need to fight these enemies. 

Fight or Run 

When the screen reveals the battle screen , you must select either 
Fight or Run . Normally you should choose Fight . VVhen you win , 
you will get some money or your HP may increase. But if the enemy 
appears too tough to fight or if there are too many of them at once , 
then select Run. Also , Run would be a 
better choice if your team 's HP is too 
low. If you Run successfully , you can 
get out of the situation unharmed. If 
your Run is not successful, you will be 
defenseless against the unrelenting 
attacks of your enemies . 

Fi gh-t: 
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Cody 
~ / 45 

52 

50 

50 

15 

25 

30 

15 

Battle 
When you choose to fight, you had better 
assess the number of enemies on the 
screen. If there are many of them , you 
should take advantage of your different 
team members' characteristics and select 
various weapons. This will enable you to 
universally attack all of the enemies 
instead of just attacking a single enemy. 
The sooner you beat them , the less 
damage you will suffer. When many 
enemies show up, try to select Mutant's or 
Baby-D's Flame. This should significantly 
harm or damage all of your enemies. At 
this point you may want to use Mr. S's Fire 
since its power is so strong that it will 
defeat most of the enemies in one shot. 

Cure 

12 

15 

Oe-feo.-t:ed t. 

R i ght on, 

Re c eived 33 GP. 
' 

' 
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After e Battle 
If you win , you will get some money and 
sometimes Humans and Mutants get stronger 
as their power is increased. Sometim es 
you may find the enemy 's meat left behind. 
If your Monster eats the meat, it may trans ­
form him. When he eats a strong Monster 's 
meat, he may change into a stronger 
Monster. 

The Entrance into the Cave 

There is an entrance to a cave to the north 
of Home Town. You must go through this 
cave in order to advance in your journey. 
Let's go in. At this point the screen cha nges 
and you are now inside the cave. Since 
there is only one road in the cave, you do 
not have to worry about getting lost. 
Continue on into the cave. 

Received 33 GP. 

Jeon•s Ho.x HP 

gained by 6. 

0 

R i gh-t: on, 

Received (jj Eo-t:! 
Jo.guarps · Cancel 

. , , .. ---
· -
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This is the cave where you and your friends enjoy their first 
adventure . There are steps inside the cave as well. Take an 
enjoyable walk up these steps. The enemies which appear here 
can be easily defeated with Mr. S's Fire. 
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Openina a Treasure Box 
A treasure box is located inside this 
cave . Stand in front of the box and push 
the A Button. This will allow you to get 
what's inside. If you find treasure boxes 
in the other caves , stand in front of them 
and press the A Button. You will get 

• 
, 

Received Ha•mer! 

things from them as well. They will be necessary as you continue 
• 

your Journey. 

The _Monster at the Exit 
There is a Monster called BabyWyrm standing at the exit of the cave 
and blocking the way. If you speak to him , he will ask you to give 
him your MAGI . You will end up fighting with him. He can be 
defeated with one blow of Mr. S's Fire . After you win , the exit is 
open for passage. When you come out of the cave , you will part 
from Mr. S. He needs to stay there to keep the monsters away from 
the town . 

Mons-t: er: G i ve •e 

-t: ho.-t: a tnC I ' I mus-t: s-t:a.y and 

guard our -t:own. 
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Item Shop 

----- Cafe 

Inn 

The First Town is located at your right 
after you have gone through the Cave of 
North . There is a Weapon Shop , an Item 
Shop, an Inn and a Cafe in this town . You 
can buy powerfu l weapons and various 
instruments at these shops. 

• 
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Collecting Information in Town 
When entering the town , go to the people 
walking around and talk with them by 
pressing the A Button. Here they will tell 
you where to find the Shrine of Isis which 
will be your next destination. You will also 
hear about an enemy called Ashura, so try 
to listen to everyone in the town for impor­
tant information . 

e Memo Function 

Shrine o~ Xsis is 
1:o the west. 

There is o. cut:e 

c1o.r i c ncime Ki 

in -t:he shrine. 
. . . 

You can hear all sorts of information in the town. Particularly 
important information can be memorized in this game through 
the use of the Memo function. During the game, except when 
engaged in a battle, press the Start 
Button and select Memo. When you 
choose your category and press the A 
Button, you can recall all the important 
information that has been collected so 
far. So , check Memo if you are not 
sure. 

Ashuro. 

~ -Fi rs-t: World 
Fo.-t:her 

: ·• 

Shrine o~ Isis is 
1:o the west. 

' 
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Go to the Inn when your HP Decreases 

When HP is low, go to the Inn, which is locat ed in the right of this 
town . Speak to the person inside and pay the money required , and 
then you can stay ther e. Your HP will then be compl e te ly 
replenished. 

58 

Welcome, 

Cos-t: lGP/ tHP 

1/ 65 
G 

Y 51 79GP 
60 

V __ 60 ~ S-t:oy 
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V 126 E xi"t: 

91261> 

e What You Can Recover in the Inn 

It's not just HP that you can recover by staying at the Inn . 
• 

Mutant's Special Abilities as well as Monster 's. Robot's 
weapon will recover to its original level. Try to stay at the Inn 
if the weapons and Special Ability levels are low, even if your 
HP is not low. 



Go to the Cafe 
All sorts of people gather in the Cafe and at times you may hear very 
important information. At the counter, they will offer you refreshments 
though you can't have refreshments at the Cafe in the First Town. 

only 10 GP' 

Wo.nt one? 

e Attention ! 
Although the Cafe in the First Town will 
not sell you refreshments , Cafes in 
other towns will. Some of the people in 
the Cafe will tell you very important 
information at that time. So it's best to 
have refreshments whenever you go to 
the Cafe. 

shuro mo.de o bo.se 

in Now th Va.1 ley. 

Ho.ue a good time. 
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Earning Money 
Before coming to this town, Mr. S left you and your friends. Up to 
this point the enemies could be defeated quite easily, thanks to Mr. . 
S's great help, but not any more. Now walk around the town and 
keep fighting with your enemies. When a good deal of HP is lost 
through the battle, come back to the town and stay at the Inn. By 
repeating this for a while you can earn some money, and both 
Human and Mutant will increase their power and become more 
powerful. 

----~~--------~----.. 
uylng ew 

When you earn money by defeating the enemies, go to the Weapon 
Shop and the Item Shop to buy things. The building on the 
left side of the town with the sign of a sword is the Weapon Shop. 
The more expensive the weapon, the more powerful it will be. Buy 
expensive ones. The Item Shop is located in the center of the town 
and it is identified by a sign with a picture of a pot. Here you can 
buy defensive instruments and HP restorers. The ~Cure is the best 
item to buy. 

Ab i 1 60 Ooy 
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Equip 
After you buy new weapons and 
instruments, press the Start Button, 
select Equip and choose the 
person you wish to equip. Then 

select the Item you want and place 
it where you want to be equipped. 
While doing this, unload the 

• • 
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weapon which has been used a great deal. If the usage counter 
reaches zero during the fight, you will be unable to attack. Also, 
since you cannot use weapons/instruments unless equipped, you 
should equip yourself with them as soon as you buy them. Now 
that you are more powerful, equipped with strong weapons, 
instruments and tools, you are ready to go far out of town for 
anoth er adventure . 
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Stun and Perish 
When a character's HP comes down to 
zero during a fight , he is Stunned. Once 
Stunned , he cannot do anyth ing dur ing the 
battle . When the battle is over, however , 
the Stunned person regains conscio us-
ness , but the HP count is only one . HP can 
be recovered using the Recovering Items. 
If all the members ' HP reaches zero during 
the battle , you are now in a state of Perish. 
You then visit Odin who will ask you if you 
wish to fight again . If you choose YES, you 
can start with the previous fight again . In 
this situation it is advisable to select Run 
and advance fo rward once you have 
recovered your HP. If you choose NO, you 
will go back to the 
title screen . 
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Recover with the a Cure 
While it is important to buy strong weapons 
in order not to perish the party, it is also 
important to recover HP using ~Cure while 
walking through the world. When HP goes 
down after the battle , go to a nearby town 
and stay at the Inn. If there is no town 
nearby , however, you should use 
Cure. ~Cure costs fifty GP each and is 
sold at the Item Shop. One Cure can be 
used four times. So if you plan to go far out 
of town , you should buy as many ~Cures 
as possible. There is a Magic Spell of 
Cure, too, and it is sold at the Item Shop in 
the Second Town ahead. Though it costs 
sixty-eight-hundred GP, which is quite 
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expensive , it will be 
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The large building located west of 
the First Town is the Shrine of Isis. 
Deep inside and upstairs is Ki , 
who has the power to heal wounds . 
She can rejuvenate your team's 
HP. 
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Talklna with People in the 
Shrine 

There are a lot of people who have come to 
see Ki . Talk to them, and they will tell you 
about Ashura and Ki's power to heal 
wounds. The stairs at the far end and in the 
center of the Shrine will lead you upstairs , 
where you can also hear about the next 
world you will visit . 

Meetlna Ki 

I co.Me here to 

ho.ue I< i heo. I me. 

Ashura•s De.se:rt:. 

And next to it is 
G ion-ts• World. 

Talk to Ki upstairs. She will restore your HP and give you important 
information about the MAG I. Also , you can learn about your father 
from her. According to Ki , MAGI are in the Relics of the ancient gods . 

i: I• 1 1 heo. 1 you! 

Oko.y, A11 

Ki: Tho."t mister 

w ii:h o. hat 

J eo.n; Do you 

- -

It• s 4 to ea.st 

and 3 to sou½h 

~roa ~he Big Rock 
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• • e JCS 0 e anc1en 

The Relics of the ancient gods are located 
in the forest in the south of the Shrine of 
Isis . If you have obtained information 
from Ki, confirm its location once again 
by using Memo. If you follow the 
instructions , you will get to the Relics . 
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Inside the Relics 

The Relics consist of three basement 
floors. Go down into the rooms on each 
floor and look into the treasure boxes 
locate d in the rooms. Some of the boxes 
have useful Items inside, but some are empty. Rece i •~•ed \\Whip, 
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The Guardians Take Away the MAGI 
When you go inside the room at the far side of the third basement 
floor, the Guardians take the MAGI away and the boxes left behind 
are found to be empty. When you chase after and follow them into 
the next room, they wi ll leave through the exit. After you go to the 
room on your right and check the inside of the treasu re boxes, go 
back to the exit and leave. 

So ebody"s heref 

To.ke the lfACX 

a.n d runf 

Ashura•s Men 

Open it! Quick!! 

E pty. 

When you get outside through the exit , you will find the Guardians 
lying there . Listen to what they have to say , and you wi ll know that 
the MAG I they ...,.......___ ·~ . . P' " ,. . ... ~-
brought out has ,~ ,.~~· ·•f·: -.:"'":-·' ~~-~:·~·:·:· 

.,, .. -."" 
been taken away by -= --~---·-..... -Ill:., · · ::~ • .. ; 
A s h u r a ' s m e n . S o , f!!!!!!!!!:5:!~ ~~~ !!!!!!!!!!!!!.111 =:!!=:::: · · 
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Ki Joins the Party 
When you go back to the Shrine of Isis 
and talk with Ki, she will decide to fight 
together with the party to protect this 
world from Ashura. Then Ki joins the 
party. It's now time to go toward the 
second town situated to the north of the 
Shrine. 

e Ki as NPC 
Ki is fully equipped with Bronze armor. 
With her Magic Spells of Thunder and 
Cure , she will be of great help to the 
party. Her use of Thunder , when 
attacking, is so strong that most of the 
enemies will be defeated with just one 
blow . The adventure will become 
easier from now on, now that Ki has 
joined. 
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Weapon Shop 

The Weapon Shop and the Item Shop in 
this town sell more powerful things than 
those in the First Town . They are much 
more expensive , however , you shou Id 
plan to earn a good deal of money around 
the town . This way you will be prepared 
and able to buy them when the time 
comes . 
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To the fourth Floor 

Walk along the narrow path surrounded by 
mountains in the north of the Second Town 
and you will find Ashura 's Base . Because 
there are no treasure boxes on the first and 
second floor , go straight ahead . On the 
third floor , however , there is a box to the 
left of the large room . Don 't miss it. 
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Inside of the Base 

From the third Floor 

There is a treasure box in the corner of the room located on the left 
side of the fourth floor. There is another one in the middle of the 
large room on the fifth floor. In the rear room on the fifth floor is the 
Boss of this Base. 
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People walking inside of this Base are all 
enemies. If you touch anybody here , a 
battle will break out. So, you need to walk 
while avoiding people as much as 
possible. Even if you don't touch them, 
you may still encounter an enemy. So be 
cautious when you advance. 

In the rear room on the fifth floor resides Rhino, who is so powerful 
that he can make you faint with just one blow. In this situation, Ki 
should attack with her Thunder and the others with their Special 
Abilities or strongest weapons. When you defeat Rhino, this Base 
starts to collapse. Check the treasure box in the rear room and then 
get out as fast as you can . 

IIA IIA IIA. 

How s1:upid o~ vou 
1:o cars• here. K 

7 
V 80 I 

i9h-t .,_ 
Run 

Ki! Let• s go ou1: 

~rom -t:ho.t door! 

J:t"s blowing up, 
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Now that Ashura's Base has collapsed, 
you can go into the Pillar of Sky. Here 
you have to leave Ki. You can jump into 
the Celestial World from the Pillar of Sky. 

The Celestial World is linked with all the 
worlds by ten Pillars of Sky. ·This time , 
let's go and see another Pillar of Sky 
situated in the east. If you enter the Pillar 
of Sky, you will be able to go to the next 
world. 
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From llalWorld 
When you have finished what you are 
expected to do in one world , climb the 
Pillar of Sky to get to the Celestial World. 
You can then move to another world 
through another Pillar of Sky . Thus you 
can move to ten different worlds and enjoy 
many adventures . 

e Caution! 
While the Celestial World is linked 
with all the worlds, some pillars 
cannot be entered into without MAG I. 
So you must collect more MAGI in 
order to visit the many worlds ahead. 
Now there's no choice but to go to 
Ashura's World. 
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This is the world where Ashura lives. Most of this 
world is desert. Right after you get out of the 
Pillar of Sky, you 'll see a desert town , where you 
should buy weapons and instruments. In the 
Cafe you can collect information about Ashura 's 
Tower where Ashura lives. In the town of desert 
your enemies will appear inside the town , just 
like outside of it, and you 'll end up fighting them. 

There are sandstorms in the desert and you 
may be blown off course by the storm and 
unable to walk as you wish. You should use 
cactus as landmarks when you walk. As you 
go farther into the desert, Ashura's Town and 
Ashura's Tower will come into view. Before you 
climb Ashura's Tower, stop by at Ashura's Town 
to buy weapons and items and to get information about Ashura's 
Tower. The sandstorm makes it difficult to see the surroundings of 
Ashura's Town. 
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Ashura's Tower has ten floors 
altogether, larger than any building 
we have seen so far. Inside , 
however, it is not so complex. 
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On the fifth floor the Mask Man has been captured. When you get 
him out of the prison, he will join your party. Though he is not armed 
at all, his belongings can be found on the sixth floor. Even though 
he dms not possess any Magic Spells , his power is strong. Since 
all the weapons and items inside the treasure boxes here are very 
powerful, be sure to take them along with you. Ashura can be found 
on the tenth floor . 

I co.-me he r e 1:o 

de-Eeo.t A.shuro. .. 

tito. .s k: 0 h ! 
My equipments! 

I can ~ight now!! 
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Because Ashura 's Men have entered Ki 's 
body , Ki falls down. The only way to save 
Ki is to make you and your members small 
and then go inside Ki 's body. To do this , 
you have to move on to the Third World , 
i.e. the Giant 's World. 

There is Giants ' Town in Giant 's World , 
and there you can find .. Micron that will 
reduce the size of your body. In order to 
get into the Giants ' Town you will have to 
collect information in the Town of Third 
World. Listen to what the town people 
have to say and collect information from 
them in the Cafe. In the Giants ' Town get 
the Micron that reduces body size and 
you 're now ready to venture inside of Ki's 
body. 

• 
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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 purchase . 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 original purchaser ,postage paid .with proof of 

purchase, to SQUARE SOFT, Inc . 's Factory Service Center . 

TO RECEIVE THIS REMEDY: SQUARE SOFT, INC. 
1.DOT NOT return your defective SQUARE SOFT, Westpark G-1 

Inc .software product to the retailer . 8347 154th Ave. N.E. 
2.Send the defective product to SQUARE SOFT, Redmond, WA 98052 

Inc .Factory Service Center at : (206)861-0303 
When you write to us, please provide us with your phone number and a brief explanation of what 
appears to be 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 ANO 

NO OTHER REPRESENTATIONS OR CLA IMS OF ANY NATURE SHALL BE BINDING ON OR 

OBLIGATE SQUARE SOFT.INC.ANY IMPLIED WARRANTIE S 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 ,O R 

CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION,USE OR MALFUNCTION OF THE 

SQUARE SOFT,INC .SOFTWARE PRODUCT . 

Some states do not allow limita tion s as to how an implied warranty lasts and/or exclusions or 

limitation s 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 right s,and you may also 

have other rights which vary from state to state . 
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