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-PUYSTATI ON~ GAME t OI+lSOLEM 
Set up your PlayStal ion19 game console according 10 lhe instruclio ns in i ts Instructio n Manual. 
Make sure lhe power is off before inserting or removing a compact disc. Insert the LUNAR• 2 : 
ETERNAL BLUE COMPLETE disc and close the Disc Cover. Insert game controllers and tum 
on l he PlayStation game console. Follow on-screen instructio ns to start a game. 

tONSOU""""'TEallC"::aaa::.... .... ____ Jase.--~ ;;,;:;,,c _,,_,, =...;s;.,,y~~....,:z-:a:ae----

MEMOR Y CARD SLOT I 
CONTROLLER PORT I - ---4~r 

MEMORY CARD SLOT 2 ----~ 
CONTROLLER PORT 2-------' 

0 

DISC COVER 

--- OPEN BUlTON 

-PUYSTA.TIONt) CONTROUU~ 
l>UALSH0Cl<13 ANALOG OON.m.OIJ..En:u,;::u...,,. ______ ..., ____ 
lJ IIU'ITON 
LI IIVl"l'ON~ - ---~ 

ff, l.t-:l"I' HUTTON 

OIRl1.t 'TIONAL BUTTONS 

l,lf I' STICK 1..3 BUTION 

ANAI.OG MODE SWITCH 

IIIMI l' I l()NAL BlTITONS 

1.3 STICK 

l ANAWt,; MODE SWITCH 

I Iii 1.11,CT BUTTON 

I s IAl{T BUITON 

[ 1~1 UUTI'ON 

r t•l BU'n'ON 

0 DUTTON 

* i\fo\ 'CS c:hornctcrs. * Control, 1hc Drugons.hipDt"s1iuy or 
Gwyn·~ bo.11. 

* M o\'c., cursor on menu i1cms nnd 
bo~c, 1ha1 require a re.!lpon~ . 

* Enable,, d,c use or the Len wld Right 
Stick. mid the Ll a,ld R3 botl<MIS. 

* Open:. 1hc Normnl menu. 

I * Shortcut 10 Srs\"C ~n-cn , 

I * Cau.~ 1 hm IO mn for a few '-Cl."Oll<b. 

* OJicn" 1hc Nonnnl menu. 
* Allow~ lli ro to bo:ird the Drogon­

,hip Oc.s.1iny. 

* Rclllml\ In 1hc previou" i,,ereen 
during menu comm:mcJ\, 

® BUITON 

t:l BUITON 

R2BUTTON 
Rt BUTTON 
@ BUTTON 

0 BUTTON 
® BUTTON 

0 BUTTON 
RIGHT STICK / R3 BUTION 

START BUTTON 

* 0.US(.-s Him 10 nm ror :, few ~otx.lS. 
* Canccl.s comnmnds on 1hc Combru 

menu. 

* Confinn rncnu (iomnuuKls. 

* Allow.~ Him to lllkc lhc hdm of the 
l)ragotl"lhlp t>r.•.~1iny t'lr Gwrn ':\ bom. 

* c.(Jtslhe Drngonship Dcm',,yorGwyn ·~ 
bo.11 . .ind tttum~ Him to die 1n;1p. 

NOTE: You umy have u co11Irollcr Iha1 
looks like this. i f so plca.sc follow II1c . 

digirnl instntcI ions ouI1incd nbovc. 

To tJCh u (;rlll'k:, Pf\:-'" mKI hold the Select nnU Suut ~mun., • 
wt1Ue pr~,h1N, mid holding down 1hc LI. Ll. RI, nnd R2 but· 
ton~ The 1ille :-cra:n will then he di-q}laycd, .. 



~ l OfilCffl Mir~, WCU'ff'tV.E 11tODUCER 
itrtE R'f.lEW 

a. What were some of the chal• 
lenges In creating LUNAR 2? 

A. LIJ#AR 2 had a rer, difficult 
,,,_,,. to be nl, to express In 

th,,.,. s.ttlng. It ns mon 
lib a tor, story thi,m,, Niro 

and LIie/a ,n thtJ main c• 
.___--1.-. __ ....1 actm. And th, story we mad, 

was a/m,d at a 1/ttl, hi""' a,, group. This was, also 

dw to thll t.ct, becausa tlHI pta,,,r rrllo start"'1 out with 

LUNAR 1 had grown a 1/tt/i, old,r, w, want"'1 to do a 

..,_ ,_.,, thma typ, of story. In that._, this 

,.,. was a lttt/i, dlffmnt from thtJ typ, of RPG g/11/flf 

the player a lot of fl'fltldom. w, say this Is an RPG ga,n,, 

bllt In Atn,rica, this might fall Into thll cati,gory of an 

adll,ntu,. gam,, Within that mtrlctlon , I """""' we 
_.., able to •lPlfSS thll ,,,_,,. we had In mind. That nr 

th, point that we labortd on hanlnt . But we cha/I"""' 

that and we fnl Ilk• we succndi,d. 

0 What are some of the differences between the story for 

LUNAR 1 and LUNAR 2? 

A. Ltl#AR 1 dnls "'°" with th, lnnoc,nt typ, of lollfl 

Ntwffn a young girl and a youn1 boy. W. doff't bellllllfl 

that thll IOl!f story was s,t forth that ffTOllf/y, It nr 

more Ilk• thtNI was a girl wllo th, boy s,t out to mcu, 

att,r sh• was kldnapp,d, and 11111//e he II trJIIII to mew 
her, he grows up. It was a r,th,r llmp/e nary. I le,/ this 

sctmatfo was mar, suitable for thtJ tnnag, aud/,nci,. 

LUNAR 2, howner, dais with a l/tt/i, older a,, group 

and thll lore that l#llfl/o,s ,,,,_,, them Is mon mature. 

W, altnH at a 1/tt/i, "'°" of an adult audti,nc, and trl,d 

to IJxpt'f/SS a little mon serious IOl!f story. The flow of 

the story Is on, ,.,,,,,, the h,,o/n, , I.JJcla, """" assoc/• 

at,d with humans befon. But by ,ncount,r/ng Niro, she 

•xp,rtMCeS ,,_ IIIIIOtlons, on, by on,. So we dal 

with this rathff difficult th"""1. This Is different from 

thtt ,nrlous story of boy rescuing girl sl,nply becausa 11, 

I/kn IHlr. In Lll#AR 2, ,,,. had to describe and i,xpnss thll 

tltlllflopmnt of thtl h11111a11 mind within ,ach llllflnt, 01111 

by on,. Themor,, IIS to thtt story, fflHI though young,r 

ch/ldr,n may not undetstand all th, nuancn , n,, "'1ult 

audlffa """1t be_,,,,, by thtt nary. I belllll!fl we _,. 
abli, to achlllllfl that. 

0. Is there any work being done on LUNAR 3? 

A. Right now, Including th• planning of this pro/i,ct, ,,,., 

.,, wott/ng on It In -, dlfftlmtt ways. W, ,n In 

the middle of discussions with a core group of p,op/1 

IIIIIO/llfd In thtt 1Mfy planning ,ta,,s of n,, pro/,ct . w, 
ac/1 express our o,lnlons abo,rl nat lllfl ac/1 nnt to 

accomplish. I f/llSS by th, end of this year, ,,,. w/11 

prr,bably hal!fl a better /du IIS to thtt spec/lies of the prof• 

ect and,,.,,,,,,, • wt/I be able to se, ,om, of 

thtl animation lma,,s; howellflr, , .,, not exactly o 
sure at this point. 



Welcome back to the magic.al world of LUNAR! Over a thousand 

years have passed since Oragonmaster Alex and his companions 
crushed the evil ambitions of c;-haleon and rescued Luna. From 
tl,at time fonvard, LUNAR was at peace. 

With tl,e passing of time, however, the details ofthatepicconRict 
were lost. But, ancient writings scattered in the ruins aro1111d 
LUNAR bear silent witness to LUNAR's mysterious past. A 
boy named, oddly enough , Hiro, is fuscinated by these stories. 

He li>•es with his &>randfather Crwy11, an archaeologist who has 
shown him the wonder of history. Now, Hiro and his longtime 
friend Ruby often steal away to explore the rui11S nearby - eve11 
though (;-wyn ltas told them not t.o go witl1out him. 

The story that fascinates Hiro most is the one that tells of the 
time when Althena lived in human form, a dragonmaster 
named Alex controlled the Four Dragons, and a magic city 
Rew in the sky. To mos t, these stories seem like fair·y tales, 
but to Hiro they seem Just as real as the smell of (rrandpa 
Gwyn 's liniment in the morning. 

Many believe that the inhabitants of LUNAR lived on the 

Blue Star before the c;-oddcss brought them to this world. 
Hiro hopes to find a link between his world and the Blue 

Star by exploring the ancient ruitu near his Grandpa' s 
home. There arc so many questions to be answered, and 

unfortunately for all, the answers al'c coming ... 

0 



Hiro is an am-enturous youth who is greatly inlluen ced by his grandfutlter'.s love 
of archaeology. Legends of th.e FourVragons, Dragon masters, ancient battles, 
and the <;oddess Althena fu.scinate hittL He hopes that by unlocking tlte 

secrets of tlt.e past, he will be able ro under stand tlte future. Although 
he's not supposed to explore the ancient ruins near his home without 
his gra11dfutl1er c;wyn, Hiro and Ruby Frequently break this rule. 

Fortunately, he's pretty handy witlt a boomerang. 

---,CASTOF~HA1l4CTUS~~~, 
j..J"'ii'-

Lucia is quite a mysterious young lady. She is haunted by nightmares about the 
fi.tture of LUNAR. Shealsc, .seems troubled by a terrible secret she cannot share .. 

Despite her strong magic skills, .she seems to be a little naive when it 
comes to dealing witl, other people. She has trouble containing her cmo ­
llon.s and looks to Hiro for guidance and protection. She is only concerned 
with Althena, and begs Hiro to help her /ind the (i,odde.ss. Will her mission 
cause the ruination of this world? 

Ruby has been Hfro'.s constant 
companion for as 1011g as anyone 
can remember. She claims to be 
the offspring of a dragon, but 
Hiro doesn't quite believe her. 
Like another little dragon, she has 
a bad ha bit of .speaking her mind 
at the wrong time. Sootter or l.1tcr, 
this little wisecracker's bound to get 

L,....; H iro into a lot of trouble ... 



~-.-,c:c _ .. CAST OF CH/Ul4CTERS -_....,_,::r __ , · 

Gwyn is an aging «Jwlar who drea ms about making 
his mark in the world o( archaeology before he 

dies. He'.s devoted his entire li(e to the study 
o( the Blue Tower and similar ruin s, and has 

become a notable expert. He'.s taught Hiro and 
Ruby how to explore t!te ancient ruin s near his 
home, though he's warned tl, em never to go 
tl,cr e without him. But, will Gwyn's quest for 

fu11 and adventure turn out to be his lastr 

Ronf.u-is rumored to have been a priest for the Goddess Althena. He pos• 
5C55C5 impressive healing powen. When he w.u unable to save his true 
love from an evil spell, he swore he would never use magic again. He now 
spends mos~ o( his time in bars winning people's money. He also tends w 
make decisions 011 a throw o( t!,e dice. His dice, like his charm, seem to be magic, 
became they never let hllll down. He's a womanizer who's always concerned about 
tl,e fuirer sex, and t!,ey're usually all tw happy to return his affections/ 



11 is a fan dancer in the carnival and is highly valued 
r her talents. She is a wmboy with a big-sister complex, 
can be a bit overbearing at times. she tends not to 

op strong relationships with people. However,Jean is an 
extremely talented lighter. T11ose in the Carnival 

CJ say she was trained to light as a child. Unfur-
tunately, her past is going to catch up with . . 

Lemhia Is tlie Junio r Premier of the Magic <ruild of Vane. 
her mother, Miria, she doesn't seem to understand the legacy of the 
great magicians that inhabited this ancient city, and doesn't seem 
lo possess any of their noble qu.alities. Instead, she seems to be a 
very sellish and arrogant girl who'.s only concerned with money. Yet, 
.1t times, she does let people see a softer side. Despite her greedy 
demeanor, her magidskills are extremely powerful. Can Hiro afford to 
have her in his partyr 



This p.art-hum.in, put-be.ast is .i sl.aw1ch supporttr o( tht 4oddess 

Altltena. In (act, White Knigltt Leo is tlte leader o( Althen.is 4u.ird, a 

group o( elite soldiers sworn to protect ,md upltold tltc orders o( tlte 

4oddess. Altl1ena It.as gr,111ted Lord Leo tlte use o( tl1e Dragon.ship 

Destiny. Tlte Destiny allows ltim to n,am freely .around tl1c world 

o( LUNAR to keep Its inhabit.ints safe. His skill as a sword.snw1 

is u11matd1ed by any lrnman. He is searclting fur a Destroyer 

I hat lt.tS come to LUNAR. C.tn Hin, ltelp him fu,d it/ 

Blue M.aster lw111 is tl1e current governor o( Meribia. He looks alter 

nuny o( the towns in the area, keeping tltc111 out of ltarm~ way. He 

l1Js also establisltcd the town o( Hora111 to (urtlter instruct people in 

tlte marti,1,I arts. The people tl,at k11ow Lunn think he is tl1e greatest o( 

tl,e Four Heroes, but lie views hi111sel( as a humble servant to the Goddess, 

at least in public. Some have come to question Lunn's true 111otives. I( only 

tltey knew his seci·ct .... 



Despite his rather ghastly ,1ppe.trance, Slack Wizard 60~11 
claims to have a heart of gold. His 1nagic is without equal 
among ,111y pe=n in the known world. Since he draws upon 

tJ,e power of the SL.ck Dragon for his stre11brtt1 and magical 
if abilities, he lw an endless supply of power. His prim.iry 

goal is to bring the M.lgiul C,uild o(V,111e back to its origi• 
11.ll glory, but in a glorious all-new city he has desib,,ml. He 

spends most of his time in service to the c;oddes.s Altl1c11a, 
but he still finds time to help people develop their magic skills. 
will 6o'l,,an It.we J task for Hiro at tl1e C,uildr 

Red Priestess Mauri, like her brother Leo, is who le-souled in her devotion to tl1e 
l1uddess Altl1ena. By drawing upon the puwer uf the Red Dragun, Mauri is able 
hi carry out her priestly duties for the 4oddess. The peuple find Mauri to be 

very quiet, yet friendly to be aruund. Before bewmi ng une uf the Four Heroes, 
M.rnri was in love with Ron fur. They were to be married , until rate stepped in 

Jnd decided otherwise. Mauri dwse to give up her former way of life in order 
lo serve the Cruddess. Will futc step in again and decide a new future for her7 



Ever since the death of the last drago11111aster, Alex, 

the (i,oddess Althena has not been seen in the land. 
Site is rumored to have locked herselfinslde the walls 

of the holy city of Pentagulia. Despite the world being 
at peace, Altluma is not tl,e same person tl1at many Ir.we 
come to love and respect. In fact, tl1e people are in a 
state of unrest , and the winds of d1a11ge are blowing. 

Many are saying that the bonds of Altl1ena are too oppres• 
sive, while others are wondering how Althena became an 

oppr·essor in the first place. What's happened to her! 

rhis mysterio1t5 stra11ger l.s the leader of the Dragon Kids (also known 
.u the Lostest Boys) of Tabe11's Peak. Becawe of his impressive fighting 
,kill and strong leadership, he'.s earned the respect of hl.s loyal fol ­

lowers. <,ranted, they 're ju.st orphaned children who don't know any 
better, but they need s0111eo11e to look up to, even if it is this guy. Due to 
liis recent raids 011 travelers, he's become a wa11ted outlaw. Fortunately , J1e's 
got a 111aster pL111. Seek l1i111 out; he has 111a11y secrets that will "" doubt .,id 
Hiro in liis quest . 

,_ 



This ghost from tl1e pa.st will emerge from the shadows to forge 
a new alliance. In times pa.st, he fought for the protection 
of tl1e <'ioddess alongside tl1e legendary heroes of that time. 
Since he last appeared on LUNAR, he ha.s mastered a host of 

new magic, making him extremely powerful. He seems to 
be misundersto"d by tl1e pe.,ple of LUNAR. Some believe 
tl,at he is serving the <'ioddess, while otl1ers are convinced 
tl1at he'.s turned to the service of evil. Y"u'II have t" decide 
where his allegiance lies yoursel(. 



J_filSmffi SHIGEMAl'SU, OC!.NIA.1'ti:O 'fltfl'ER 
Irl:I'ERln:EW 

a Who are your lavonte charac­
ters in LUNAR 2? 

A. The most lrnpr,ss/onllb/1 
chlracters In LIIIWl 2 ., 
the main charllctlltS I.JH:la _, 
Hlro. I.JH:la st/II lea.es quit,., 
/mptesslon on ""· It ins, dlt· 
flcult charact,r but also , suc­

Cfl.Sful chlrlctl(, sita I.JH:la Is not the charactw that 
playets play. T1lln/cs to that, although the SCtJlltllfo - dlf· 
flcult with our charactw lldopting human ,mot/on,/ char­
, cterlstlcs, • -, stlll lbl, to succtlld. Lucia contlnu,s 
to leaw,, strong /nflmSlon with m,, Raganllng our 11,ro In 
UMAR 2, Hlro, / IMlted to make him, lltt/1 bit man tlllr· 
.rtln ascomp,ndtoWIWI 1'sheto, Alex. WIWI 1'sAlex, 
/r;rd a som, r,tt,,r transparent charact,r/st/cs. I Wlllflld 
Hfra to hnl , little bit stronger of a p,rsonallty. In that 
rega,d, 1111/lne n suce#dld. The rest of the charactllts 
I ke I.IJfllln,, Jan, Rontlr, ,tc. I enjoyed cratln, time 
charactlfs ,sp,cfal/y IS tor Lllm/111, In Japan, , book ins 
I/ldeplndlntt, publlshld about htJr. I btll/m, that um/111 

a Wirf sucCfl.Sful and nit-known charactar. As 
f111 the charactllts on the _,, sidl , first ""'1 ,,,,. 
IS rtl8d/t, w,nnt flnllllHIS. T1wn _, ,,,.,.,, ,_ m,/or 
enemy charact,rs, but to tlll you the lnlth, ""'1 all become 
,efonn,d at the end of the story. First wllln I stlttrld writ· 
Ing about the _,, characttltS In the -"1 , I ntJWJr 
dreatnld of them becoming ,,,,,,.,_ _ Dllrlnf the procas 

of .,,,_, , I ..,,,,_ .,_,, Md ,-d the question to 
the claract-, "Are,..,,,.,,,., to -- rtlfonnlld?'' 
And, "You did that much twfl, and do yrn, n,a//y be/Im, you 
wl/1 N tor,lffll? " But at the tmd, I did fo,Jln them. 
a What about the rela1Jonsh1p of the characters in LUNAR 2 to 
those 1n LUNAR 1? 

A. Lem/a Is the mother of Mia, In UIIWI 1, and Mirta Is the 
mother of Lamlnl In UIWI 2. IR the Magic Gu/Id, the tnt­
tlltiotl /1 that - IMCClllld the lnl/y . It/$ matliarc/Jal 
soci.t,. 11te..,,,,,., .ti/ Sllt:ceed • the contnlllln, lnlt, 
,,.,,_ and In that IOCll,ty, the man doesn't n,alt, cOUl1t. 
In that world, I think that the only thing that matters Is that ,,,,,., _ _ 
a. What 1s the most important thing that you do when develop­
ing the scenano? 
A. As tor Rl'6 SCMatlos, the most lmpottant thing Is to 
allow the,,.,., to,_ the-- ,-,11,gs • the main char­
.,- ptD/tlctlJd "' the ,.. world. ,,. thing that Is dlf­
,,,,.,,, from ,,,,,,,., ntMls, animations Is that the player 
actlnly /ntrncts with the product. Esp«lal/y In RPS, the 
player ,nd the,,,. char1lcter become un/ttJd together and 
that Is - of tlte _,,, or u,s to llfllklng It, most ,njtly­
,,. .,,._. _ It,,,,.,,,,,,,.., - to_, - that the 
p/llyw don't km touch with the main characters. ni.te., 
sp,clflc tlchn/qua to IIChlnl that, but that Is 
the most,,.,,,,_,,,,.,,_ w 



The game will stan at the Titl e Screen. If there is no save data present 
on the Memory card. New Game will be the only available opti on. 
When there is save data present on the M emory card, then there will be 
rwo available options: New Game and Continue. Each o f these com­
mands are described below. 

NEW GAME~=--=--~-=sz:a-:::::,, 
Start the game. If thi s is the first time that the game is played, or 
to stan from the beginn ing. choose ·'New Game: · Press the O button. 
After the opening animati on is played, the game will stan . 

CONTINUE~::::=lliKll..-~OEx:,c::a~ 
Load a previ ously saved game. After choosing '·Continue:' select 
which Memory card to load the game from: Slot I or Slot 2. Press the 
o bu1ton. A list of save fi les will be displayed. An empty Memory card 
is capable of storing 15 save blocks: each block contains two save files. 
To view other save files. press ll1e LI or RI bunon to scroll through the 
different save blocks. To help differentiate between save fil es. each save 
file will list the following infonnation: current location, Hiro's level, game time. and ll1c Disc number. 

After selecting which save file to load. Press the O button. To confinn the decision to load the 
save file select, .. Yes." Press ll1e O bunon. The game will then load. To cancel. select .. No." 

W Please do 110 1 remove the M emory card during a save or a load. 

--===-~NORMAL MENU~ ~ 
During the game, the Normal menu can be accessed by pressing r----.,._- -:;:;==i=--=-- r-, 
the Select button or the @ bullon. The Normal menu allows magic 
and i tems to be used, weapons and armor to be equipped, a charac­
ter's status to be checked. and system options LO be changed. M ove 
the Directional Buttons to the right or left to switch between menu 
options. The Nonna! menu screen is described below. 

N JRMAL MENU SCREE 

Mll'IDIC ONS 
rhe ~1cnu commands are in 
the form of icons. The four 
icons represent the follow-
111g: Magic. Items, Equip, 
and System. The name of 
the currently selected icon 
wi ll be displayed above the 
icons. 

. r.s ("' 

Current amount of sil ver 
being carr ied by the group. 

Displays the characters who 
are currently in the group, 
and their cun·ent status. The 
status shows the character 's 
name, current level, and the 

c urrent/ maximum ~ 
value of HP and MP. W 



MEfflJ'-===:c:: ic=.=-== 

GIC<:u.::=:::::s::::a::a:=-:::,cz:::::m::::.a,,c:::::::,o:::as-= ~ 

Cast spells to benefit party members. Each of the characters in 
LUNA R has the abiLity to use magic or special skills. When a char­
acter has been selected, the magic or special skill that they have 
learned will be displayed in the form of icons. The key features of 
the Magic screen is described below. 

M..~G!CSCR.Jm'Na.c=.;;;-.:-==-=--::=-=--=azs:m~ 
l)lSY&AYWINDOW 
Src:, s the magic or skills 
that a character has learned 
in the form of icons. 

~WJ,!(JLLNAMB 
Displays 1J1e name of the 
curren1ly selected magic or 
skil l. 

0 

~J\NmtAND COST 
Dc;;;"ribes the range of the 
magic/skill and the number 
of magic points required 10 
use it. 

~AGi WINOOW 
ors;;i'ays a brief description 
of the current ly selected 

lJUtl'Y ,MVBil,JW magic or skil l. 

o"1;tay s the characters w/: 
arc current ly in the group. 
and their currenl s1a1us. 

,. 

Under the Normal menu, magic attacks cannot be used. Only 
magic that aids a character can be used. Before casting a spell. first 
make sure that the character has enough magic points available. I f 
there are not enough magic points they will be unable 10 cast the 
, pell. Note: Only higlt liglt ted icons ca11 be used. 

To cast a spell. first move the cursor to ~elect a character that will 
cast the spell. Press the o button. The magic screen will then 
be displayed. Next. move the cursor to select which spell 10 cast. 

,, -,,,..,._,,, ... Press the O bu11on. 

I f the spell only affects one party member. a cursor wi ll then appear 
around the characters ::u the bo11om of the screen. Move this cursor 
In select which character will receive lhc spell. The cursor can also 
oc moved 10 ~elect the per~on castin g the spell. Once a character 
has been chosen. press 1he O bu11on to cast the spell. 

I f a spell affects the whole party, simply press the O bu11on. The spel l will then be cxc- If!!\. 
cutcd. W 



:rimV.!S SC 

M.Er U=-~~ 
I S...-.=~==--===uo-=-CL...::::..z=~ 

I t em management. The character... share a common inventory in 
which all of the items that have been collected during their journey 
can be used. The maximum number of the same item allowed in the 
inventory is 20 (i.e .. there can only be 20 herbs). TI1e Items screen 
is described below. 

D ID~ 1.lC{ llm1DO I/ --1-- fGID.-. 
• -- -- •-=-::s:::::x:::a,;...,_.,. 

ShO\\S the items that arc in 
the inventory . MNGl1 

Dis;f:iys x:a,\;h~ wiii' ~ 
affected by the item. l~'TO¼tlA1il.E------'-'-1• 

Displaysili~ ~=e of the cur­

llmSSjAGE wmoo v 
1.1111L-==-~li,L- ;J....11,.;;;._:;_.:;_...:.::::...-.1 61;iays bri:f dcscripdon ;f 

rently selected item. 

IA!l1" .l J\GWHDBS 
• ..,, N ere 

Displays the char:.ictcr... who 
arc currently in the group. 
and their current status. 

the currently sclcctcd item. 

Under the Normal menu. certain items cannot be used. Only high­
lighted items that beneli1 a character can be used. Other i tems may 
only be used during combat or other situations. 

To use an item. lirs1 move the cursor 10 select "Items" from the 
Normal menu. Press the 0 buuon. The Items screen will then 
be displayed. Next. move the cun,or to select which item to use . 
Press the 0 buuon. 

If the item only affects one party member. a cursor will then appear 
around the chamcters at the bo11om of the screen. Move this cursor 
10 select which character wi ll use the i tem. Once a churnctcr has 
been chosen, press the 0 buuon 10 use 1he item. 

If a spell affects the whole party, simply press the O bu11on 10 use 
L-~...:......:c:....::= =::..:...-..:::""=~=!!i=!':'!='!.::.J~ the item. • 



~~lf~[!)--=---=--== =-==-= ---==== 
Equip or unequip weapons, protective gear, or items, and view 
a charac ter 's curre nt status. Each character can equip up 10 eight 
different items: one weapon. one annor. one helmet, one shield, two 

;;;a;;=.'m'il accessories, such as rings or channs, and two crests. 

When the Equip screen is opened the charac ter's current s1a1s will 
be displayed in the upper left- hand corner of the scree n (descr ibed 

below). On the right- hand pon ion of the screen . above the pany members· slallls boxes. the char­
acter"~ current level (LV). current experience points (EXP). and the value that the experience points 
must reach in order for the charac ter to reach the next level (NEXT) wi ll be disp layed . 

Chnrac1er·~ al tack po"er. 

~ti'.!!:lCE.l 
,umber or n1111cks. ·n,c number of 
1,mc, 11 ch11rnc1cr can anack con .... -cu• 

.M:Rl!'.17 
Ch;;:;.c lc r=:; ~ speed durin g 
com bu 1. The chamctcn, ill reac1 quicker 
"hen the vulue is higher. 

u,ely dunng one mund of comb.1t. The frt.'<1ucncy lhnl lhc drnrn cter will 
l)filli!J.l:01!. utlnck. Affect, how m:iny umc, 1hc 
~...._-.,.; -=-:--!'-""-"'..._....._ ...... -==-aa- zz. charoc1er will be alln\\ cd to attack during 
C'ha:Uctcr' -.Jclc~sc';, "cr. one round of comb;it, 

Magic Defense. 11,c ability tO defend 
against magic attack<. 

Charn cler·s movement. The distnncc n 
chnrocter can mo,·c during combat, 

C h;;;:;;clcr's ubilil) ' lo do n crilir;;;;n;rr. 
The higher 1he number, the more likely 
1he chnrac1cr will do o critical hit on the 

Chun1clcr's mugic abilit y. The higher enemy. 
the value. the morcc1Tcc1ivc ncharoctcr·, 
magic will be. 

~--=-=z:::.NORMAL MEtfU~e; ----------~•·> 

~{lUIP SCR.EEN-=,...car......;:;,aa~--.c::o--=-•-= _..___......:::,.,,----QM.,:==•~-

mt!W 
Displays the character's cur­
rent stallls. It also displays 
what effect equipping or 
unequipping an item will have 
on the character's status. 

PAR17CMUIBDS 
~ ys the c haracters who 
are currently in the group, 
and their current status. 

C&-U( fflt100W 
D~ays~J;" T,~.;;'; "~Te' 
current ly equ ipped to the 
charac ter. 

Ml~@'i' Vllf-fEUW 
Displays items that can be 
equipped. 

42,_lll!f,JgNt 1~. 
Displays the name of the cur­
rently selected item. 



....:::m,;.7+--~oaii:1::::1,NORMAL MENU~~ 

EQ1JIP (CONTlfflmD)~=--a:::=-:a 
Before equipping an item. it is imponam to see what effect it will 
have on the character·s stats. The character·s stats show two sets of 
numbers: the number on the left displays the current value. while 
the number on the right displays what effect equipping the item 
will have on the character. Numbers wrinen in red leuers show a 
decrease in that stat: however. numbers that arc written in gRC:n let­
ters show an increase in that stat. Remember, it's usually best only 
to equip items that increase a character's status. 

To equip an item. move the cursor to select which party member will 
equip an item. Press the 13 bu non. Next. move the cursor in the Item 
window to select an item. Press the 13 bullon. The item will then be 
placed in the character·s Gear window. 

To unequip an item. move the cursor to select which pany member 
will unequip an item. Press the t'3 button. Next, move the cursor in 
the Gear window to select an item. Press the t3 button. The cursor 
will be placed in the Item window. Move the cursor to a free area. 

and press the E3 button. The item will then be removed and 
W placed in the Equipment window. 

~-=-NORMAL MENU~ll&=-mc:lo 
J&QlJIP (CONTJfflmD)OIIE::E:=--=-.,.,,... 

There are crests that characters can equip to give them different abili­
ties. The crests have the following five attributes: Earth, Fire, Water, 
Thunder. and Wind. Depending on how the crests are equipped, they 
will either benefit the character, or do nothing. It's important to experi­
merit with equippirig different crests together; the results can be very 
beneficial 10 the party. 

For instance, equipping the crests with compatible attributes (such 
,IS combining a crest with the Ea11h anribute with a crest that has either the Thunder or Wind attribute) 
will cause the character 10 increiisc their magic ability. or improve their skills. Some of the benefits of 
equipping crests correctly are: increasing a character stat~ (attack, defense, speed, agility, etc.); allowing 

(rest (l.lmhination 
them 10 lowerthe MP cost for magic: and finding special dragon spells 
(White Dragon Protect, Red Dragon Anger. Blue Drngon Vigor, and 
Black Dragon Griel). When equipping crests, if a message is written 
in ydlow. it means that a new ability ha.,; been found. 

It i~ important 10 remember the following when equipping crests. 
First. combining crests that have the same attributes will cause 
that single a11ribu1e to become more powerful. Second. combining 
crests that have different attributes will either have no effect. or they 
will not combine. Third, by combining specific crests together, a 
new ability will be found. Finally. there are some crests that have 
no power until they are combined with another crest: they will only 

•

Th_ i•- •im- plc- chan __ "'°"' __ •_w_h_ic_h_c_rc_",. be eflcctive under certain circumstances. • nuribu1e,, should ht- •~•mbincd IO have 
a safe oulcumc . 



There are four System commands: Save allows the current oame 
to be saved; Load displayed previously saved games that c;n be 
loaded; Tactics allows baule tactics to be confi rmed: and Options 
allows ccnai n game settings 10 be configured. These options will 
be discussed below and on the followi ng pages. ~ ;:;;~l!:?iL'i~~ 

can be located. 

BArn.~----~ic::::.::m~-...:;~-=--:::, 

Save the game. To quickly access the save menu. press the START 
bunon. In order to save the game, first choose which location the 
Memory card is in: Slot l or Slot 2. Pl'Clo~ ll1e O bunon. The Save 
screen will then be displayed. The Save screen is divided into two 

~----- .... ~ • areas: the top area display~ two save locations, and the bouom area 
displays in which save block the saves arc located. There arc 15 
save blocks, each block contai ning two save files, in which saves 

To swi tch between save blocks. press the LI or RI buuon. 

Once a location has been decided on. pres~ the o buuon. To con ti rm 
the decision to save the game, select ··ves:· Press the o buuon. The 

game wi ll then be saved. To cancel, select "No." The game will not 
be saved. Please do 110 1 remove the Memory card durillg a save or 
oaload. 

--=:~m:z::o.r ORMAL .MENU~--m:c:s, 

Ul._410=~~=--~_..,~-
Load a previously saved game. To load a game, first choose 
which locati on the M emory card is in: Slot 1 or Slot 2. Press 
the o buuon. The Load screen wi ll then be displayed. The Load 
screen is divided into two areas: the Lop area display s two save 
location s, and the bouom area displays in which save block the 

\ aves are located. There are 15 save blocks, each block containing II!.~:::!!~~ !:!!:::!!:~~~~ 
two save files, in which saves can be located. To switch between 
, ave blocks. press the LI or RI bull on. 

To help differentiate between ll1e different saves, each save will l ist 
the following information: location. Hiro's current level, game 
time, and which Disc was in use. Once a save data file has been 
selected, press the+:! buuon. To confim1 the decision to load the game, 
select "Yes." Press the +:l buuon. The game wi ll then be loaded. 
To cancel. select "No." Please do not r emove the Memory card 



Set attack formation and set battle tactics. There are two pan s 
to the Tactics oplion: Order which allows the formation o f the 
characters to be changed (described below) : and Tactics which 
allows battle taclics to be assigned to a character (described on the 
following page). The Tactics screen is div ided into two sections: 
the middl e of the screen shows the Order w indow. and the right of 
the screen displays the current setup for the three tactic options. 

OI©D."A::m::=----=--~-==~ 
Change attack formation . When choosing a formation for the char­
acters it is best 10 keep the strongest char-.1c1ers toward the front, while 
keeping the weaker chamcters in the back. This way the enemy will 
generally anack the stronger characters in the front whil e leaving the 
others alone. 

To change the order of the cl1arac1ers, choose Order from the Tactics 
menu. Press the 0 bunon. An arrow will be displayed over the charac­
ter that is ready to be moved. Use the Dircclional buttons to move the 
character to a new location. Once the character has been moved, or if 
the character is to remain in that location, press the 0 button. The next 
character will then be selected. Continue moving all of the characters 

unti l they arc in the desired location. A fter the last character 
W has been moved, press the 0 buuon 10 finalize the scttmgs. 

TACTJCSa:a:::=:a:::=---=-=-~-== 
Set battle tactics. The Tactics screen is used 10 program how a 
character reacts durin g one round of combat. The party can con­
figure up 10 three different predefined combat strategies, labeled as 
Acts on the screen. The Tactics screen is divided into two areas: 
the top portion o f the screen displays the different acts, or tactics, 
that the character is programmed to perform, and the left side of 
the screen wi ll display the characters in the party . 

To create an effective tactical system. carry out the foll owin g com­
mands. First, move the cursor to select whi ch tactic to set up: 
Tactic l , Tactic 2. or Tactic 3. Press the 0 buuon. Once a tactic 
has been chosen. it is time to decide how a character will react 
durin g the battle. There are four combat icons to choose from: 
Attack. Magic. Items, Defend. These icons will be described 
below. 

El ~;~rrnr.; k.~ A selected i tem wi ll be u,cd 
during 1he buu lc. h1 ,mack 1hc close,, enemy. 

lr.:li .tll.A'G1C 
The charac1er will use a selected 
magic during combat. 

rnftl P.EFiLND 
llill ·n 1e chnrnc1cr will 1ry 10 defend 

him;e lrther;elf aguin,t 1.hc cnc­
my·s mrnck. 



NORMAL MENU_ 
TACTICS (CONTINUED)~=-=--
To decide how a charac1er should reacl during banle, move the 
cursor 10 selecl an icon. A fter !heir action has been selected, press 
the 0 bunon. The character will then carry out that command. The 
next member in the pany will then be selected. I f it is necessary to 
change a charac1er·s tactic, press the e button to selecl the previous 
charac1er. 

If Magic is selected, all of the spells a characler has memorized 
will be displayed. M ove the cursor 10 selecl the desired spell. 
Press the Cl bull on. The characler wi ll lhen cast 1he spell durin g 
combat. Note: 011ce tl,e cl,aracter's MP is depleted, tl,eir tactic 
d11ri11g combat will default to A/lack. 

I f Items is selected, all of the ilems in the invenlor y will be 
displayed. Next. move l he cursor to selecl the item. Press the 

button. The charncter will then use thal i1cm for themselves 
during combat. Remember, only i tems lhal are highlighted can be 

selected. Note: Once all of the items are depleted, tl,e 
W cl,aracter will then Attack. 

ORMAL MEfflJea=::ao~ 
mcncs cooN7'JfflJED)~=--=-=-=--=:;s;;,- ~ -=-=-
There arc times when charac1ers will not execute the tactical options lhat have been selected. Thi s 
is usuall y due 10 the fact that the character doesn' l have enough MP or items to carry oul lhe speci­
fied action. Before combal begins, make sure each charac1er has enough MP or i1ems to carry out 
1heir programmed taclic. 

Change game settings. All ows the foll owing game settings to be 
changed: Vibration, Window Style. Window Color, and Spell 
Names. These options are described below. 

vmMTION WllNOOW S".nU &'fll.U NAM:ma 
~r;;;:- dcactivate vibra lion' Cl~c lhe backg..-ound for the

0 

for the DUALS HOCK™ analog text and menu boxes. There arc 
controller. There arc three scnings: two options: Solid , 10 have a solid 
O n. the vibration will always be color in the windows: and Clear. to 
active: Off, there will be no vibra- have the box remain translucent 
lion: and Auto , 10 be able 10 !Um 

on or off the vibrmion by using the 
Analog Mode Switch on the con­
troller. 

Displays the names of the magic 
spells on the Combat screen. Select 
"On" 10 display the names. or "00" ' 
to tum off 01c display. 

"1ti.OOW COLOR ~~mines if the ch11n1clcr voices 
a:;;;ge li~olo r r;.:-;:r-a~d1 

willbehearddurin gCombat . Sclc<.1 
menu boxes. There an: five colors "On" to hear the chamctcr CD 
10 choose from: t=blae: 2=peen: V()ices, or "OIT' 10 have no . 
J=red; 4-~ . and s~. voices during ~-ombal. 
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a. What role do you feel that 
music plays in the game? 

A. Music gives grandtur to 
the gam,; without It, It Is 
bleak. Th, music In th, pm, 
exprns th, feellngs or emo­
tions. I bell,ve that th, game 

.__ ..... .___.~:L.... --l Is som,what symbollc and 

less compl11r as compartd to movies that can ,rpress 
more emotions becauu there Is a mar, compl11t11 rlsual 
r,pres,ntatlon. I shouldn't b11 going on too long on this 
topic. I think that du11 to the fact that the gam, Is more 

symbollc, w11 can lit the audlenc11 r,late bett,r to the 
1ame with th11 uu of music. 

0 How did you approach working on LUNAR 2 as com­
pared With LUNAR 1? 

A. Baslca//y, WI now f11lt that In LUNAR 2, that WI 

could conceive th11 world of LUNAR with mor, clarity. In 
LUNAR 1, WII were b11/ng Introduced to the sub/11ct. Th11 
backsld11 of the sc11narlo In LUNAR 1, or th, trratm11nt 
of the characters In LUNAR 1 were not dlstlngulsh11d as 
unlqu11. In LUNAR 2, It has lmpror11d and th11 characttlfS 
har11 mor11 d11pth. Thi scenario Itself was IJllll11d about 
and th11 mus/ca/ cont11nt lnftu11nc11d th, game's d1r11lop­
ment. This was only posslb/1 becaun of th11 lntroduc­
tlon we had by doing LUIIAR 1. So aft,r LIJIIAR 1, WI 

could reft11ct and think about what the Lll#AR world had 

come to mean to us all. S.Cauu of that, In LIINAR 2, 
WI nre bettllf In achl11rlng our cnatlre goals. 

0. Did you change the way you composed the music tor 
LUNAR2? 

A. Men .., -. wwlilng on WIIAR 1, I lffllt. IIWISic tor 
ft also. About four music wrftltS WM! ltw0/ml, but to, 

LUNAR 2 only Mr. lwadart1 wrote the music. For UJIIAR 2, 
I wan'1Jd to be the SOlllltl fllO(Jucer. TIie main ntaSt111 to, 

thJs was that I wan'1Jd a certain canslsb:nt.1 thrrlughout the 
,,.,. . TIie way .., "'"' COffflOS/ng beftn LUNAR 2, was 
to do the WM' at the time .. fllCll/ml the request from the 
,,.,. designers who -. getting some of their Ideas from 

Hollywood tn,11 morles. TlleJ ofttln wan'1Jd similar sauntJ 
as was heard In flOPlllar morles at that time. In UJIIAR 2, 
ho-, erw-,t,o,Jy nnW a,,.,. that was original from 
the start. Our challllnge therrlfore was to produce music 
with a high ,,.,,,. of orlglnallty. And so -. d«hltld to 
!me only ,_ COlllpDSllr wwll on the project. Also, .., 

ll«hltld to reduct the number of lnstnlmlnts USt1d In the 
IIIUllc "wrote. lnstad of using a variety of Instruments, 
.., thought using,,.., /nstnlmlnfs might WM' bettllr. TIie 

strlllf pJayt,r do not ,tap the rarlatlon, but It's - way of 
COffflOSi»g, ..,. MlilJII I do my mask, I ,_, that way 
too. For uanr,w, Mr. ,-,,,, , can produce a wltll variety 
of IIIUllc but on Mis projtlct, hi focUStld on a nar-
roww trllSlcal theme. Within that focus, n trlttd 
to IIChltwe ow put'flO# . \,i,1 



When exploring certain areas in the game. the characters will come 
face-co-face with some of the most gruesome beasts ever seen. The 
only way to successfully defeat these creatures is 10 master the 
Combat menu. Take the time to become familiar with it ; other­
wise. it's just sad to walk home cryin g all alone. It really doesn't 
make one a hero, just a pathetic loser. 

=rt:' Co.;~t menu is J;'; 
in tlte fonn of icons. The 
four icons represent the fol­
lowing: Control. AI. Tactics, 
and Run. 

r:a 

fflmll'WINDOW 
Lists the name(s) of the 
monster(s) and the number 
that are auacking. 

IPAllnt STAT\lS 
L....t......S,L.wilU~liiiio-- ---.:::i• o:;:;ys the characters who 

arc currently in the group, 

CD 
and their current stacus. The 
status shows the character's 
name, current level. and the 
current value of HP and MP. 

I =••lTT ----COMBAT MEIW=-- --­
C~!&CK ".fHE CHARA.CT.&R'S S'D\TIJ3e---... -

• 

• 

It is necessary to watch the character's sta!Us during combat 
10 see how well they are doing. There are four colors, peen. 
wlhn, orange. and reel that represent the current status of a 1-__;.;.:.::~--1- ......:::..;:._:;.::...---, 

character's HP or MP. Consult the box to the right for the HP or MP 
Red 24-0 

percentage values for each color. 

CHANGES IN THE CBJUtAttER"S STATUS-=-= 
Since the majorit y of the enemies have the abilit y to cast magic spell s. one of the party members is 
bound to get nailed. A character's status can be in one of the following conditions: Good, Poison. 
Confuse, Sleep, Mute, Par alyze, or Faint. 

ia -,c:::,cai ..a_.._ 

ii ti~~a.::ica~c:;nm:;:c:::itilcrll!~i:is il:po:11Ji•so11n11ed=.=th•e1:1ir•H.,P""w"""i11"'gr-=ad•u•a111w1y 

decrease during combat. 

II r;i~;i;~.::. 

attack anyone within mngc. 

IU) 
11,c chnmctcr will be unable to carry out com­
mands. After being attacked, they will awaken. 

•
HVXB 
t:e::wr:::: ... a rftt -* 
TI1c ch3mcter has been silenced 311d is unable w 
utter n magic ;pell. 

• ~~~~;:iiicli;,;1n;::m:5:Viitcii~iiw~il:iiil 

heal them. 

JrAl'rlfT 
09E'Pt --- - r::::w,;JiWWi : ft sftl - I Gone, cnmatO!>C. dead. wn.sted The clwroctcr i, 
usclcs\ until they're resurrected. 



~=~==-COMBAT Mm\T U ......:::...·+ ~:Flll.A.-ft-- ==• 

CHANG&, IN T2m CHA,.l\.4C!filt'g S'nt.fUZ (tvr11·mo@)-
when there are changes to a character 's status during a ba11le, a number wi ll appear next to them 
showing the effec t on the character. The number will be color coded and have the foll owing effect 
on the charncter. 

[!]wmn 
a:a=::r:t ::::=::-c:re 
This displays damage 10 a charnc1er"s HP. 

I . , en--

II a cri1ical hi1 10 1hc chnrac,; ;, ~· ,.f:.;--,,,:::,~.;;~;:.,:;N:,1hc:iraGaicha~i:rn:11c•1e""r·s""a"'1"'1a"'ck=· pow,..,._c.,_;..,,,._a.c~-.... tt 

abilicfos. 

~ ge done =;;;e~ hi'rac1er ha, ": 11] ,._f:•;~==-a~:..:~::.:;.,.c'""c1h'"!""uc- 1c"",s""d"'c=re•n=se•.m:::1:oaw'""' __ ...,;;, 
~pccinl i1em 10 ward off an anack. 

Slt!WBOLS= ... ..,..,,""---"'-,------=.......:::•::,e;;ww;-.;::::,....,. ________ -=~ 
The monsters have been color coded 10 show how effective the selected a11ack or magic will be on them. 
The colors are as follows: red (displays an "'X '" over the enemy), DIV. and green (displays an "O" over 
the enemy). The effccL~ that these colors will have during an auack is described below. 

a.'ti.D (Tl 
B; d._ Wl,c: :: an nnac~ or m; c-;,1=::: y

1 [d 
1ha1 " rod. Ilic anack will only cause min1mnl 
damage. Try using a difTcrcnl unack or magic 
•£otnsi 1hc enemy. 

- ----=COr~UlAT MENlJ~-==-== 
:BA'I1"f J( ,J:1, s .t~XM,OLS !-CO~ilJl;ID) --·•==c:.::::m-.:,l!!ll!EOC:s:::m:::--=e:::> 

Inc battlefield itself is capable of having its own attribute. There are five attributes: Earth, Wind, Fire, 
Water, and Thunder. When these symbols are displayed during the battle, tl1e battlefield w ill have an attri ­
bute. By using the opposite attribute ( for instance, if the attribute is fi re, use a water spell), the charncter 's 
11Lack will be great. In contrast, the same attribute will cause only minimal damage. 

II £..41t' r1!.r IOI 
Wi;;,; figh1T.;7o~ a bunlcficld wi1i;1hc

2

e:::w;-;;ri~ Eli.I 
bute, u..e Thu nder and Wind magic, . 

When liglning on a banleficld wf1h ;h~ ;;;;;;-;:;:r,r: 
bu1c. u<e Water and Wind magics. 

,tii=;;;;"figh1;,;'on a baulcfield wi1h 1hc Wn1er anri.' 
blue, u<e Thunder and Fire magics. 

Wi1en fighJng nn n baulcficld wi1hilic~;r · 
1111ribu1c. u,c Eunh or Wmcr magics. 

ru =ra=--_,,,..,...,.ac:.---•s:r::-cs:r::-c-..,=.::r %11..._.. __ ~,.;;::;;:altlCC!::--=""--'l:r-:=:l> !> 

Artifici al Intelligence. The computer will decide how all of the 
characters will react durin g ba11le. Once A l has been activated, 
the characters will baule vigorously unti l the ball le is either won 
or lost. The A l icon will appear in the lower right hand corner 
until the battle is fin ished or A l is cancelled. To cancel 
A l , simp ly press the e button. After the current round of lf!i. 
combat. the Combat menu will be di splayed. W 



...,.;;::.y; ----=-=~=CO.wtlBAT MEl tU---=•• --==-0
...,,,.. ...... =====»=-• 

CD 

COi.'f_'RCJL ....... I¼ :.--.=- ...... --=~~-......,,--- ..... 
Select combat commands. This opti on allows command options 
to be selected for each individual party member. Each character 
can choose from the following four commands: Attack. Magic. 
Items. or Defend. These opti ons are described below. 

ci:t'l.~c« • • , =--- iWSt : 
Durin g combal, lhe char-dcler ,.;u use their 
"eapon 10 lry lo oblileralc U1e enem y. Af1cr 
choosing Anack. move 1hc cursor on lhc screen 10 
selec1 which enemy will n.'Ceive the brunt of 1hc 
a.,sauh. Pre!.< lhe Cl buuon. The chnrac1er \\ ill 
1111.ick the enemy. 

l!'~ l~lll \j';e item..; du;f:.gC::bal. Aflcr M!1::'7rn;'rh~• 
hem, ,con from the Control menu. 1he 11cm, in 1hc 
uwentory will be d"plnyed Mo\'C 1hc cur<0r 10 
sclcc1 an i1cm. Pre« 1hc Cl buuon. Once combai 
begin,. the item will be used. 11cm, that :in: not 
highliglned c a111101 be used. 

from the Command menu. n li;i of a 
chamctcr ha; learned will be di,playcd . Move the 
cu= r 10 ,elecl a mag,c or skill. Press the •'.:! buuo n. 
Next. choose who 10 cast the ,pell on. friend or foe. 
Pres, 1he Cl bunon. Once comba1 begins. 1he char• 
actcr will c:t<t the spell. 

Defend icon. an apparit ion will appear . Move 1he 
apparition 10 n snfe loca111111 o n the screen. Pre.-< 
the C, bunon . Once combm begin<. 1hc chamclcr 
will !hen mun: 10 that loca11on. 

-=1t =----===== ~7"':f' Pi t\« ~ _SP f '1\,B}E"[ ·rtir-= => 'l:-.., V _,;t.J.£::,1'\._ .lV~- l:J 

1''4Cri'JC$ .. =-- ·-:u - • 
Battle Strat egics. Use strategies that can be set up under the 
System menu. There are three tactical icons, as well as the Record 
icon. To use a tactic. select which tactic to use by moving the 
cursor 10 the desired Lactic. Press the 0 button. The character will 
then perform their assigned tactics. After the tactics are carried out 
the Tactics menu will once again be displayed. The tactical option 
lasts only for ONE round of combat. 

the Record icon is selected. the character's last attacks that were 
,ucd by means of the Control menu will be displayed. To assign 

111csc to one of the Tactic icons. press the 0 buuon. The three 
1c1ics. will then be displayed. Move the cursor to select whi ch 

I' 1c1ic: Tactic I , Tuctic 2. or Tactic 3. 10 assign the new com-
111ands. Press the ~ buuon. The new commands will be assigned 
10 that tactic. 



Flee from battl e. After selecting thi s command the entire party 
wiU try Lo flee from the attack. However. escape is not always 
possible. I f the party is unable 10 escape, they' ll have to endure 
a round of pummeling before they can fight back. If they do run 
away successfull y, no experience points or silver will be awarded. 

Characters must receive experience points in order to increase their 
levels. If their levels don't increase. their physical strength, skill s. or magical abilities will not increase. 
This will obviously lead 10 their getting a severe buu-whoopin • during the next baule. Of course, nothing 
can compare 10 the many frustrating hours that one would have to endure raising a character 's level in 
order 10 beat a boss. Be wise, don't r1111 away from battles 1111less it is absolutely necessary. 

DMTH-:sc-:s =--• -- r r:w: r • .., ... :W-t 

Game over. If all of 1hc party members are 
killed during combat, the 1i1le screen will 
appear. To avoid unwanted setbacks. save fre­
quently! Nothin g sucks more than having to 
replay a who le section of the game just 10 get 
back 10 where the characters died. Remember, 
save is your only friend. 

. .,.,. 

;w.;..::)• ===-=--n~=-COMMT MENUr.a=:=;:~i=:::llo 

l VOIDING BA.lTL'fi®====-=.,.,,.,,,.,.-
s11r int to safety. Sometime s it 's important to run from the ene­
mies 10 avoid entering a battle. To run from a monster, press the ® 
,uuon. Hiro will only be allowed 10 run for a few seconds before 
, • returns to normal wal king speed. After his run, a few seconds 
• ill need 10 pass before he is allowed to run again. 

~ OWR HP AND MP'o:;a;:O'.F"'f"C":"::,e:c:::....,.,_. ....... m:::c:.---....::.:o.,• , ---=--=--=~ =>)~• 



roEJNIYJJI! IUB001<A1 AA! Dffi.EC'fOit 
nrrE'"rt' lIEW 

a. t,.:; an artist. how do you feel 
about CG graphics? 

A. Let me see ... ff we do all of 
It with CS alone, due to today's 
/imitations In tscllnology, man, 
of those h8'le an olwfous CS 
look. It looks sorl of cold. TIie 
combination of hand painted 

dlawlng and the cell an things that people an familiar 
with. Therefore, this combination doesn't create an, 
unnecessary negatlre Impact. If we create a bulldlng with 
11 combination of cell and CS, then It kind of looks out of 
pl.1ce. So we an st/// trying to figure out a better method of 
1•tlllzing CS, and another factor Is that CG takes too long to 
ueate. It simply takes too long of time for modeling, etc., 
lfld that remains a real problem. 

:> How did you go about creating Lemina? 

A In my mind, I thought of Lemlna as Mia's offspring. I 
thought that using the same character could contribute 
to the fan's Interest, and I thought that by changing the 
color of the hair or even clothing, that I could create a 
different effect. However, as I continued to make draw• 
lngs, I felt that the drawings of Mia didn't flt the char­
,cler of Lemlna. This character Is more cheerful, SD I 
attached a big ribbon around the hip. I wanted to make 
the color of the clothes as black, and when using black, 
I thought that maybe blond would go good with black. 

a. Where does your inspiration come from for creating the 
world of LUNAR? 

A. 111/s Is a set up for Lucia to take a bath for the first time. 
As for Image, this Is based on a model of a Roman public 
bath ,mm thought I hawln't personally seen one, but I had 
an Idea from my lanlng that they exlstsd like this. If we 
didn't do this rlgllt, It cauld look like a commercial secular 
Japanese type of bath. I tried to avoid that and make It 
loolc like a more luxurious SBltlng. If It wen, only a two 
-dlmenslonal drawing a/ONI It would blnk, so I tried to use 
a lighting effect to create a certain mode. 111/s part/cul• 
drawing did not appew on the scn,en, but/ Imagined It with 
the hot water coming DIii at this location. So ,au see, I 
rather use my Imagination fr#/y. Another drawing was of 
a Do-Jo for the c/lanJCtar known as Jean. I tried to create 
somewllat In the style of the Japanese Do-Jo but compared 
to regular Japanese Do-Jos, I_,,.,, It too look somewllat 
exotic, like with the fllwor of the Ainu. Usually when we 
say, ' 'Do-Jo", ,,.,,,,1e think of the typical Japanese Do-Jo 
anti In on/er to create a difference, I made the windows In 
a trtangu/at shape for example. 11lese columns n natu· 
rally shaped In a tom, that Is not entl,e/y straight. Since 
the time of ancient Japan, /Ike Asulca, we hare tradition­
ally used natural wood for the structures. I felt there might 
be some connection NtwHn these ancient stmcturBs and 
Kenpo (way of sword wt}, as I lnfllrpreted It. 



~I½ =~""1:::lllli:i~,C-.s OPSa=_...,,,===-=--~ 
As Hiro and his party journey to new and exciting lands. make sure to visit all of the many towns 
and vi llages along Lhe way. Upon arriving in a new town, make it a habit to visit the local shops 
to upgrade weapons. protective gear, or items. Lf funds are becoming low. sell the characters' 
unwanted equipment for some cold hard silver. Then use Lhat silver to invest in the latest and great­
est weapons and protective gear. Doin g so will make them more effective durin g combat. Don' t 
forget Lo stock up on items. Items are essential in keeping the characters in good health during 
their journeys. There are four option s in the Shop menu: Buy, Sell. Equip , and Exit. 

SHOP MENU &ClmEN==--=i-=--=~-==:::s:si 

Di splays weapons. protec­
tive gear. or items that are 
for sale. A lso l isted in this 
window will be the item 's 
name. price. and a brief 
description of the i tem. 

Th;'four Shop menu ico:' 
represent the following: Buy, 
Sell, Ec1uip. and Exit. 

A mount o f money the party 
has collected. 

ZQ't.i'Y MEMBut..'IU 
Displays characters in the 
party. I f the character's face 
is highli ghted. they ca11 use 
or equip the item. If there 
faces arc dark. they ca111wt 
use or equip that item. 

~--~=--=::a..-=-a:=-SHOPSl:lilC: I• ~-==-=~·-·-=-

Purchase goods. After selecting " Buy" from the menu, move the 
cursor in the 11cm window to select somelhing to purchase. Press 
the Cl button. When buyi ng weapons or armor, highlight the char­
,1cters to see how Lheir statistics are affected. 

fiffitiH • : • 

Next. a decision must be made on how many items to purchase. 
The number of items that can be purchased is based on their cost, 
and on the amount of silver that the party has acquired. Use the 
up and down Directional buttons to select the quanti ty to purchase. 
Press the Cl bu11on. The item(s) will be purchased and placed in 

L...;#!,~ a!II inventory. 

There are a couple of things to remember when purchasing weapons. armor. 
and items. First, if an i tem is not highlighted, the characters do not have 
enough sil ver to purchase it. Second, if a character is not highlighted. they 
arc unable to equip that weapon or protective gear. Finall y, it 's usuall y a 
good idea 10 check 10 see what a character has equipped so that the same 

1 

item isn't purchased for them. This will save both time and money. CD 



=--===~===-=-== S: 0 S ...i,;;::...._:::::::::::::c:mc:::::::m::=.as=-

Sell Goods. Befo re selling an item. remember that most items will 
be sold at hal f their purchase price. To sell an item. select ··se11:· 
Press the O buuon. Nex t. move the cursor to select an item to sell. 
Press the O button. lf there is more than one o f the curre111 item 

in inventory, use the up or down Directional buuons to increase or 1.-~~~r!..~~~­
dccrease the number of items to sell. Once a decision has been 11:...=:=~~~~:.. 
made. press the O button. The item(s) will be sold and removed 
from the inventory. M ake sure not to sell an item that may be needed later. Nole: Some ilems 
ca1111ot be sold. 

n~mP~+ -
- Equip or unequip weapons, protect ive gear, or items. Before 

equippin g an item, it is important to see what effect it will have on 
the character's stats. The charactcr·s stats show 1wo sets o f numbers: 
the number on the left displays the current value; while the number 

-_-..=aa.=- on the right displays what effect equippin g the item will have on the 
character. N umbers writt en in red letters show a decrease in that stat; 

o:..:...--===--===-
how c v c r, numbers that are written in green letters show an increase 

in that stat. Remember, it's 11s11ally best 011/y to equip items that increase a clwra cler 's stah1s. 

----
~~tmP (com·~).. =---
To equip an item, move the cursor to select which party member will 
equip an i tem. Press the O button. Next. move the cursor in the Item 
window to select an item. Press the O button. The i tem will then be 
placed in the character 's Gear window. 

fo unequip an item, move the cursor to select which party member will unequip an item. Press the 0 
hu11011. Next, move the cursor in the Gear window to select an item. Press the O button. The cursor 
w ill be placed in the Item window . Move the cursor to a free area. and press the O button. The item 

" ill then be removed and placed in the Equipment window. 

Exi ts the Shop screen and returns t he player to the game. 



BOOMUAN'G 
Thi s aerodynamic projec1ile 
rc1um, 10 its user afler being 
1hrown a1 (and hopefull y s1rik­
ing) an enemy. TI1e Boomerang 
i; Hiro·s weapon of choice. 

MACE 
I¼::-+ 

Dc., igncd wiLh close combm in 
mind. 1hi> blunl weapon i, 
extremely c1Tcc1ive ai pummeling 
your unfortuna1c opponcn1, i1110 
dripping mush. 

RAZOltPAN 
l11is fan is cons1ruc1cd entirel y 
o f , harp blades. whi ch makes ii 
as dangerous for i1s user a., for i1, 
in1endcd 1arge1. Only Jean has 
1he skill and dex1eri1y 10 use 1he 
Rawr Fan wi1hou1 losing any o f 
her fingers in 1he process. 

WEAPONS, ARMOR & ITEM.S---

nm.. 
~ es on this mons1rous 
weapon are designed 10 innic1 
maximum damage on oppo­
nents by piercing vital organs. 

IRONFAN 

TI1is magical blade coniains a 
fragmem of 1hc power of the God­
dess Al1hena. It 's also one of 1he 
mosl c1Tec1ive wc.1pons a warri or 
can use ... if you can find i1. 

The mcial finger, on 1his deadly 
d~vice hook imo an enemy's flesh 
and gr:uc 1hrough him l ike a bric k 
of cheese. Jean is especiall y deadly 
w i1h 1hi:, weapon in her arsenul. 



17,is regal annor provides 
,uperiordefen,ive pro1cc1ion 
from enemy attacks. 

This bcau1iful helme1 keeps 
it, wearer from ,uffering 
blum trauma 10 the head. 

This cranium cloth wi ll 
incrca;c the Magic Endumnce 
of 1hc wearer. as well as make 
a ,1unning f.tshion ,1,ucmcn1. 

WEAPONS, AIU)6-0R & rrms~ 

&NAll:G?. RING 
'7¼ 
Th is rcp1ilian b;md incrcaM:s 
onc·s abi l i1y 10 avoid enemy 
a11acks. 

This magical garment was 
sewn 1ogc1hcr wi1h 1he 1hread 
of holy si lkw onns. 

ANGEi.BING 
l11is tiny piece o f jewelry is one 
of the mos1 valuable items in 
the game. I f equipped, ii will 
revive it~ wearer from a faint, 
and rcsiorc their Hi1 Poims. 

Made from a special alloy 
enriched wi th magic. 



WC!Jfi PENDANT 
This pendant is worn by 
Lucia. 1hc my,1erious visitor 
from lhe Blue Siar. 

mYUrJNGNUT 
111b delicious. nu1ritious nut 
invigormcs anyone who 
ingcsi, i1. 

BO!XWATD 
TuR°"1onic contains special 
propertic, 1hm can cure 
afnic ted ;.outs of almost any 
comli1ion. 

This herb i, an inexpensi ve 
way 10 heal small amounts 

1 of lost Hi1 Points. 

CJ¼ 
Thi;. magical i1cm perfonn, 
1he same function a, 1hc 
White Dragon Wing,. but 
disappear, aflcr being used. 

I >1in~ing the liquid within ~,is 
holy vessel dispels all di,abili­
uc, and gcnemlly ju,1 makes 
) ou feel good a II over. 

\vmft DIAOON WINGS 
These wings have los1 some of 1heir 
power over the years. bul they can s1ill 
trans1X>rt characters ou1 of dungeons. 

These precious i1ems can 
revive unconscious party 
members during combnl. 

$D.WRUGHT 
Silver Lights c;tn restore 
huge amounts of' lost Magic 
Points. 1-lowcvcr. they an.: 
very hard to fincl. and all but 
impossible 10 purchase. 
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LUNAR is a world filled with magic. With all of the many differ­
ent branches of magic. Hiro and his companions arc each adapted 
10 a cenain field of magic. For instance. Jean's magic is mainly 
offensive, while Ronfar' s magic is used for healing. Magic abili­
ties will increase and some magic will change into more advanced 
magic as levels are gained. The following pages will preview 
some of the magic available for each character. 

Magic EfTect: Only affects the selected ally. 

Name: One Ally. Abbreviation: I A 
8ich characlcr"s 
magic ha~ an 
cffccthc ru.ngc. 
A magic m,gln .,. A .:. Magic EfTect: Affects all of the allies in the pany. 

affect J"" one .:. lJ. Name: All Allies. Abbrevia1ion: AA 
character/ 
enemy. or ....,,. A&. 

0 
Magic EfTect: Affec1s only the ulli~ that are in a selected area. 

<ml ehnr.ic1cr-l .. /J. Name: Ally Zone. Abbreviation: AZ 
cncmie\ T1le 
chrutiuiherighl lJ.:. Magic Effect: Only benefit~ the person ca.ting the spell. 

" • ~cy 10 tl1e .:. :. Name: One·s Self. Abbreviation: OS 
r.tn,gc now.Hon, 1~-=-----~:.;;;;,;_==;,.;;.~=---~:--:-- d*',_ ___________ -1 
(lubclcd"' .. R'") lJ. Magic EfTcct: Affects only the selecte ,oe. 
found m the fol• lJ. .:. Name: One Enemy. Abbreviation: IE 
10"mgchart.,. i1,...;;,. ___ c_,j,;..M,;.a_g,;.ic;_·E.;.· fli""e-c-t-:1-\ ""fli'"ec-~-,,-c,-·e-ry- ,,~in-g~lc- c- ,-1e'"'n'"1y- o-n-.th-e":"b-a-t1:-lc~li~c:-ld:-.------"1 

0 
Name: All Enemies. Abbreviation: AE 

Magic Effect: Enemies located in a selected area will be affected. 

Name: Enemy Zone. Abbrevimion: EZ 

0 
Magic Effect: Affec ts only the enemic.~ that arc in the line of ti re. 

Name: Single Linc. Abbreviation: SL 

.....:::.--,;,___,:,,-=-----=- ;:;,...._.- ..,. ,,.._,-MA.CIC .....,.e;;:r ......... , --.----------~- ....... ---- - -

fl 
!~livers a whack ~ 
und comes back. 
I hro stans the • • 
game with this spell. 

Today·s forecast: 
one big ol ' 
cyclone. 

l-liro increases his 
__,,._ .,..... own Agil ity, so he 

can auack the 
/ icky-poo monsters before they 

L...~ - ------.. auack him. 

A double-dose of 
Hying wood. and 
a more powerful • • • 
version of the Boomerang 
auack. L..;;.;..u:..- •1111111•• 

TKMPllff 
Ain 't no calm 
before this storm. 
A more powerful 

version of the Squall spell. 

WJ>maa.o~m ,. 
A 0urry of furi­
ous funnels, and 
a more powerful • • • 
version of the Vonex. 
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K>ESWOB.D 
o:a:::::r ==== 
Hiro hops high ~ 
and hits hard. Hiro 
will use this atwck • • • 
many. many Lime,, during ~,e 
course or the game. L.Jl~.:.aI.-----' 

l~ON svmm> 
Hiro docs the or dash-and-slash. 

• • Ideal ror when 
your roolish roo- are in a parade 

ffl!U.M!SWOm> 
Hiro lets rip with ~ 
a wind bomb. 
{lnscn your favor- • ' • 
ite Hatulence j oke here.) 

rom,ation. c::=-------' 

r:z.e-= 
Three strikes and ~ 
the enemy's out. 
Supremely u-,crul • 1 • 

again;,t bosses. 

Miro unleashes the 
bang and blasts a 
group or enemies. 

....;=-...;;;.:,-=i,,,a;.,..:v,,:a:a.===· ,,, __ bMGI C ...:::;c. • .....=...:, ....... , .......... ._ r:::::::::zr:r::::::::::a:.-:r ........ • • ---

~UTAN¥ 
One party ~ 
member receivcs 
1 Swedish deep- • • • 
tI,sue mm,sagc. No. actually. it 
1u, I restores HP. 

Decreases the tar-
geted enemy's 
Derense rating. 

Very handy .igainst a ccnain very 
IL......l--"iliilioollli....:::..:,.__J na.sty boss. 

= 
All party members~ 
are blissrul arter 
Gwyn'!, blessing. • • • ' 
which restore; HP. 

Dt.'Crea.ses the tar­
geted enemy's 
mmck rating. Also 

very handy against a cenain very 
L L..f.....2; i6lllilliiilid nasty boss. 





MOfflDANG!. 
Po1en1 poison ~ 
anack upon a 
single enemy. • • • 

- Sends 1he 1argc1cd 

enemy 10 
dreamland for an 

cx1endcd vaca1ion. 

An enemy-par- ~ 
alr1ing , upcr• • • 
, ung. 

The 1argct 
becomes drunk 
wi1h lus1 (and 

confused. occasionall y :111ack­
ing his fellow mons1ers). 

So preuy. yet so ~ 
poisonous for a 
group of unfonu- • • • 
nalc enemies. 

D~DANa1. 
- ~

76

- Causes a group of 
enemies 10 1ake 

• ' • power naps. 

Ciob-smacks a ~ 
••roup of enemies. 
f"Gob-s mackcd·· • • 
" a Bri1ish slang 1erm for 
·,lapped sill y".) 

Palm annck. 

Jean , 1rcaks 
" ro~s the banle-

hcld. in1roducing ' • 
her foes 10 her feet 

Jean·s sidekick is 
capable of using 
1he Blue Dragon 

Jean magically 
n~uhi1>lies and 
give :m uppcrcul 

10 every enemy on 1hc battlefield 
simuhancously. 

DOffLE a'\NCB 
J':n gets a ghostly ~ • 
sidekick thm wi ll 
anack the enemy at • , • 1 

the end of each round. 

bosses. 

Jean rclc:1sc> her 
figh1ing spiril, 
damaging all enc• • • 
mies adj acent 10 Jcan ... so use ii 
only when she's surrounded. 

Jean's foe feels the 
bile. An excel­
lcn1 spell agains1 



~SBOY 
«+- i 

Goodness. gm­
cious. grca1 bal I 
of fire! Lemina • • 
already has !his spell when 

• A powered-up ver- ~ 
_......._.=..,.,.- sion of Flame. 

which Lemiria • : • 

The clock is 
ticking. Lcmina 
already has this 

,,, ,,---v.• spell when she joins the party. 

~tml'UNG Mm 
a:.::-r::= 
1l1is spell show-~ 
crs the baulcfield 
wi1h lire. Bring a • • • • 
name-retardun1 umbrella. 

POW"al'LAMiL 
'"~--:r:e One ally receives 

a toasty incrc:JM: 
• • • • of Allack power. 

earns only 1wo levels aflcr she 
joins Hiro·s pany (m Level 20). 

~I() JPD,.UIDR 
'7¼:= Hol. hol. honer 

Flame Bomb. 

Ashes to m:h~. 
dust to dusl. A 
powered-up vcr- • 1 • • 

sion of Burning Rain wi1h twice 
1he MPcosl. 

than Hell. A pow­
ered-up version of 

-'""""'-=-~----%--MAGIC---.. ---~---=---··--
IOWimDIUW 
One verylucky~ly~ 
!!tllS a massive 
boost of Attack ' : ' ' 
power. A neccs5ity against many 
,,f !he tougher bosses. 

DASEMAGIC 
Wipes oul !he~ 
clTecL~ of stai-
changing spells. • 

One ally receives 
a massive boost of 
Defense power. 

An omni-elemen­
tal attack spell that 
calls upon the 

forces of Mommy Nature 10 
:....::.._.-_..__. nuke your foes. 

ICESBEJJ. 
One ally receives a~ 
chillin' increase of 
Defense power. • • • 

DISPEL MAGIC 

Lemina pilfers rm~ 
enemy's MP-as 
long as the enemy • 
has magical abilities. of course. 

Removes 1he 
effects of Slat· 
changing spells. 

MA.GI~ SBDfi-D 
Boosts the Magic 
Defense of every 
good guy 

standing within mngc of 
Lcmina. 



Prevents the lllr• 
ge!ed encn_iy from • • 
usmgmag1c. 

ICBRCK 

llCI&1LANCE 
Ice-cold delivery~ 
of heavy damage 
for 1he tllrgelcd • • 
group of bcas1ic-boys. 

lFBE!ED CLAW 
S1om1 of 1hc ecn-
1Ury. 

' 

WWASUL 
Prevents 1he lar- ~ 
ge1ed group of 
enemies from • ' • 
using magic. 

' -;; ' 
·.r. ' 

~-,·~ 
}'~ ii',~'! ' 

ICIEAmt.OVJS 
Tiiree piercing 
projecl iles poke 
1hc bum of 1his 

spcll 's mos1 unfortunmc 1argc1. 

ICI.WAU.. 
06 :-- M 

Huge hunk~ of ~ 
hail bombard a 
group of bad guys. • • 
Very useful in 1he Red Dragon 
Cave. 

SMASH 
Falling ice is dcfi­
ni1cly no1 nice. A 
powered-up ver­

sion of 1hc Freeze Claw. 



...... ~-· 
Beware of mag- ~ 
ica lly-levitate d 
rocks. Leo SlartS ' ' e\\ with this spell. 

ROCJKCRUSB 
A big boulder faw 
down, go boom on 
the he.ids of the 

rargered enemies. Leo startS with 
1::;:::.;,ai.,,.; .:::.....:Z r..;;,,.__J this spell. 

Shakes. rattles, 
and rolls the 
ground. Leo srrutS • 
with this spell. 

IWtTIIPUDR 
orwr: Leo says a little 

prayer to 1hc God­
dess and boosts 

his own Attack and Defense. 

ltoC!KCOBRA 
No relation to ~ 
Solid Snake. A 
powered-up ver- • : • 
sion of Rock Viper. 

ltoCRCRIOT 
Rocks with prox­
imity fuses? A 
powered-up ver­

sion of Rock Crush. 

CMCICZONE 
Stone pillars erupl 
from rhe earth. A 
powered-up ver- • • 
sion of Crack Poinr. 

n..ASB BL\Dm 
,,*:U:,ning ~ries 
of sword-strikes 
,1gains1 a single • : • 
foe. 

This spell shines 
forth on the bad 
guys. 

B~BLADE 
Holy light bom-~ 
bards a group of 
cnemic~. • : • 

&OUIL.BLADE 

r . .j;j.• ;J Leo plunders an enemy's HP. . . . . 



--SHOJI MUIAILUL\ MlJ\J&AiiOfi..a 
Ill'1UVfEW 

l Describe the process of creating the animations •xprm ttt.lr ,,_,,0., acll ., su,prlse. Also, Sllttlnf 

A. B8Slld on the art creatn by Mr. KubooJta, .., ,,,..t up the """' necessar, for the_, of the 1ame to think. 

o plan stnten wltll the a111tutots. n,,, •'-'on 1"/s Is OIIB of tlle ,nattlSI cllallellf#IS for tllls type of 

.,.n create a lay Ht. 1"e prod#lcer, ,,,. •'-"• Nlti., . 

director and the director check the la, out, and thn It Q What was the hardest scene to create? 

Is returned to the animator. The animator then ffnlsbn 
'le orig/al tlmlf-, nd,,,.,, they recheck the or1,1u1 A. TIie __, dlfffult thl-, .,., to 1et ato111 nil with 

rawlng. After tut, tN Ml..tlon are put to,.,,,., to ,,_ ,_ etatw. TN aost dlfflt:11lt SCIIM ns at the 

create the flu/ product. Flnlshln1 wort /s don, on the nd, n IISff tlle CBI tllere also, a lCBtle of a lf/fftacle 

·omputer to add colorln1 details. The graphic data er.- ns 'tBf1 hard. ff It nre a regular morle, the scenario 

led oo tM c_,,,,,,er Is then renHred. At that u- ud.,,.. created at tN -,100/111 ,llllt ll11c• this Is a 

•• bact,,,,.1111 Is fflled In with a water color drawl"f. ,-, tN ~o kllflflS t:llatlfl-, thrNfhout tlle ere­

This is combined with th, product produced on the com- at/re procn, . We, ,,_,.tore UN to rewrite the sce­

ut,r using a scanner. We also adapt 3D·CBI tor ,,. narlo and art to match the ,ame; the spectacle scene 

• thllSII lflris . This 3D-CSI consisting of Uillhrne ttnttan& tN nd .,., addH a. to tM or/sting art a 

"ales; IISlng this n mat, a composite thet fBSll/ts lo If ,.,,,. Is a ,_,, wltil to, arDfllld It, Md llftoo n 

1wo dlm11nslonal lmag,s, We can also take a hand llrlt· n,acl#Jd tut point, n dlscorered another ,umm/t to 

·n picture and render It In a Ughtwaro /mafo. ,et,,. n,achod. 

How do you go about editing the animatrons? 0 How do you view the anrmatrons In the game? 

The order In which th, animations ar, edited Is tlettlt' A. T1to .,,,-,,011 /11 the ,amo Is made In order to 

rrlned by tho art. Howorer, It depends 011 tho lllllmtor ,,.,,,,. the Orpori011co of tho game. Eron when there 

cause they ,ach llan their 01111 ptlt'SOU/ c11a,g,-. .. a lot •f .,,,_,,,,_ l11eludtHI /11 tM ,,.,,,. , the most 

-:tics. Using tho wort don, by ,a11y dfffornt .,,,.._ ,,,,,,.,,_, 1111., Is IN,_ "-"· TN animations .. 

111rs, and then making them Into one story, the producer .,.. to ftllatlco th• pla,o,s 01,-rlttnco of tho game 

11d director edit and match tho tlmlllf. T1to procas playing scenario, but us profnslonal animators add 

f producing In this fashion, s11ortftff IN IJal., of ,__ ,_,. to tN ,- to,,.,,,,,,. It. I!!!\, 
Jch sctnarlo script to adjust to al/or, tN cur.cters to W 



~ETERNAL BLUE THIEM.E·-=-
~riiinffl 01tp1tne.se .lrric .s 

Legend, Vdnishing mem ories, endles s pageant. 

Deep sleep of soli tude , 

someday time will come to be awaken. 

Now, the forg<>tten <>Id b<>ok. 

Only the past is recorded. 

Cirde of lights and shad<>1vs, the nwon 

is melting into the clouds. 
Sound of wind, tune .,(journey, 

in the unknown foreign town. 

S<>111e<>ne waiti ng (or 111e for sure, 

as if wh~pering in my ears, tells 111e secretly. 

Blue moon , dance the sky with a fairy. 
Future in my mind in sud, a way. 

Even if the dark shadow brings the St<>rm, 

We'll turn the light <>n. 

When tl1e comet pulls the golde n bow, 

I will start sailing in the se.1 .,( the Milky Way. 

Blue 1110011, a fairy plays son.\,~· 

A premon ition wanders around the ntaze 

in sud1 a way. 
In the midst of the endless rondo of lights 

and shadows. 

Inviting Me. 

Blue 1110011, dan ce the sky with a fairy. 

Future in 111y mind in sud1 a way. 

Even if the dark shadow brings the storm , 
We'll turn the light on. 

~E'lmtNAL BLUE THEME~ 

, legend of old. 
,wry fu,x-otten. 

1 l1e memories, of true l<M! 
,Im from time. 

A darke11ed roman ce. 

' y hard tu remember. 
, doorway to the heart 

I ,•Jwns your mind/ 

And now, a corner of night, 
, ,, liftd,e weight from you. 

It , in your lwads . 

II j ust you understuul. 

-\. destiny lost. 

A bond that's been brokerL 

rite memories , of a time 

that slipped away. 

Justopen )'OIII' mind 
the way lies befure you. 
A doonv.iy to the hart 
y,,u seek t<> find. 

£niti.sn .lrr ic.s 
Love can dw,gc the key you hold 

into a gilded d,ance. 

So tear a memory from your mind 

and make it real. 

cchorus I> 

Blue Star above me, 
Your mystic .shimmer tells of love, 

I should know. 
Whisper your secret. 

To soothe my doubt and calm 111y (ear. 

Blue Star above 111e, 
When shadows lengtl1en and the dark 

looms ever closer, 

Turn on your shine .ui.d hold me near. 

d,ridge> 

when the comet pulls the bow, 
The stirs begin their dance. 

The tinte when destiny and hope, 
Will give bird, again. 

cchorus2 > 

Tlten if it's to be, 

I'll /ind a glinuner of tlie life, 

I should know. 
Only that moment 

ca11 slww me what I hold w de.1r. 

Until that 111ome11t, 

I'll fu1d w me co111furt in the love 
within my sl11111ber. 

Tuni on your dW'm and hold me near. 

<repeat d1orw 1> 



LUCINS THEM.E~--
~ ri~in11,t 011,p11,neJe Lrri cJ 

When I was al,me I did n<>t n<>tice 
tJ1e piercing blue sky. 

when I was alone I did hear, 
Heart trentbling, s.,wtd o( wind. 

The penon wlto taught me tJ1is is n<>t just anybody. 
Always being close by me. 
Encourage me. 

Y<>ur heart beat, fueling, imagined. 
Exdunge smiles, cxtet1ded hand, being embarrassed. 
H<>ldingw rogetlter t<><>. 

Full.,( sunshine, .-
Time to be wrapped in. 
As mudt as possible witJ1 wtJ1 hands, 
Stretch :utd h<>ld tight. 

Y<>u and I , Far away, even being apart. 
Me and y<>u, s.,meday fur sure, we can meet. 
Pulling strongly to eadt <>ther, the two o( us. 

<repeat> 

When I was al<>ne I did n<>t l1<>tice 
T11e piercing blue sky. 
when I was alo,,e. 

~-~tucws THEME~···~~ 

\ihen I was alone as one, 
my eyes were as blind, I know. 

y brillia.ntwitJt blueclegance, 
I ,,uldn't behold. 

My heart was as ice, so cold. 
\Vind whispering sweet melodies, 
I umld n<>t beh<>ld. 

,,ght t<> my eyes, 
.tJtd wanntlt t<> my heart, 
1,,ur love has been sudt to me. 

l'ull closer now, 
And strengtJ1en my leaning, 
l<>w.trd love to heal all 11o/ wounds. 

,dtorw> 
I hen our hearts wtl1 beat in time, 
rhere'.s magic in y,mr smile, 
IC SttmS there'.< notlting we can't do. 

£n~tiJli Lrri cJ 

And withfn your wann embrace, 
My heart wiU /ind a place, 
Even.lrum af.u; 
Our l<>ve furever shall be destiny. 

<bridge> 

When I was al<>ne as one, 
"o/ eyes were as blind, I know. 
Sky brUliant with blue elegance, 
I couldn't bel1old. 

When I was alone as one, 
My heart was a.s ice, s., cold. 
Wind wl1ispering sweet melodies, 
I could not bel1old. 

Sight to my eyes, 
anti warmth to "o/ heart, 
Your love h.u beett .ruch W me. 

Pull closer now, 

And strengtlten "o/ leaning, 
Toward love to heal all nl)' w.,und.s. 

<dtorUS> 
when our hearts both beat in ti111e, 
There'.s magic ht your smile, 
It seems tltcres notJ1ing we can 't do. 

AJtd witl1i11 your warm e111brace, 
My heart will /ind a place, 
Even from afar, 

Our love furever shall be desti•o/· 

<bridge> 

When our hearts wtl1 beat in time, 
There'.s magic in your smile, 
I know there'.s nothlug we can't do. 

And within your warm embrace, 
My heart will /ind a place, 
Even /rum afar, 

Our love eternal shall be desti•o/· 



s$ SATA, MAP DESIGN mrroR­
INmltVfiW 

Whal kind of programming did you do for LUNAR 2? to -,,,, ,,_-, ad I bllllne It Is-,, mor, _,,,,.,. 
A. Since I do the map programming and dtln,onsbation to talc• ,our time l11 """"" t1le ,.,,.. If thtn ., some ,n,gra,m,/ng, I pe,soaa/ly think that 11W c11ara1:mr d6ot- ,,_,,. _, rully want to fllllsh 11W,.,,. quickly, If t1ley 

lfStration Is _, /nlenfsting amotlfl ,,.,, -- It ,_ ., ,,,,,,,.. lo Uttllls,.,,,,.., ,-lies,,,,,,,..,,, ,,., 
rrorement attached to It. Basically, dltfemtt dlsl,-s lllifllt 11111 Ill • quicker fasll/oll. 
111a1<e the map and t11e character S6PM8fely. We constn,ct 0. What Is the most dlHicult part of the game? 

II' comblM ,,,.,,, togc,thef OIi t1le SCtffll anti If ,,., match II, then .e pn,ceed. As 1 ,_opallllllll , m, Job Is to prr,- A. I doll't fNI th6t thtn Is really-, ut:#/fllklMlly dlfflclllt duce a p,oduct that Is risible to t11e player without .,, pan of 11W ,.,,. Nt If JOU don't 1/sml to t1le a, care­
prob/em. If t1le graphic dtlslgntK dotlS a good Job,,,.,, our fully, JOU mlfht not kllOff wllat to do llflxt. As long as,­r b Is easy. talk wltll I lot of,,_,,,. anti listen to t1lenl ,.,,,,,,., t1leff 

JOU should be 111116 to do If/NI. 
How did you go about making the character demonstra-

1ions? 
A We can make both map anti characters br using 11W 
qn,phfc softnm called Saudi. After • hne,,,.. ,,_,, 

parately, WII match them tDgether on t1le setffll , ..,._, 
, match th6m sepan,tely on the screen, the color cambl· 

mrtlon has to be right anti the characters should look flu 
tlrq are stlllldlng on 11W map In • fasll/oll. 
Our most l,,.,ortant function Is to make sure that the cla­
,ctm an standing on the map and an able to be rlnlfld 
• morlng within 11W g/wm map end .e make .,,,,.,,,,. 
'lfjustmentJ.,, necasa,y. Once that Is """6, ,,. rest of 

our Job Is to Just create new data. It~ not that hard. 
C Do you do anything special when programming the game? 
A. I don't want the pi.,e,s to win quickly. I n,t ,,_,, 

a. Do you play games? 
A. I Ion,.,,.,,,; tmr since, _• little boy, I un ,,_, 
payitlg,,.,., • lot. I really wadlld to_., on this kind of 
pro/et:t IO I san:h6d hard for I place MIO would be ,,,,,,,_ 
ated In lllw/ng SOlll60INI /Ike 11'6, ..,._, I found this job, I 
/ullfl6d for It. IIBfore ,.itlng this job, I ntally I/Mln't n,a/ly 
dew1t1ld,,,,.,, to 11W Job /Ike I did htlre. Aft6r I ent.nd 11W 
COfflPIIIJ, I rally _.,ed uni. 
a. You have an Interesting pen name don't you? 
A. My,_, - Is Saan. Ill,._, ,,,_,,. don't thllllc that 
this ,_,,, Is SO sar,. IM'len I,_ this - IS I handle 
,,.,,. , some people who surprlsed. 'flNn IIStld to be some 
,-ople who ... ,,.,.,.,, at first but OIIC6 ,,., • 
lamed "'f real-• ,,._ t1ley a,, "Ah yu/1" ; 
that ,,,.. - btlcause of ,,. slmli.r sound. 



When doing LUNAR 2: ETERNAL BLUE COMPLETE , we had a lot to live up to in the minds 
of you, the fans. LUNAR: SILVER STAR STORY COMPLETE raised the bar both in presentation 
and in interesting character interaction for RPGs. There 's nothing worse than going into a game or 
movie with high expectations and not having them met, so we tried hard to make ETERNAL BLUE 
COMPLETE meet the high expectations we knew you'd have. 

First off, in the packaging and presentation department, it goes almost without saying that no 
U.S. console RPG has ever had the kind of packaging and presentation present with LUNAR 2: 
three game CDs, ''Making of' movie CD, FULL soundtrack CD (not some lame ·'sampler '"), a full 
set of character standees, paper map (no annoying fumes this time! ), full-scale Lucia's Pendant. 
hardbound manual. and for those lucky enough to preorder at a pani cipaling retailer-a Ghaleon 
Punching Puppet! We've literally worked on putting this package together for about two years. 
We hope you like it. and begin to expect more from other publishers as well. 

As for game changes. well there were quite a few. The save game system was overhauled, net­
ting thirty saves per Memory card, instead of the original three. Yes, thirty saves is a bit of overkill, 
but it's REALLY nice if you want to save before animations or events you like. And , with the dual­
Memory card support, it's possible to have sixty saves on line at a time! Analog support was added 
for our DUALSHOCK™ -using fans. It's a small feature, but it really does make things easier on 
the thumbs. The system menu was changed so that spell names can be turned off in battle. And, 
due to popular demand from player s of LUNAR: SILVER STAR STORY COMPLETE , battle voices 
can now be turned off. 

Since ETERNAL BLUE has more voice clips in-battle than its predecessor, repetition is not as 
big an issue. But , the feature was added so you, the player, can decide if the ballles have voice or 
not. The dialogue boxes were also changed so they had a nice, ornate border. Monsters were colo r­
coded to show spell-effec tiveness, instead of just the simple X 's and O's present in the Japanese 

version. Shopping is a bit easier than the Japanese version now as well, since you can 
/!'-!l check the stat changes of a weapon or item you want 10 buy BEFORE buying it. Previ­
W ously, you had to buy a weapon 10 see what it would do for you. And finally, the largesl 

change since the demo we released with Vanguard Bandits was probably that the music slowdown 
Nas eliminat ed. 

In the recording department, quite a bit of the spoken dialogue in the game was reused from 
the SEGA CD version because the animations or events hadn' t changed. However, there were two 
lair ly major changes. Hiro was completel y re-recorded to belier match the voice with the face. 
Ruby was also re-recorded in many areas to soften her attitude. ln the original release, which 
was very faithful to the Japanese version, Ruby was prelly shrill and a bit annoying. With the re-
11:lease. we made an effo rt 10 soften her a little and perhaps make her a bit more likable. Finally , we 
1dded back some audio events (like Ronfar's haunting Mauri flashback) that were removed from 
he Japanese release for reasons unknown. 

Finally, with regard to the animation scenes, we did our best to make the U.S. version look 
heller than the Japanese version. The Japanese version was 256x224 resolution. with a video 
,, mdow up 10 64 pixel s smaller than maximum. On the U.S. version, we upped the display resolu­
tion to 320x224, with the video window at full screen. To reduce artifacts , most scenes were run 
through a low-pass filter. Ln the movie playback system, audio was also changed to 38Khz mono as 
"Jlposed to 181<.hz stereo. We felt that belier audio fidelity was more important than the odd stereo 
lfcct every now and then. 

We've done our work. and the game lies with you now. We hope it rekindles fond memories 
lor those of you that played the origina l, and creates new fond memories for those of you playing 
11 for the first time. LUNAR really is a special game that transcends gaming in the traditional sense 
~cause it FEELS real. When you're done, it seems as if the characters are people you really knew, 
mu that's a rare quality indeed. We've had a great time in the LUNAR universe and hope to see 
nu before you're too old to hold a controller with LUNAR 3. 

Keep the cards, letters, and E-mail com ing. We read them all, because it reminds us that we 
ally arc nothing without you! Thanks for your support, and we'll see you soon with Arc~ 
, I.ad Collec1io11! W 



Greetings and salu1a1ions, you beauliful reader. and welcome 10 the mini-walk­
through. in which we·ve yanked a bunch of keen information straigh1 oul of the LUNAR 
2: ETERNAL BLUE COMPLETE OFFICIAL STRATEGY GUIDE and reproduced ii 
here for your reading pleasure. This section will lead you through the first few hours of 
the game, from the Dragon Ruins 10 the Blue Spire, while giving you a delicious 1as1e of 
what the Official Stra1egy Guide has 10 offe r. 

There are several unauthorized LUNAR 2 stra1egy guides available in stores and on 
the l111emet. but none of them feature de1ailed artwork. exclusive intervi ews. or any of 
the 01her cool slUff that can only be found inside the Official S1ra1egy Guide. (Some of 
them aren'1 even primed in color! I mean. c' mon. how lame is that?) 

Also keep in mind thal the unofficia l guides are based upon the Japanese version of 
LUNAR 2. not the American version. Since LUNAR 2 was considerably altered (and 
impro ved) during the localization process. the information in unoffi cial guides is oflen 
inaccura1e or en1irely wrong. (Jusl ask our customer-service depanmen1, which receives 
phone calls and email s every day from frus1ra1ed folks who·ve been led astray by unof­
ficial guides.) 

Okay. okay. End of sales pitch. sian of walkthrough. A few reminders before you 
forge ahead. however: 

I ) Nol all of the weapons. annor. items, and mons1ers are listed in thi s section-only 
those that arc found at the beginnin g of the game. The Offi cial Strategy Guide has com­
plete lists of every weapon. item. and monster. along with a cross-referencing index so 
you know exactly where 10 find the goodies you wan1. 

2) Thi s is an abbreviated excerpt from the Offi cial Strategy Guide-abbreviated 
because there was a 101 of informati on to pack i1110 the following pages. The Officia l 
S1ra1egy Guide has larger maps and larger screcnshots, along with plenty of insig­
ni ficant-bu1-i 111eresting informati on (' 'Rc1rochccks" which document the differences 
between the old and new versions of LUNAR 2 , interview s with LUNAR 2 's creators, et 
cetera) which we couldn ·1 squeeze in10 thi s sec1ion. 

Okay. okay. End of disclaimers, s1ar1 o f walkthr ough. Read on and have fun! 

rhe next two pages co111ain descriptive chans and adorable pictures of the weapons, 
,irmor, and items that can be found in this section of the walkthroug h. Below is a 
,ample chart with explanations of all !hose mysterious categories: 

n,is is the formal name of the i tem. 
N icknames and alternate names 

C1.c .. ··ur PokcrThingic") arc 1101 
,ncludcd. 

l11i, i, a scrccn-grJbbcd :md Pho­

lt>\hop-procc;scd pic1urc of 1hc 
ncm. as sccn in Ruby's invcn1ory 
,h,play. 

This is a pithy description of 
the ilem. Some folks though1 the 
descriptions were silly. bu1 we told 
them m pith off. 

1l1is dcscri~ the cffcc1 orcffccLs 
or lhc i1cm. Negmive cffccLs (i.e., 
Dcx1cri1y-5) arc shown in red. 1he 
color of danger ai1d piu.1 suucc. 

.----------- .. 
This is the purchase price of the 

item. When selling the item. you 
only n.--ceivc half the cost If no 
price is shown. the item caif 1 be 
bought or sold. 

Thi s shows which of tl1e gamc·s 
five major characters-excluding 
Gwyn, wlm .. ..c role in I.he quest 
i~ minimal. and Lucia. whose 
tic1ion, you can ·1 co111rol--can use 
thci1c111. 

DnAACr"S aren'I as powerful ns swords. 1ml they ullow 
ror l"o nnucks ins1end or one. mukin,: lhcm (a;!cncr­
ally) more userul n~oinst "enker t11em1es. 

DAGGER 

i\NC U-: T Di\GGER 
Old-school crillcr- cull cr. 
At111ck +6. # or Attu cks + I 

200s 



The only lype of " arm or" lhal everyone can 
wear. Iron and ironin g board not included. 

LEFT O PAL JEWEL 
From Cwyn·s colleclion. O ne or tno 

je"e ls nc't'ded 10 e nler lhe Blue Spire. 

These unusual objects scn•c special pur­
poses, and some arc used 10 solve 1m1:,Jcs. 

HERB R«o\...-s • bit ol' HP. 40s 

HEALING UT 
Reco,·ers plen1y or HP. 

200s 

STAR LIG HT 
Rero,·ersa bil or MP. 

2000s 

A GEL'S T EAR 
@ Re,'ins fainted churnc l crs. 

600s 

·n1c following pages have all the information you 
o.Jcsirc about the hundreds of nasty creatures inhabit­
ing the land of LUNAR 2 . Take the time to become 
fam ili ar wi th your foes! Please note that the game's 
"bosses" arc presented in the big. bad Walkth roug h. 
whic h gives us more room to describe 1he different 
auacks they use. and to 1ell you how not to ge1 kill ed 
hy tho,c anacks. Below is a sampl e of mons1er data 
1hat explain s the various s1atis1ics: 

llu.!J i, ;m unmouchcd phoco of the c.Tiucr. (For an example 
of rrtooching. sec the author's photo on the du, t j:¥.·lct of the 
\.lrutq;.y guide. I Ii, lc..'t.'th :U"t: thal \\ohite 1n hi, tlrr1m1,f, du<~.) 

Tiu~ .s "'hm the !l'ic,1ns1er's fncnd.~ call il. but )'Ol.1·rc JUSI an 
ucqu.'llnlllnee. 'i;() you :,r.hould be more formal. ru cxumpk:, 
)OU0d refer 101hl'• ,noo~]Cf a., " MISTl:R Dung Bcctlc ." 

ATr,\ CKS ...................... I 
DHEN SE ................... 20 
AGILITY ..................... U 
SPEE0 ................ ....... . 18 
\\' ISDOL\1 ...................... G 

'-n-,c.!l::b::i1=in=g=, =n=u=nc=·k=· =o~r!.1-hi-,-l i;::;~i ~-~-:::::::::::::::·;~ 

orange in\CCl i)\, :., i,, nmnc :,~~fJO·iNTS:::::::::::::::::~ 
ironicnll) implic,. quite F.xr vo1N1·s ................. t 

crappy. Any ch~1r.1c1cr·, 511i~~'.i'fi)'iiO'i;·%j':" 1 

nomml nund. i~ l.!nough uum , l 'l J 

10 ,quash 1hc Bcc1 lc; c,cn WEAKNESSt cS: 

Ruby's ,crotch a nd hrc ~ tt~l~~~:;~~: 
brca1h aunck., arc lcIhul. 

EAST DESERT PASS 

1111, tell, ),I "here 1hc nuNl..-r ~II'\ in~ g::u1~ ruKI (ll which 
1"1·" )••i' ll lln<I th:• loa•m (cir <ho<c locoticTh~ 

ATTACK 
The higher this rating. lhc more dam.age i~ physicaJ ::umcks (j:1b.-,., 
punches. kicks. et ce1era) C"all'ie. 
ATfACKS 
This number mdicmcs how niany anack.'\ the monster c:m (and 
will)~ during it:Jo tum 
DEFENSE 
The higher u mom.1er·~ dcfcn-.c r.t1ini;. the I~ d.un.,gc it nxci,-es 
from your physical auacb. 
,\G ILITY 
The higher u monstcr':1-agili1y mling. I.he \OOncr it can taJ..c im 
oct1on in t,.iule. Of a rnoncaer strikes )·ou herore )'OU can -;trike 
ii. the OlOO\lcr h::1s high agili1y.) 1-lighcr agility abo incrca.-.cs 1hc 
ch:un or 1U1 ~1m--d:11n.aging "critical hit." 
SPl!.ED 
11-.e higher n U'IOOster's speed r:uing. the more oficn it ckx:lg~ yoor 
pll)"liail onacl<., 
W ISDOM 
TilC higher n monsicr·~ wb,dom r.uing. tltt moo: djnuagc i1~ mng.i­
C"J.l auocb cnu'il:. 
MAGIC END(U lvlNCE) 
TilC higher a monster\ magicnl cn<lumncc. the I~ damage ii 
R:CCivcs from your n~.gk::ll nttocb . 
lv\NCE 
11-.c: higher a nioo,1er·~ movcmcm tanl,>e, 1he more 1err:1in it c:tn 

tr::t\'Cr.,c tluring 11\ lum. 
LUCK 
The higher o. morNcr'i. lucl. rating. lhc h1g.lx.'f the ch;ux"C 1ha1 it, 
attack Y..ill he o cn11cal hh ruxJ 00 extra damnge. 
IIIT PO INTS 
11ic O'ICJfl! hit poim .. ti mon~h .. -r hn.,i;, the more dmn:1gc ii cnn all'-Orh 
bc:foo: ii cro;ll<,. Simple. n:ally. 
1!.XP(El1JENCE) POINTS 
11\i.s number inthCUIC-\ how m.uly cxpcricn(.'C poinL, an:: ghcn to 
your ch;~ y, hen you ~lay the criucr. 
S ILVER 
Thi, numhcr mdicat~ how mLK'h ,ih·c:r i-. dcpc,...iccd inh> )'Our 
Swi,,. OOrlk tlCCOUnl 1A<hc11 you l,all the: crca1ure. 
ITEM (DROP%) 
11,i, indiOJtc.., which item the mom.1cr mighl le.we behind m the 
cod of n OOnle. nnd how oOcn .. For e\amplc. I l ert, (5'l-) mc:m, 
there·~ n 511 ch11111,..-c 1hc monYcr y,,111 ~m-e behind nn I lcrh when it 
m>:11,.;. 
WF.AKN£SS£S 
·n,i,. i'i u Ii",! of rnngic 10 which 1he nM)n'i!i;.'T' i'lo c,pcc-i.1lly ,uh1cr• 
able (lhu,, )'Qt.I 'ih<>llld u~ those 1ypc, of ,pell,) , 
llESI S1;<.NCES 
This i, n h!sl of 11101.gic to Y..luch 1hc mon, tcr i, o,,pcchilly n!:'l'ltunl 
(1hu,. you .~l,nu/t/11 ·, u~ 1hosc 1~ or ,pell, ) I 



DUNG BEETLE SAND CYCLOPS BRAINPICR ER MUMMY 

[iJ 
ATTACK ··-·-·········· ······•· l7 

• 
ATTACK ......................... 21 

ATTACKS ...................... I A'lu\CKS ............. ........ 1 
DEFENSE ................... 20 DEFENSE ................... 3-l 
AGILITY ............. ........ U AGILITY ............. ........ 10 
SPEED ........................ 18 Sl'F.ED .......................... 8 
WISOOM .............. ........ G \\'ISD0.\1 .................... 22 
MAGICENO ................. G MAGIC END ................. 8 

[I] 
,l"rfACK ........................ 2-1 

[I] 
ATii\CK ........................ 20 

ATTACKS ...................... 1 ATIACKS ...................... z 
OF.FF.NSF. ................... 25 DEFENSE ................... 36 
AGILITY ................. .... 25 AGI I..ITY ..................... 20 
SPEED ........................ 29 SFEED ........................ 18 
WISDOM ............. ..... 28 WISDOM .................... 20 
MAGIC END ............... 35 MAGIC ENO ............... zo 

111c biting attack of rhi s 11,\NGE ....................... U When the Cyclops luob like R.ANGF ................... ..... ZS 

orange insect is. as its name 
LUCK ........................ .... I 

he doe., abm c. he·, gonna 
LUCK ........... ................. I 

HIT POINTS ................. 5 HIT POINTS ............... 30 
ironically implies, quite EXP POINTS ................. I USC a biting :mack: \\hen F.xr rOINT S ................. 3 

crappy. Any character's SILVER, ......................... I he'ssinkingin :111doul()f the SILVER ........................ .-l 
ITEM (DROP %): ITEM (DROP %): 

nonnal attack is enough HERB(l 'f/ ground. he· s gonna u!\e a ~ur• flt.HH 1-lc, I 

10 squash the Beetle : even WEAKNESSES: pri,ing ly strong !ht-smash. WF.Ah'.NESSES: 

Ruby' s scra tch and fire- FIRE. IVATER Fununalcl). he\ much more 
VO,\'/ 

RESISTANCES: RESISTANCES: 
breath attacks arc lethal. NONE like!) tu bite than punch . \'().\'/-

When 1his die" ing o.:riucr is RANGE ....................... 30 If this band:igoo baddie is >1:Ulding llANGE ....................... 25 

plucidl) Oo.ating. i t"!\ going 
l.UCK ............................ 1 still. i1'II punch a cku-Jacr twice: LUCK ......................... ... 1 
II IT POINTS ............... 55 HIT POINTS .............. .4G 

Ill u~e u \\<t::tl-.. rolling tai l- EXP POINTS ............... ..4 if it's hawing up and down. ifll EXP POINTS ................. G 

,1,hip: ,,hen i1·!\ gna!-lhing i~ 5 11.\'Ell ....... .. .. ... .... ..... . . 9 unleash n spinning aiuick which SILVER, ......................... 5 
lTEM (DROP %) : docsdoccn1 d:umt,'C IO any 1icruby ITEM (DRO P % ): 

j ~1,, :-.. 11·~ going to spit a fin.:• llt.llll tW',1 chamctcr (so 010\"C awny fl\)111 UEH8(4",I,) 
bom b 1whid1 doc, roughly WEAKNE SSES: it!). A Mummy always light< wid1 W EAKNESSES: 

'" ice the damage or 1hc tai l-
I/RI .. \\'t\ll.N NONE 

Rt:SI STANCES: B:u,dage Boy,,: kill dlC Mummy RESISTANC ES: 
\\ hip) into lhc air. 1\0NI:. 10 kill oll lhc BBs ,u once. NONE 

EAST DESERT PASS EAST DESERT PASS BLUE LABYRINTH BLUE LABYRINTH 

SAND SHARK BANDAGE BOY SLIME BOMB ANGEL 
ATTACK ......................... 17 

[I] 
ATTACK ......................... 18 

AlTACKS ...................... l ATTACKS .................. .. .. I 
Df.Fl '.NSE ................... 30 DEFENSE ................... 3G 
AGILITl ..................... 12 AGILITY ............ ......... 15 
Sl'l.ED ............. ........... 24 SPEED ........................ 21 
WISDCM .................... 13 WISDOM .................... 10 
MAGIC END ............... 14 ~L\GIC END ............... IG 

§] 
ATI'ACK ........................ 20 

[JI] 
ATl;\CK ........................ 30 

A'ITACKS ...................... 1 AT.l il CKS ...................... 1 
DEFENSE ................... 35 Dl'.FF.NSI'. ................... 30 
AGILITY ...................... 11 AGILI TY ..................... 22 
St'EE0 ......................... 11 Sl'F.E0 ........................ 20 
WISOOM ................ ..... 11 WISDOM ...................... 8 
MAGIC END ............... IG MAGIC END ............... 36 

Ye,. II 11,ob morc Iii-, a dol • RANCF. ............... ........ 30 The only oction this pathetic l\,\NGE ....................... 25 

,harl-. hut 
l.UCK ........................ .... l member of the undead can tnkc LUCK ............................ I 

11lun than a \\C III T l'OINTS ............... zs MIT POINTS ............... 18 

d1J;l1!'-'· \\'hen ,ts lin i, ,1kl-- 1.xr rOINTS ................. 2 i, 10 lumber towwd o du1rJCtcr EXI' POINTS ........... ...... O 

1ngoutnf1ht .. • :-.,,:111d.1t'!\go1ng SIi.VER ......................... z and punch him or her for very SILVER ......................... 1 
ITE..\I (DROP%): linle dmnage (usually I HP). ITEM (D1101' %): 

10 use a mild lc:1ping allac·I-: Ill R/11 I', 1 Bandage Boys alway< fight with NON£ 

,, hun ih foe,: 1, ~h,,v, 111g. ii 
0

!\ \\'f.A I<Nl:SSr:.S: a Mummy n.s 1hcir leader: kill WEAKNESSF..S: 

gomg 10 bla,1 you "i1h a /IHI W,l) I I/ \\' /NI> 
the Murnrny and nll of 1hc BB, 

NONI:. 
RF.SISTA NC ES: RESISTANCES: . powerful ,onic l\carn \ (}\/ in,L~ntly di'3ppc.1f. SI.EEi' 

fh is green gob of goo-the llANGE ....................... 20 When the Angel", gun b llANGF. .............. ......... 25 

,ccond cousin of nubbcr -
LUCK ......................... ... 1 

n,tshing. it \ lin, 
1.UCK ............................ I 

IIIT POINTS ............... 2·1 gon11a II IIIT l'OINTS ............... 45 
bounces 1oward :l chnrnc- EXP POINTS ................. 1 b ig hullct 1h111 d:1111:igc, all EXr l'O INTS ................. 21 

1er and bite, h im for a very SILVER ......................... I charm::1c,~ wi1hin lhc blast S11..VEI\ ......................... 8 
ITEM (DRO P %): ITEM (D ROP%): 

mild amoum of damage. NONI, ,one.: when lhc gun fan·, 1111.WtJlN, 
( When l ime Jell - 0 goes Wr.AKNES SES: O,t,hi ng. the Angel w i ll u-.c RESISTANCES: 

bad!) AU. it~ weapon lo po~c a t:har.tc- Cl/ \RM, l'r\HALJ'/1· 
RESI STANCES: l'()ISON, SI I.I.I' 

NONE ter for mild damage. . , EAST DES ERT PASS BLUE LABYRINTH BLUE SPIRE BLUE SPIRE 



CRYSTAL KNIGHT 

+ 
Al"Jll.CK ......................... 31 
ATIAC KS ........... ........... I 
DEFENSE .................. 4 Q 
AGILITY ... ........ .......... 25 
SPEED .................... 31/ F 
IVISDOM .................... 20 

1-------------I MAGIC END ••••••••••••••• 20 
RANGE ......... .......... .... 30 When the Knight's anns are 

crossed. he ·s going to rclcpon 
and Slab a chamcrer for mild 
dan.1ge; when ~,e Knighr's 
arms are raised he's going 
10 unleash a magical sphere 
~iat doe!, roughly 1wicc the 
damage of the Stab. 

LUCK .. ..... ..... ..... ... ........ I 
HIT POINTS ..... ...... .... 55 
EXP POINTS ................. t; 
SILVER ......... .............. 15 

ITEM (DROP%): 
/IF.RB I / 0</'1 J 

WEAKNESSES: 
NONE 

RESISTANCES : 
CIIARM 

BLUE SPIRE 

,\"n:,\CKS ...... ....... ..... .... 2 

@• OF.FF.NSF . .......... ........ 4 0 
,1c;11.1n· .............. ..... .. 15 
Sl'f.ED ....... ........ ..... 25 / F 
W ISDOM ............. ..... .. 23 

1-------------IMA GIC F.Nll ... ............ 13 
RANGl . ....................... 2 0 \\' hen the ~1a..,qm:\ mouth 1.., 

opening and do,in1::. 11 \ prl." 
p,lrlllt!' lo ca,1 ., ,pell lh,11 

lm,c'"' 1hc t.trgc1cd ch;1rac-
1cr', Dcfcn,c (lhuull~ poor 
Gr.1n<lpJ G\\)llJ; \, hen 1hi: 
,\ la"'-jllC i, ,pumrng .1round. 

11\ going 10 '\:l. 1p" .1 d 1ar.11:• 

IL'r (\\ KC fnr 111110 t.tun.1~c 

l.l'C K ................... ........ . I 
III T l'O INTS ............... 25 
F.\'.I' l'OINTS ....... ........ .. I 
SILl' F.ll ...... .................. . 3 

ITb\l (01101' %): 
\()\/ 

11'1·,IK NF.SSF.S: 
\()\I 

l!ESISTAN CES: 
\0,\/ 

BLUE SPRIRE 



Walk up 10 the boulder and 
press 1he o bunon 10 trigger a 
comment from Ruby abou1 how 
you were nearly squashed. She 
also observes thal you 're nol 
gelling back inlo !he Dragon 
Ruins unless you find another 
entrance. 

Thcrc·s li1crally no1hing 10 do 
here 01her 1han srnre 31 lhe 

p;,r;;;:;... ___ .;.._~ ~ big round rock. so en1er 1he 

Salyan Deser t . and con1inue 
soulh u111il you enler !he East 
Deser t Pass. 

ONlOVllDIICU, Barr ...,.i,{ i~~~~-:---- ...;~:.::=o;;.::::a::©_OS=,,;11-ffl:.::=o~G 
A r1cr your initial scrap wi1h two Dung Beclles 
and a Sand Cyclops. Ruby suggests I.ha! you say 
a prayer at I.he statue or I.he Goddess Allhena. 
Walk up lo !lie sta1uc and press the O button lo 
restore your HP and MP. (You don'1 lwl'l' to usc 
1hc sta1ue. since you stan the adve111ure with five 
Herbs and a Siar Light. but you'll quickly usc up 
all or your healing items unless you avoid a rew 
monsters. Better to fight them all and nm back to 
the Statue as needed.) 

Ddildt AllRJVU 
When you reach this point. I.he Dragonship Des­
tiny crashes onto 1hc screen. :md Hiro and Ruby 
have a chm with Lord Leo of Althena ·s Guard. 



White Knight Leo sure knows how 
to make fast frie nd, . Why doc, n ·1 

he jusl call 1-firo ugly. 100? 

Take some time in the East Desen Pa.~s to experiment with 
Hi ro's dash maneuver, and slay most (or all ) of the sandy crincrs. 
Return lo lhe slalue of Alth ena whenever you·re low on strength. 

which will be often. If you fight e1·ery monster along 1hc way. 1-Ii ro 
will earn just enough XP to reach Level 7 (and thus gain lhe Poe 

Sword anack). 
During your j aunt lhrough lhe Pass. you have a close encoun­

lcr of the third kind with Lord Leo. captain of 1he Dr.igonship 

Destiny . Leo explains that Allh ena·s Guard is here 10 locate and 
eliminate an evil being called the Destroyer. After tellin g Hiro 10 

go home before he gels hurl. Leo sets the Destiny or\ a course for 
Gwyn \ place. Gwyn ... as in Hiro ·s gmndpa? Hiro and by decide 

10 head for home. nol jusl lo avoid a spanking for being ou so !ale. 
bul 10 lind ou1 what's up. 

MONSTERS 

DUNG BEETLE SAND CYCLOPS SAND SHARK 

Yoo can lake Otlt 1he Dung 13cclles \\ ith" ,ingle 
swocd-swipe--hcck. c,'Cn Ruby cnn du, t lhcm 
with n 1np or her paw-so ignore them m fi" t 
and conccmmlC-<HI killing Uic <and-beast, with 
yoor Boomerang. When only Beetles :ire lcfl. 
u,e your regular nm,c~ to kill two in one ium. 

SPECIAL ITEMS 
NONE 

The ~ic booty 10 be had in the 
Pass is barely worth lheeffo11-bu1 you 
should n:lrieve it oil anyway, to gel 
in10 plenty or figh1s and boosl Hiro 
up 10 Level 7 (which enables his Poe 
Sword nuuck). 



his n:sponsibilities around the 
house. as a peek a1 the --weekly 
Dishwashing Duty .. list reveals. 
(Take another peek at this lis1 
much later in the game and 
you'll learn that Gwyn does11·1 

- -.--=,,-,. like doing dishes). 

Ir you gel through the Ea.,1 
Dcscn Pass without u,ing the 
statue of Althena. which you 
c;m do by running away from 
mons1en. and using your Herbs 
10 heal. Hiro and Ruby have 
a brief convcrsat ion when you 
walk into Gwyn ·s Place. 

Herc's a series of 
graphic frames used 10 

anirnale the rippling 
puddle of w;1ter outside 
Hiro's House. Good old­
fashioned 2D anwork: ya 
got1alovei1. 

DAl>ING .IIATBllUL 
Look m the map and the bookshelf near the desk in the nonh­
wcs1 comer. The map describes the town and cities of LUNAR. 
while the bookshelf has Gwyn's ''Ruins Research List." detail­
ing his cum:m investigarions. Kr.-ep checking the map and book­
shelf as you progn:ss through the game. as Gwyn frcquenlly 
adds 10 them. You should also take the time 10 read a.II of the 
books in 1he basemen,. as they're packed with useful info. 



lUNl[N\VJ[l[']ElD) CGrlUlE§l[§ 
Hiro·s and Ruby's suspic ions are coofinned as they discover 
the Destiny double -parked outside of Hiro· s House, which 
means Lord Leo i~ probabl y already inside, picking away at 
poor Grandpa Gwyn· s wrinkled brain . You can board lhe Des­
tiny by walking onto it (on the world map) and pressing the 
Cl button. although the guards on duty won't aJlow you to ven­
ture below decks. (One member of Althena's Guard amusingly 
rambles about the lirst time he beheld Godd ess Ahhena.) Afte r 
your ~rief tour of the Destiny , enter the House to find Leo and 
Gwyn in the midst of heated conversation. with Leo trying to 
determin e what Gwyn ' ows about the Blue Spire. 

(G\V\V'fN lQ\1(0)\V\V§ N(O)l['lllKNV 
Talk 10 the soldiers, then to Leo ( tw ice). then to old man Gwyn. 
Gramps introduces you 10 Leo. who impa1ie111ly demands that 
Gwyn tell him how 10 enter the Blue Spire . Gwyn starts lo 
postulate a theory. but Leo rudely cuts him off. If the Spire' s 
entrance can·1 be cracked, grow ls Leo. the Destiny's Dragon 
Cannon will simpl y blast through it. Talk 10 Gwyn (who scolds 
Hiro for exploring the Dragon Ruins) twi ce more, then chit­
chat with Leo. who invites Hiro 10 join Ahhena's Guard. Ruby 

rejects the otTer- while making another cuttin g remark 
about Leo-and ~o heads for the Spire 10 set up a sur-
prise party for t~estroycr. 

.. And then I ,hall , , 
doc;.n ·1 agree with 1 

a genuinely talent.xi 

§JP)A\lRlKll[NCGr §Jp>][]RlE 
After Leo and his underlings leave 
the building, Gwyn commenLS on 
the wackiness of the conversation 
that just took place. According to 
Leo, the Goddess Al thena is alive 
and well and doling out orders to 
Althena's Guard. Grandpa climbs 
up to the observation deck 10 take 
a peck al the Spire-but a moment 
later, the codependent old coot is 
calling for you. Go up 10 Grandpa 

and watch the fireworks, as a twink ling light descends from the 
Blue Star and disappears at the top of the Blue Spire. Gwyn has a 
very bad feeling about what just happened. but Hiro is pumped up. 
Choose either of Hiro's comments ("Let 's go to the Blue Spire!" 
or "Let's check out that light!") 10 convince Grandpa that a field 
trip is in order. He sends Hiro into the basement to retrieve the 
Ancient Dagger from Lhe chest. Scurry downstairs and take it, then 
talk to Gwyn, who hands you the Left Opal Jewel. (If you haven't 
yet equipped the Knife. he scolds you, and if you have, he praises 
you.) Leave the Hou!>t and march north 10 the Blue Spire's forbod­
ing entrance. 

... 

Grandpa Gwyn displays his shock a9d 
disgust at spoiling u group of hirsute 
nudists on 1he beach below the Spire. 

g~t hooked on 
crack open the 
Dagger. 



Grandpa Gwyn inscns the Left 
Dragon Jewel into the dragon's 
head. but nothing happens. much 
10 his chagrin. Wedge the Right 
Dragon Jewel into the dragon's 
open socket (walk up to the socket 
and press the o bunon). The 
dragon's head slides in half to 
reveal a stnircasc. and Gwyn real­
i7..cs not only that Hiro has been 
exploring the Dragon Ruin, . but 
that Hiro is all grown up. 

Press the buttons in the northwest. northeast. southwest. and south­
east comer to arrange the little ledges into a path to walk across the 
central chasm. Press the buuon in the northeast comer to tum off 
the magical barrier in front of the stnirs to the next floor of the Blue 
Labyrinth. 

Enter each of the four rooms, walk up to ~,e 
Ooating orb. and pre.,, the (I button to place 
the orb 0 1110 the pedestal. The tclcpon to the ~--,. 
next floor i, activmcd when a ll four orbs have 
been plopped into place. 



Ifil!1l,G~fllj 

MONSTERS 
(IABYRINTII) 

[l][f] 
BANDAGE BOY BRAINPICKER 

[I] ~ 
MUMMY SUME 

None of 1hc.sc buggers are cru,y 10 
kill. although the Br.tinpickcr.; an: the 
toughc>l. and ,hould be !lie lirs1 cri1-
1trs you pick off. When you'n: fig/H· 
ing 3 Mummy/BB group. mmck !lie 
Mummy with !lie Poe Sword: wlien 
you ,lilY the Mummy. nil 1hc Dnndagc 
Boys immediately clisnppcar. 

Imrn01 

nmilll m 

MONSTERS 
(SPIRE) 

[Jr] ~ 
80M B ANGEL CRYS'Jj\LJ<NIGIIT 

1l1n:c of Ilic four monsicrs in the Spire have 
strong nnacks: only the Sllmc is wimpy (which 
means you :-houlcl go nncr 1hc 011\cr mon<1cr,. 

Gwyn unclgofonhcquick kill, somkcc11rcof1hc I 
firs1). "The Magic Mnsquc oflcn 1rics to mule G 
old man. You'll be old somcdny, 100, y'know . 





§ CC (0) JP) l[ N Cr l t lHllE § JP) l[ lRlE 
When Hiro. Ruby. and Gwyn 
walk up to the statue of Althena 
in the Blue Spire Garden. 1hey 
pause to soak in the lovely view. 
Gwyn expresses his amazement 
at being so close to lhe Spire 
after so many years of research­
ing it. but Ruby point s oul that 
Gwyn needs to enter the Spire 
before the real celebrating can pond of wa1er J"ve ever ,een! Oh. 

Gwyn, like. 101ally 1rips om al the 
1hough1 of exploring the , truc1urc 
which he"s spcm a lifo1ime ogling 
from afar. 

begin. and 1hc Spire i~ nice. 100!" 

@'!rm¢ CG JR (0) lP ll N CG l t JH[ JE Cr JL (0) lB~ JE 
As you enter the seventh noor of 
the Spire. Gwyn mentions a hidden 
pa.~sage. and asks Hiro and Ruby 
to look around for it while he stares 
at the strangely fa.<;einating walls. 
Talk to Gwyn. then walk 10 tl1e 
glowing globe on the north side 
and press the f.:I button. One blind-

ing nash ofli ght later. Hiro 
tPP:\ an_d ~uby arc in the Trans­

m1ss1on Room. 

..... but 1·11 ju~, go s1arc al die wall and Ruby i~ not :ll all fond of 1hc tclc-
1ug my beard while you children do ponation procc,,. 
the worl,. of localing ii. Toodle.,!" 

l(0)C0) J[(')Y-JLC0)C0) J[(')Y~ ll lUCCl[A\~ 
The Transmi ssion Room is brightly illumin ated by a green crys­
tal on the north side of the chamber. Walk up to the crys1al and 
Hiro and Ruby s1are in awe. Then 1he crysta l stops spinning and 
explod es with light. sending Hiro and Ruby flyin g. One super­
cool animarion sequence la1er, Lucia has arrived on Lunar. 
After Hiro and Ruby i111roduce lhemselves, Lucia asks for their 
help in finding 1he Goddess. 
Ruby says no. bur Hiro says 
yes. and Lucia 1ra11sports 
everyone back to 1he sev­
enlh floor of the Spire. 
When Gwyn finds out 
that Lucia has come from 
the Blue Star. he freaks 
out and insists 1hat they 
leave the Spire before 
Leo shows up. Uh-oh .... 

Hiro can't help falling instantly and 
hopelessly in love with Lucia. 

"I lost :1 b,icf stnigglc with incomi­
nencc while examining the wall. and 
now I dcspcr:ucly need new pair of 
depend,!" 



As you stroll across the six th 
floor of the Spire. w hich has 
a 1ruly lovely view of the Blue 
Star, you ·re allacked by a group 

of five Crystal Kni ghts. Hiro 
proudl y volunteers to slay the 

Knights. but it"s Lucia who lays 
them to waste wi th a mighty 

magic spell (Plasma Rain). Hiro 
a5ks Lucia how she w ields such 

power. but the impatient Lucia 
walks off, leaving Hiro dazed and 

MlCO)N§lr lER§ ANlD) MlA\CGrllCC 

.& Hiro offcn; to protect Lucia. but with .& Lucia docs. howc,·er. always have 
,pell~ like Pla!.ma Ruin at her disposal. room for Jcll-O. 
;he c,u, delinitcly take care of hen.elf. 

confused-and wondering i f she's the Destroyer. 
Just because Lucia won't explain her powers doesn·t mean you can't take advantage of them. of 

course. Wander around the Spire and get into combat with every monster you find. having Hiro and Gwyn 
defend themselves and allowing Lucia to do all the monster-slaying with her trio of super-spells. Keep 

romping through the Spire w ith your invincible new friend until Gwyn reaches Level 12 and acqui res the 
Shanered Sword spell. You·re definit ely gonna need it. (If you run out of mon~ters. descend 10 the fi rst 

floor of the Spire and return 10 the second floor. The Spire is magically repopulated wi th beastie-boys 
every tim e you go from the fi rst floor 10 the second.) 

As you leave the Spire and 
walk into the Garden. Lucia says 

that she can' t feel A lthena ·s power 
in this world. which will obv iously 

make the Goddess a littl e harder 
to find. Talk to Lucia afler the 

animation and she asks if some­
thing has happened 10 Alth ena. 

(You can also ignore Lucia and 
try to leave the Garden. although 
a scolding Ruby wo11·1 let you.) 

L ucia receives an answer 10 her 

Unfonunmely. Lucia"s actions don·1 So what arc you trying to say. Gwyn? 
speak as loudly as her declar.uivc Don ·t hide the lnith from us. Just give 
words. it to us straight. No. really. 

question- not from Hiro. but from a very deep disembodied voice which she calls Zophar. A s darkness 
descends upon the Garden. Lucia all empts 10 destroy Zophar by calling upon Dragon Power. Alas, noth­

ing happens. and Zophar giggles l ike a demon-possessed schoolgirl. He tells Lucia that he's scaled away 
the power of the Four Dragons. then strik es her down w ith a massive magical allack. Lucia collapses in 
,t heap as Zophar gloats about his immin ent takeover of the universe. 

As Hiro helps a punch-dnmk Lucia to her feet. Gwyn says lhat her soul has been cursed- and that's 
just the bad news. TI1e ll"01:1·e news is that Lucia will kick the bucket unless Gwyn can find a way 10 

break the spell in one of his many books. 11,ere's another big drawback 10 the curse: Lucia now has a 
single hit poi111, and ha~ been completely stripped of her magical nbiliti cs. A s you walk south 10 leave 
the Garden. Ruby lamc111s the serious situation in which she and Hirn find themselves. (Yeah. it 's always 

fun to goof around until someone has a curse placed on their soul. isn·, it ?) Make sure to use 

~ llh~na·s statue before you leave the Garden. because the game·s inaugural big boss balll c is 
1111111tllent.... w 



9 lB~ lEA\ lr lr lHl lE CGr lU A\lRlD) IIA\ NJ 
Ruby thinks it 's insane to take on the Guardian. but you don' t have a GUARDIAN 
choice. Walk south 10 provoke the Guardian into auacking-only after IIIT POINTS ......... 550 
using the Order command to move Gwyn 10 the far right and Hiro 10 the ATTACK ......... ...... .. 52 

far left. so that the Guardian only attacks Hiro durin g the battle. (You ATrACKS ....... .......... I 

should also walk out 10 the Garden and back into the Guardian ·s chamber DEFENSE·············· 45 
AGILITY ............... 40 
SPEED ................... 19 

10 prompt a comment from Ruby about your impending doom.) 

WISDOM .............. 20 
There aren '1 many strategic decisions 10 make in this ba11le. since you only MAGIC F.ND ......... 20 

have two characters 10 control. Hiro should auack with the Poe Sword on RANCE•················ 30 
every tum. If the Guardian casts its power-up spell. have Gwyn cast the LUCK······················· 1 

EXP ...................... 121 
Shauercd Sword and Fractured Armor spells, in that order. If the Guard- SILVER ........ ....... 100 
ian weakens either Hiro or Gwyn to the point where they're in danger of 
croaking. have Gwyn use a healing spell or healing item. Otherwi se. simply have Gwyn defend. II 
should take roughly a dozen turns before the Guardian goes down. Run back 10 the Garden and use 
Allh ena·s statue after your victory 10 heal yourself up. as you still need 10 fight through the rest of 
the Labyrinth. 

~tJ When the Guardian is 
flashing and stretching the 

chain (of ball -and-chain fame) between 
its hands, it' s going 10 cast a spell on 
itself 10 simultaneously boost its A11ack 

a'.1d Defense ratings. Good for 
'9' him, bad for you. When the Guardian turns ... it 's preparing 10 boo.,1 bo1h 

in10 a Oa.,hcr... it~ A11ack 1111d Dcfcn~c. 

~B When the Guardian is 
merely standing in place, 

breathing slowl y and clutching his chain 
in his fists, he's going 10 swing his mace 
and smash one character, causing decent 
damage (or considerable damage if you 
haven' t yet cast the Shattered Sword 
spell on the Guardian). 

~§ When the Guardian is 
twirlin g the ball and chain 

above its head. it's preparing 10 smash 
one character so hard that the shock 
waves from the impact cause damage to 
nearby characters as well. Ouch, babe. 
Big ouch. That' s why you wanna keep 
Hiro up front and Gwyn far away. 

When the Guardian is breath- ... it's gonna use the time-hon-
ing slowly and deeply... ored skull -smashing swing. 

The twirlin g ball-and-chain ... you're gonna cut the Guard-
means Iha1... ian·s most damaging a11ack. 
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After bauling (or dashing) your way through 

1he Labyrinth 10 !he Blue Spire EmranL-e. you 
might think you·re in !he clear.Andoh how wrong 
you are. All four of the Guan:lian Malucs have 
come to life. and lhcy're in a very crabby mood. 
As Ruby notes. one Guan:lian wa; tough enough 
to bea1. Ml how can you ,un ive againM four? 
Well. frankly. you can'Hxn Ihm';. 1101 a problem. 

After Hirn (or Lucia and Gwyn) are knocked 
out. Ruby places her head between her leg:, in Defeating one Guardian w11sas1rug- The Dragon Cannon unlc-.i,hes a 
preparation 10 kiss her bun goodbye. That's when glc: defeating fouroflhcm i, impos- 1110\1 impre,..,ive beam of energy 
a boll of magical energy streak., across the !.Creen ,ible (and don't use a Game Shark. 10 nuke the barbc~hop quartet of 
and v-Jpori,.c., the Guardians. Ruby wonders if dummy). Guardian,. 
Lucia has regained her powe~. but 1h,ll tht-ory b incorn,--ct: the scn.--cn scrolls d0\1 nward 10 reveal !he Dragon,hip Oesti11y. 
with Lord Leo standing proudly on !he bow. 'Twas the Dragon Cannon tliat nuked tl1c Guardians. Leo scold, Gwyn for 
coming to the Spire despite hi, waming,. and orders him to he.'ld home. Which I~ u. 10 ... 

¢ lL ')Yl[ N CG l [ C0) lllE (0) 
A, you auempt 10 w:tlk p.t,1 1hc De.11i11y. Leo lcaP' olT the bow and inquires as 10 1he 
identity of 1hc \\Oman in the red robe. ln,1cad of an.,wering. Him cleverly dodges 1hc 
question. and 1clls Leo 1ha1 Lucia \\as anackcd by a mon,1crm the lop of the Spire. An 
L'Natic (and di,tnK:1~-d) i.L'O dmw, hi, "''ord and ;.print;. in10 1he Spire with a group of 
Guarchmcn trailing behind him. Ruby congm1ulatcs Him on hi, f.mta.\lic fib. but Gwyn 
rcmin<h Cl'l!l)One 1lm1 Lucia i;. growing \IC.1kcr by the rnomcn1. Leave the Spire and 
return to Gwyn·~ Place. 

··uh ... shc'< feeling foim because she 
ju,1 ,-iw one of the Fror11,1n.'C1 Bo} ,T 
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As you enter Lhe House, Gwyn 
and Hiro drag Lucia over to the 
couch. and Gwyn runs down­
stairs to Lry and find a way to 
break the curse. Run downstairs 
and talk to Gwyn twi ce, then 
come back upstairs and chat 
with a tossin' and turnin' Lucia. 
She tries to stand up. but j ust 
as quickly stumbles into Hiro·s 

L--- .:....::. ..... :..1L.......1.r.L.......J anns. As Hi ro lays Lucia back 

down. she explains what happened with Zophar at the Spire. 
and why she's looking for Althena. Turns out Lhat Lucia has 
come to sctl'e LUNA R. not 10 destroy it. Speak with Lucia a 
second time and Gwyn returns from the basement with bad 
news and good new~. First. bad: he can ·1 break Lhe curse. Now, 
good: there's a priest named Ronfar in the nearby villa ge of 
Larpa who might be able to cure her. The vill age is too for 
on foot. so Grandpa pushe~ his boat outside in preparation for 
some high-speed sailing. Befon: heading outside. Ruby tells 
Lucia that Hiro is ''ALL mine:· hut Lucia ends up confused. and 
Ruhy ends up unamused. 

Lucia delivers a spol of cxccp1io 1-
ully bad new, while puking all o er 
Gwyn·~ Ooor. 

"Am.I I'd be even udcr if ou 
rcmmcd to the Spire 
hot buhc for your g , 
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Gwyn run up tO Hiro as he walk s outside and instructs him 

lo head for Larpa ASAP. ·'A in ' t you comin •. Gramp sT says 
Ruby. to which Gwyn repli es .. Nuh-uh. kitt y-cat: · He·s going 
to stay behind at the house. due to hb advanced age and vast 
backlo g of books to read. 

When you appear on the worl d map. walk east onto the boat 
• and press the O button to hop inside. Sail directly 10 the west 
and press the ® buuon when the boat is just above the dock. You 
automaticall y tie down your dinghy and return 10 dry land. Now 
walk southwest and enier the town of Larpa. which is located al 
the southern end o f a btg 01 • mountain range. 

' • 

You ·ve rescued Lucia from a most heinous fate at the hands of White Knight Leo, and you 're about 
10 set sail for the desert town of Larpa. You're also on your own ... unlcss you buy the LUNAR 2: 
ETERNAL BLUE COMPLETE OFFICIAL STRATEGY GUIDE! Not only dOl:s our humble 
hardcover (yes. hardcover) tome contain a complete full-color walkthrough, it's also loaded with: 

Animechecks! Trimscriptions of every delightful word of spoken dialogue in LUNAR 2's 
~piffy animation sequences. 

Retrochecks! Nostalgic highlights o f the many differences between 1he classic and 
newfang led versi ons of LUNAR 2 . 

Boss Strategies! Learn all you need to know about LUNAR 2 's strongest 
monsters-every attack they' ll use against you, and every !Uctic you'll use 10 defeat them. 

Bromides! Discover how 10 collect all the hidden portrait s of' LUNAR 2 's lovely lad~ 
and ladi es. 

Interviews! Words of w isdom from the creators and vo ice actors o f LUNAR 2 that 
you wo11·1 find on "The Makin g o fLUN AR2 '' CD. 

Stickers! A whopping three full pages of M emory Card, character, and bromide stick ­
ers. Trade ·cm with your fri ends! Put 'cm on your wall ! Just don' t use 'em as Band­
A ids! 

Poster Offer! Expli ci1 detail s on how 10 get your grubby liule hands on an 
exc lusive-and free. not countin g the accursed S&H fee-LUNAR 2 poster. 

To order 1he LUNAR 2: ETERNAL BLUE COMPLETE OFFICIAL STRATEGY GUIDE , or 
for more infom1ation. head for your nearest vidcogame re1ailer, call the Working Designs order hot­
linc at (530) 243-3417, or visit the Working Designs websi1e ai h11p://www.workingdcsigns.com. 
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