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) We are telighted-thal you have chosen LUNAR® 2: ETERNAL BLUE
"/ COMPLIETE for play on your PlayStation” gagle console -We hope that you
will continuefto enjgy this and all of our games for the PlayStation game con

sole. Bue ip-part 1o the numerous requests we 've had-forRPG ¢ 5
now resfs-n your hands. Plgase continuedo tell us,what YOU want, because we
'Pd in what YOU think'of our games anl what games YOU would like ta see

WARNING" RFAD BEFORE'WSING YOUR PUAYSTATION” GAME BONSOLE,
A very small percentage of {ndividlalsmay expenience epileptle seizores when exposed to.certain ight patterns or
i flashing ligits: Exposure to.certaln patterns or,backgroundg'on® television screen or while playingivideo games,
including parmes played o the PlayStation/game conscie, May ipfueg an epileptic seizure in these individimme.
iCertain ‘eonditions-may induee previously.indetected epildplic-Symploms 1 1n-persons who have Mo history
o prior’seizures of epitdpsy. I3 yau, ior anyone in your fafifly-has.an epileptic condition, consull Your physiciai
prior ta playing™|{ you experience.any of the following syRptams while plu,mq a4 video game — dizziness 1‘lered
VISION, eye OF muscle bwdcl loss of awareness dis_.nnalltatlnn any, irvelupldry movement, or convulsions -
IMMEDIATELY dis€optinue use and consult yeur phySIElan'beidre resd ming play.

WHR” NGO BWNERS OF PROJECTION JEL F".r’{SiDNS
Mo nat connectyqur PlayStatton.game congole 158 nmnarﬂau““wﬂ‘uumrsl COopsSSng tha user manual for your
profectlon TV, unlessiit s of the LGD typal Otheraiss, nmay pernanently damageyour TV sGreen

USE \OF UNOPRIGIALPRODUCT
Thecuse of uifofliciahproducts and periphefalS may Hamage your PlayStation gime-eongefe and invalidate
onsalé warranty.

=HAGDLING YOUR PEAYSTATION DJSC
This compactdise ig fatended forjuse only with the PlayStation game console
Dogol.bend il, crughif®or subimerge it in liqu
Lo ol [eave.itin diteet sunlight of hear a radiator or other source okfigat
B sure te,fake an ogcasional rest break during Jed play
K8 this compact-dise clean. Always hold the disc by the edges dnd kegp it in its protective case
LSBNBiean the disc with a'int-free, soft, dry cloth, wiping in $tralght lines from center to o B
SOIMBIEEY abrasive cleanefs
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~PLAYSTATION® GAME CONSO]

Sel up your PlayStation® game console according to the instructions in its Instruction Manual,
Make sure the power is off before inserting or removing a compact disc. [nsert the LUNAR® 22

ETERNAL BLUE COMPLETE disc and close the Disc Cover. Insert game controllers and turn
on the PlaySiation game console. Follow on-screen instructions to start a game.
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0. What were some of the chal-
lenges in creating LUNAR 27

A. LUNAR 2 had a very difficuit
theme to be able to express in
ihe game setting. It was more
like a love story theme. Hiro
and Lucia are the main char-
acters. And the story we made
was aimed al a littie higher age group. This was, also
due to the fact, because the player wha started out with
LUNAR 1 had grown a little oider. We wanted to do a
deeper human drama type of story. In thal sense, this
game was a little different from the type of RPG giving
the player a lot of freedom. We say this is an RPG game,
but in America, this might fall into the category of an
adveniure game. Within that restriction, | believe we
were able to express the theme we had in mind. That was
the point that we labored on hardest. But we challenged
that and we feel like we succeeded.

. What are some of the differences between the story for
LUNAR 1 and LUNAR 2?

A. LUNAR 1 deals more with the innocent type of love
between a young girl and a youny hoy. We don't believe
that the love story was set forth that sirongly. It was
mare fike there was a girl who the boy set ou! te rescue
after she was kidnapped, and while he is trying te rescue
her, he grows up. It was a rather simple story. | feel this

NTERVIEW

scenario was more suitable for the teenage audience.
LUNAR 2, however, deals with a little eider age group
and the love that develops between them is more mature.
We aimed at a little more of an adult audience and tried
to express a little more serious love story. The flow of
the siary is one where the heroine, Lucia, never associ-
ated with humans before. But by encountering Hiro, she
experiences human emations, one by one. So we deal
with this rather difficuit theme. This is different from
the previous siory of boy rescuing girl simply because he
likes her. In LUNAR 2, we had fo describe and express the
development of the umanr mind within each event, ane
by one. Therefore, as to the story, even though younger
children may not understand all the nuances, the adult
andience might be moved by the story. Ibelieve we were
able to achieve that.

Q. Is there any work being done on LUNAR 37

A. Right row, inchuding the planning of this project, we
are working en it in many different ways. We are in
the middie of discussions with a core group of people
fnvalved in the early planning stages of the project. We
gach express our opinions about what we each want {o
accomplish, | guess by the end of this year, we will
probably have a betler idea as to the specifics of the proj-
ect and perhaps we will be able to see some of

the animation images; however, | am not exactly

sure at this paint.



e STORY
welcome back to the magical world of LLINAR! Overa thousand
yearshave puscd since Dragonmaster Alex and his companions

crushed the evil ambitions of Ghaleon and rescued tuna. From
that time forward, LUNAR was at peace.

With the passingof time, however, the details of that epic conflict
were lost. But, ancient writings scattered in the ruins around
LUNAR bear silent witness to LLUNAR's mysterious past. A
boy named, oddly enough, Hiro, is fascinated by these stories,
He lives with his grandfather Gwyn, an archaeologist who has
shown him the wonder of history. Now, Hiro and his longtime
friend Rutby often steal away to explore the ruins nearby —even
though Gwyn has told them not to go without 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
flew in the sky. To most, these stories seem like fairy tales,
but to Hire they seem just as real as the smell of Grandpa
Grwyn's liniment in the morning.

mMany believe that the inhabitants of LUNAR lived on the
Blue Star before the Goddess l‘ruusht them to this world,
Hire hopes to And 1 link between his world and the Blue
star by exploring the ancient ruins near his Grandpa's
hrome.  There are so many questions to bre answered, and

unfortunately for all, the answers are coming... o



Hiro is an adventurous youth who is greatly influenced by his grandfather’s love
of archaeology. Legends of the Four Dragons, Dragonmasters, ancient battles,
and the Goddess Althena fascinate him. He Jm‘h’- that l'.\' un!mkin‘q the
secrets of the past, he will be able to understand the future. Although
he's not supposed to explore the ancient ruins near his home without

his grandfather Gwyn, Hiro and Ruby frequently break this rule.

Fortunately, he's pretty handy with a baomerang,

——CAST OF CHARACTRHS ——
gt

Lucia s quite a mysterious vounyg Lady. She is haunted by nightmares about the
futtere of LUNAR. She also se
Despite her strong magic skills, she seems to be a little naive when it

ns troubled by a terrible secret she cannot share.

comes to dealing with other people. she has trouble containing her emo-
tions and looks to Hire for guidance and protection. Sheis only concerned
with Althena, ind begs Hiro to help her find the Goddess. Will her mission

cause the ruination of this world?

Ruby has been Hiros constant
companion for as long as anyone
can remember. she claims to be
the offspring of a dragon, but
Hire doesn'’t quite believe her.
Like another little dragon, she has
| 4 bad habit of speaking her mind
| at the wreng time, Sooner or later,
‘W this little wisecracker's baund to get :
o~ .‘._ .I'. [ Hireintoa lot of trouble.., @




—CAST OF CHARATUTERS —| ——CAST OF CHARATTERS -~ ~

Ronfar is rumored to have been a priest for the Goddess Althena. He pos-

%‘ Gwyn is an aging scholar who dreams about making sessés impressive healing powers. When he was unable to save his true "
\ his mark in the world of archaeology before he tove from an evil spell, he swore he would never use magic again. He now A
\ dies. He's devoted his entire life to the study spends most of his time in bars winning peoples money. Me also tends to - A
of the Blue Tower and similar ruins, and has make decisions on a throw of the dice. His dice, ltke his charm, seem fo be magic, -

become a notable expert. ‘He's taught Hiro and

because they never let him dows, He's a womanizer who's always concerned about

Ruby how to explore the ancient ruins near his
home, though he’s warned them never tv go

there without him. But, will Gwyn's quest for

fun and adventure turn out to be his last?




——CAST OF CHARACTTEKS—

\ Jean is a fan dancer in the Carnival and is highly valued
for her talents. She is a tomboy with a big-sister complex,

who can be a bit overbearing at times. She tends not ta
develop strong relationships with people. However, Jean isan
extremely talented fighter. Thuse in the Carnibval

say she was trained to fight as a child. Unfor-

7 @ tunately, her past is guing to catch up with

CAST OF CHARATTRERS~
M“

great magicians that inhabited this ancient city, and doesn't seem

her, and it may not be a pretty sight!

U,W“ [

Lemina is the lunior Prentier of the Magic Guild of Vane. Linlike

her mother, Miria, she doesn't seem to understand the Icg;lcy of the

l possess any of their noble qualities. Instead, she seems to be a
very selfish and aprogant girl who's only concerned with money. Yet,
ai times, she does let people see a softer side. Despite her greedy

demeanon, her magicskills are extremely powerful. Cant Hiro afford to

have her in his partyi
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~=—CAST OF CHARATLTERS—

This part-human, part-beast is a staunch supporter of the Goddess
Althena. in fact, White Knight Leo is the leader of Althena’s Guard, a
group of elite soldiers sworn to protect and uphold the orders of the
Goddess. Althena has granted Lord Leo the use of the Dragonship
Destiny. The Destiny allows him to roam freely around the world
of LUNAR to keep its inhabitants safe. His skill as a swordsman

is unmatched by any huwman. He is searching for a Destroyer

—CAST OF CHARACTERS ——

at least in public. Some have come to question Lunn’s true motives, If only

that has come to LUNAR. Can Hiro help him find it?

Blue Master Lunn is the current governor of Meribia. He looks after
many of the towns in the area, keeping them out of harnt's way. He

has also established the town of Horam to further instruct people in
the martial arts. The people that know Lunn think he is the greatest of
the Four Heroes, but he views hinsself as 2 humble servant to the Goddess,

they knew his secret...




——~CAST OF CHARAUTRRS —
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Despite his rather ghastly appearance, Black Wizard Borgan

claines to have a heart of gold. His nugic is without equal

anonyg any person in the known world. since he draws upon

the power of the Black Dragon for his strength and magical

®  abilities, he has an endless supply of power. His primary

| gaalis to bring the Magical Guild of Vane back te its origi-

nal glory, bit in a glorious all-new city he has designed, He

spends most of his time in service te the Goddess Althena,

| but he still finds time to help people develop their magic skills.
Will Borgan have a task for Hiro at the Guild?

Red Priestess Mauri, like her brother Leo, is whole-souled in her devotion to the

Goddess Althena. 8y drawing upon the pewer of the Red Oragon, Mauri is able

to carry out her priestly duties for the Goddess. The people find Mauri to be
very quiet, yet friendly to be around. Before becoming ene of the Four Heroes,
Mauri was in love with Ronfar. Thev were to be married, until fate stepped in

and decided otherwise. Mauri chose to give up her former way of life in order

I' l 1o serve the Goddess. wWill fate step in agdin and decide a new future for her?




== CAST OF CHARACTEXS—— § ——CAST OF CHARATTHRS ——
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{ this mysteriots straniger is the leader of the Dragon Kids (also known

l Ever since the death of the last {fl'il_!:ﬂl'lrl\.l.l-it.'r, -\[cx,

the Goddess Althena has not been seen in the land; | 45 the Lostest Boys) of Taben's Peak, Because of his impressive fighting

sheis rumored to have locked herself inside the walls skill and st rong leadership, he's earned the respect'of his loval ful-
of the holy ity of Pentagulia. Despite the world being lowers. Granted, they're just orphaned children who don't know any

{ . is B g . " .
at peace, Althenais not the same person that many have better, but they need someone to look L to, even if it is this yuy. Due to

- » h . Je NPRT o, s . . g ’
come to love and respect. in fact, the people are in a is recent raids an travelers, hes become 4 wanted cutlaw. Fortunately, he's

state of unrest, and the winds of change are blowing. |
| Hiroin his quest,

qot a master plan. Seek him out; he has many secrets that will no doubt aid

Manyare saying that the bonds of Althena are too oppres-

sVe, \"il“(' \'IIH‘I s are \V;IIIJ(.'I"E]IS ltn’l\' ‘]lhl‘!l.l “\‘t-lf"t' A

oppréssor in the first rth‘l,' Whats ll.:pl‘cllc‘i to her?




This ghost from the past will emerge fron the shadows to forge
a new alliance. In times J‘.l.\!. he l'ul.ll\;llt for the protection
aof the Goddess alongside the legendary heroes of that time.
since he Last .Ippl‘.il‘t‘d on LUNAR, he has mastered a host of
new magic, making him extremely powerful. He seems to
be misunderstood by the people of LUNAR, Some belicve
that he is serving the Goddess, while others are convinced
that he's turned to the service of evil, You'll have to decide

where his allegiance lies yoursell.




Q. Who are your favorite charag-
ters in LUNAR 27

A.  The most impressionable
characters in LUNAR 2 are
ihe main characlers Locia and
Hire. Lucia still leaves guite an
impression on me. it was a dif-

— ficult character but also a suc-
cessful character, since Lucia is not the character that
piayers play. Thanks to that, although the scenario was dif-
fleult with our character adapting human emotional char-
ncteristics, we were stifl able to succeed. Lucia continves
(0 leave a strong impression with me. Regarding our hera in
LUNAR 2, Hirc, | wanted to make him a little bit more talk-
ulive as compared te LUNAR 15 herp, Alex. LUNAR 1 Alex,
hod a some rather transparent characteristics. | wanted
Hiro te have a little bit stronger of a personality. in that
regard, | believe we succeeded, The rest of the characters
like Lemina, Jean, Ronfar, efc. | enjoyed crealing these
characters especially as for Lemina, in Japan, a book was
Independently published about her. | believe that Lemina
became a very successful and weil-known character. As
for the characters on the enemy side, first they appear
s readily apparent enemies. There are about four major
enemy characters, but lo tell you the truth, they all become
reformed at the end of the story. First when | started writ-
ing about the enemy characters in the scenario, | never
dreamed of them becoming reformed. During the pracess

|

-KRISUKE SHIGRMATSU, SCENARIO WRITHR-

of writing, | surprised myself and posed the question fo
the character, “Are you really going to become reformed?"
And, *You did that much evil, and do you really believe you
will be forgiven?"" But at the end, ! did forgive them,

(1. What about the relationship of the characters in LUNAR 2 to
those in LUNAR 17

A. Lemia is the mother of Mia, in LUNAR 1, and Miria is the
mother of Lemina in LUNAR 2. in the Magic Guild, the tra-
dition Is that women succeed the family. It is matriarchal
society. The davghter will succeed as the controlling family
member and in that saciety, the man doesn’t really count.
In that world, I think that the only thing that matters is that
they are women.

Q. What is the most important thing that you do when develop-
ing the scenario?

A. As for RPG scenaries, the most important thing is fo
allow the player to have the same feelings as the main char-
acter projected in the game world, The thing that is dif-
ferent from movies, novels, animations is that the player
actively interacts with the product. Especially in RPG, the
player and the main character become united together and
that is pne of the secrets or keys to making it a most enjoy-
abie experience. It is important thing te make sure that the
specific techniques to achieve that, but that is

the mas! important thing.



——STARTING THE GAME——

47

The game will start ai the Title Screen. If there is no save data present §
on the Memory card, New Game will be the only available option.
When there is save data present on the Memory card, then there will be
two available options: New Game and Continue. Each of these com-
mands are described below,

NEW GAME-— —

Start the game. If this is the first time that the game is played. or
to start from the beginning, choose “New Game.” Press the & button.
After the opening animation is played, the game will start.

< v s et

Load a previously saved game. After choosing “Continue,” selecl
which Memory card to load the game from: Slot 1 or Slot 2. Press the
& button. A list of save files will be displayed. Anempty Memory card
is capable of storing 15 save blocks: each block contains two save files.
To view other save files, press the L1 or R1 button to scroll through the
different save blocks. To help differentinte between save files, each save
file will list the following information: current location, Hiro's level. game time, and the Disc number.
Afier selecting which save file to load. Press the & button. To confirm the decision to load the
suve file select, “Yes” Press the @ button. The game will then load. To cancel, select “No.”
Please do not remove the Memory card during a save or a load.

————NORMAL MENU—

During the game. the Normal menu can be accessed by pressing
ihe Select button or the ® button. The Normal menu allows magic
ind items (o be used. weapons and armor to be equipped, a charac-
ler's status to be checked, and system options to be changed. Move
the Directional Buttons to the right or left 1o switch between menu
options. The Normal menu screen is described below,

MENU ICONS

he menu commands are in
the Jorm of icons. The four
iwons represent the follow-
g Magic. Items, Equip,
ind System. The name of
he currently selected icon
will be displayed above the

CONns,

(8) SILVER
Current amount of  silver
being carried by the group.

PARTY MREMBERS
Displays the characters who
are currently in the group,
and their current status, The
status shows the charactler’s
name, current level, and the
current/maximum

value of HP and MP,




NORMAL MENU
,ﬁ*m“[ﬁ B MAGIC— -

P Cast spells to benefit party members. Each of the characters in
LUNAR has the ability to use magic or special skills. When a char-
acter has been selected, the magic or special skill that they have
1 learned will be displaved i the form of icons. The key features of
the Magic screen is described below,

s —

DISVIAY WINDOW
Shows the magic or skills
thal a character has learned
in the form of icons.

IMNGEAHD 'L‘OS‘!‘

llldi_]tf.‘skln and the number
of magic poims required 1o
use it.

BMESSAGE WINDOW

e et
Displays a brief descnption
of the currently selecied
magic or skill.

MAGH NAME

D:\pl.ty- the name of the
currently selected magic or
skill.

22/

splays the chars
are currently in the group.
and their current status.

NORMAL MENU-

Inder the Normal menu, magic attacks cannot be used. Only
magic that aids a character can be used. Before casting a spell, first
miake sure that the character has enough magic points available, If
there are not enough magic points they will be unable (o cast the

pell. Neote: Only highlighted icons can be used.

If the spell only affects one party member, a cursor will then appesr g
daround the characters at the battom of the screen. Move this cursor
to select which character will receive the spell. The cursor can also
be moved 1o select the person casting the spell, Once a character
hits been chosen, press the @ button to cast the speli.

If a spell affects the whole party. simply press the @ button. The spell will then be exe- @
cuted.
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Item management. The characters 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.c., there can only be 20 herbs). The Items screen
15 described below,

R e oo o

DISPLAY WINDOW -

Shows the items that are in
the inventory.

———— e s
Displays the name of the cur-
rently selected item.

F RANGE
| Displays  who  will  be
affected by the item,

t MRSSAGE WINDOW

Displays a brief descnption of
the currently selected item,

Displays the characters who

%0 are currently in the group,
and their current status.

To vse an item, first move the cursor to select “Items™ from the

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

Normal menu. Press the @ button. The llems screen will then B
be displayed. Next, move the cursor to select which item 1o use. |
Press the & button.

around the characters at the bottom of the sereen. Move this cursor
to select which character will use the item. Once a character has
been chosen. press the & button to use the iten.

I a'spell affects the whole party, simply press the £ button to use

the item. @



: NORMAL MENU-———
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BQUIP e
Equip or unequip weapons, protective gear, or items, and view
a character’s current status. Easch character can equip up 1o eight
different items: one weapon, one armor, one helmet, one shield, two

accessories, such as rings or charms, and (wo crests.

When the Equip screen is opened the character’s current stats will
be displayed in the upper lefi-hand comer of the screen (described

below]. On the right-hand portion of the screen, above the party members’ status boxes, the char-
aeter’s current level (LV), current experience points (EXP), and the value that the experience points
must reach in order for the character o reach the next level (NEXT) will be displayed.

CHARACTER STATUS DESCRIPTIONS

e Cog) SN

Character's attack power,

AN g7 1 43

i =en PPT————

Number of attacks. The number of

times o characier ean atlack consecu-
tively during one round of combat.

Dtarits (S5

Character’s defense power

AGILITY

Character’s reaction speed during
combalt. The charucter will react quicker

when the value is higher.

SYRID

The frequency that the character will
altack. Affects how many numes the
character will be allowed w anack during
one round of combat

WASLOM

=

Character’s magic ability, The higher
the walue, the more effective a characies’s

magie will be

MOCDEN
ST SRR N CEY
Magic Defense.  The ability to defend

aguinst magic antacks

HANGEK _Je

Charncter's movemerd. The distance a
churacier can mewe during combat,

LUCk

P prap—— =

Characier’s ability to do a critical hit.
The higher the number, the more likely
the character will do a eriteal it on the
enetmy

EQUIP SCREEN
STAT'US

Displays the character’s cur-
rent status, 1 also displays
what effect equipping or
unequipping an item will have
on the character’s status,

NORMAL MENU-

TELAREX) :
i"'\'\}'-\:q"-. SNNNA N

cqtlihpd o the

currently
character.

. 10
M AT |
e oyl

-Disphﬂ}-'-,s' items that
equipped.

Displays the pame of the cir-
rently selected item,

can

Displays the characiers who
are currently in the group,
and their current slatus,




S NORMAL MENU———
EDUIP (CONTINUED) ==

Belore equipping an item, it is important to see what effect it will
have on the character’s stals, The character’s stats show two sels 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 written in gad letlers show a
decrease in that stat: however, numbers that are svaitlen in green let
ters show an increase in that stat.  Remember, it's isually best only
1o equip items that increase a character’s stalus,

To equipan im: move the cursor to select which party member will
equip an items Press the @ button. Next, move the cursor in the Item
window oseleet an item. Press the & button. The item will then be
placed in the Eharacter's Gear window.

lect which party member
will unequip an item. Pn:\s the 2 button. Nlm.unvelhccumxm iy 53 ;.,':
the Gear window fo select an item. Press the ©3 button. The ctirsor 3?..
will be paced in the Ttem window. Move the cursor (o a free area,

@ placed in the Equipment window.

Vi T l’li gl
N 265 et v mrmba =

ties. The crests have the following five attributes: Earth, Fire, Water,

~NORMAL MENU
EQUIP (CONTINURD) ===

There are crests that characters can equip to give them different abili-
q £

Thunder, and Wind. Depending on how the crests are equipped, they
will either benefit the character, or do nothing. It's important (o experi-
ment with equipping different crests together; the results can be very
benelicial (o the party |
For instance, equipping the crests with compatible attributes (such

ds combining a crest with the Earth attribute with a crest that has either the Thunder or Wind atribute)
will eause the character Lo increase their magic ability, or improve their skills, Some of the benefits ol
\quipping crests correctly are: increasing a charseter stats {atack, defense, speed, agility, cic.): allowing
them o lower the MP cost tor magic: and finding special dragon spells
{(White Dragon Protect, Red Pragon Anger. Blue Dragon Vigor, and
Black Dragon Grief), When equipping crests, il a message is writien
in o, it means that anew ability has been found.

It i important 10 remember the following when equipping erests.

Crest Combination

‘q’ v’ First, combining crests that have the same attributes will cause
“f\\A//‘\ that single attribute mhmne-mapomrﬁﬂ Second, combining
otk N crests that have different attributes will either have no effect, or they
, BN will not combine. Third, by combining specific crests together, a

new ability will be found. Finaily, there are some crests that have

‘with |
AP b L no power until they are combined another erest: they will on y
auributes should be combined to lave
i sale suicome,

be elfective under certain circumslances,
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NORMAL MENU
SYSTEM~— - ;

There are four System commands: Save allows the current game |3

- ]
lo be saved: Load displayed previously saved games that can be [
loaded: Tacties allows battle 1actics to be confirmed; and Options ' :
allows certain game settings 1o be configured, These options will [

be discussed below and on the following pages.

 SAVE ~=—

“-‘-___n__“_
Save the game. To quickly access the save menu, press the START
button. In order to save the game, first choose which location the
Memory card is in: Slot 1 or Slot 2. Press the & button. The Save
screen will then be displayed. The Save screen is divided into two
areas: the top area displays two save locations, and the battom area
displays in which save blogk the saves are located, There are 15
save blocks. each block containing two save files, in which saves
can be located. To switch between save blocks, press the L1 or R1 button.

Once a location has been decided on, press the @ button. To confirm
the decision to save the game. select *Yes.” Press the @ button. The
game will thenbe saved. To cancel, select “No.” The game will not |8
be suved. Please do not remove the Memory card during a save or |

a load,

Load a previously saved game. To load a game. firsl choose
which location the Memory card is in: Slot 1 or Slot 2, Press
the & button. The Load screen will then be displayed. The Load
screen is divided into two areas: the top area displays two save f
locations, and the bottom arca displays in which save block the
saves are located. There are [5 save blocks, each block containing ',
two save files, in which saves can be located. To swilch between
save blocks, press the L1 or R1 button.

g | 10 help differentiate between the different saves, each save will list

LaSGn 'S e -..':" the following information: lecation, Hiro's current level, game
o Tdmf . TR | 3

“ select “Yes” Press the & button. The game will then be loaded.
' 34 To canc slect *No Please do not remave the Memory card
455 {'m _ m o L:ﬂiﬂtf.". select “"No.* Please
% during a save or a load.
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NORMAL MENU
Set attack formation and set battle tactics. There are two parts
1o the Tactics option: Order which allows the formation of the
characters to be changed (described below): and Tacties which §
allows battle tactics to be assigned o a character (described on the
following page). The Tactics screen is divided into two sections:
the middle of the screen shows the Order window, and the right of
the screen displays the current setup for the three tactic options.

i Change attack formation. When Lhuoslng a mnn.mon for ihe char-
‘ ac cm itis ht'\l o Lcc-p the ‘-tmngcal chiar i mm, while
way € enc my w}ﬂ

To change the order of the characiers, choose Order from the Tactics
menu. Press the @ buiton. An amrow will be displayed over the charae-
ter that is ready 10 be moved. Use the Directional buttons to miove the
character to a new location. Once the character has been moved, or if §5
the character is to remain in that location. press the @ button. The nexi
character will then be selected. Continue moving all of the characters
until they are in the desired location. After the last character
. has been moved. press the @ button to finalize the settings.

'm

T

TACTICS
Set battle tactivs. The Tactics screen is used to program how a
character reacts during one round of combat. The party can con-
figure up to three different predefined combat strategies, labeled as
Acts on the screen. The Tactics screen is divided into two areas:
the top portion of the sereen displays the different acts, or teucs,
that the character is programmed 1o perform, and the left side of
the screen will display the characters n the party.

X

we 4

[’ Eaad Kadl &

o

To create an effective tactical system, carry out the following com-
mands. First, move the cursor 1@ select which lactic to sel up:
Tactic 1, Tactic 2, or Tactic 3. Press the & button. Once a tactic
has been chosen, it is time to decide how a character will react
during the baule. There are four combal icons to choose from:
Attack. Magic, Items, Defend. These icons will be described
below.

TTEMS

preamrs P s s
A selected sem will be used
duning the hanle

r-fp DEFEND

The chan acter will try 1o defend
limsellfersell aginst the ene-
my's afack

“The cliaracier will attuck, or mose
10 atack the closestercmy

|)ﬂf> HAGIC

=iy =R SRR
The character will dse o selected
magic during conibal,




NORMAL MENU e
TACTICS (CONTINUED)=—

To decide how a character should react during battle, move the
cursor to select an icon. After their action has been selecied, press
the & button. The character will then carry out that command. The
next member in the party will then be selected. If it is necessary lo
change a character's tactic, press the © button 1o select the previous
character.

combai. Nete: Once the character’s MP is depleted, their tactic
during combart will default to Attack.

If Ttems is selected. all of the items in the inventory will be
displayed. Next, move the cursor 1o select the item. Press the
4 button, The character will then use that item for themselves |
during combat. Remember. only items that are highlighted cun be

o sclected.  Nofe: Once ail of the items are depleted, the

-chm will then Attack.

NORMAL MENU
TACTICS (CONTINURD)== b

There are times when characters will not execute the tactical options that have been selected. This
is usually due to the fact that the character doesn’t have enough MP or items to carry out the speci-
fied action. Before combat begins, make suse each character has enough MP or items to carry oul
their programmed tactic.

OPTIONS~—

Change game seltings. Allows the following game settings to be
changed: Vibration, Window Style, Window Coler, and Spell
Names. These options are described below.

o= e

RATION __ WINDOW STYLR SPELL m
Activate or deactivate vibration Change the background for the Displays the names of the magic
for the DUALSHOCK™ analog text and menu boxes. There are. spells on the Combat screen, Select
contreller. There are three seitings:  (wo options: Solid, to have a solid "On” to display the namies, or I

On. the vibration will always be color in the windows: and Clear.t@ to wm off the display.
have the box remain franslucent,

active; O, there will be no vibra-
gion: and Aate, 10 be able o wm
on or ofl the vibration by using the
Analog Mode Swich on the cens
rollen

| BATTLE VOICES
Determines il the characler voices
will be heard during Combat. Select

menu bm T'I:Lr\‘.lli_'t: five colors 0N 10 hear the character !

w choose from: 1=blue; 2=green; Voices. or “OIT" tw have no
3=rod; 4=7=llke, and S=sdis. vojces during combal.




~—ISA0 MIZOGUCHI, MUSIC-—

0. What role do you feel Ihal
music plays in the game?

A. Music gives grandeur to
the game; without it, it is
bieak. The music in the game
express the feelings or emo-
tions. |believe that the game
| is somewhat symbolic and
less complex as compared to movies that can express
more emotions because there is 3 mare complete visyal
representation. Ishouldn’t be going on too lang on this
fapic. | think that due to the fact that the game is more
symbelic, we can let the avdience relate betier to the
game with the use of music.

0. How did you approach working on LUNAR 2 as com*
pared with LUNAR 17

A. Basically, we now felt thal in LUNAR 2, that we
could conceive the world of LUNAR with more clarity. In
LUNAR 1, we were being introduced to the subject. The
hackside of the scenario in LUNAR 1, or the treatment
of the characters in LUNAR T were not distinguished as
unique. In LUNAR 2, it has improved and the characters
have more depth. The scenario itseff was talked about
and the musical content fnfluenced the game's develop-
ment. This was enly possible because of the introtiuc-
tion we had by doing LUNAR 1. So after LUNAR 1, we
could reflect and think about what the LUNAR world had

come to mean to us all. Because of that, in LUNAR 2,
we were better in achieving our creative goals.

. Did you change the way you composed the music for
LUNAR 27

A. When we were working on LUNAR 1, | wrote music for
it alsa. About four music writers were involved, but for
LUNAR Z only Mr. iwadare wrote the music. For LUNAR 2,
1 wanted to be the sound producer. The main reason for
this was that | wanted a certain consistency throughout the
game. The way we were composing before LUNAR 2, was
fo do the wark at the time we received the request from the
game designers who were getting some of their ideas from
Hallywood type movies. They often wanted similar sound
as was heard in popular movies at that time, in LUNAR 2,
however, everyhody wanted a game that was original from
the start. Dur challenge therefore was lo preduce music
with a high degree of originality. And se we decided to
have only one compaser work on the profect. Also, we
decided to reduce the number of instruments used in the
music we wrote. Instead of using a variety of instruments,
we thought using fewer instruments might work better. The
string player do not stop the varigtion, bit it's one way of
composing, because when I do my music, | feel that way
too. For example, Mr. iwadare, can produce a wide variety
of music but on this project, he focused on a nar-
rower musical theme. Within that focas, we Iried

to achieve our purpose. QB



e COMBAT MENU

‘When exploring certain areas in the game, the characters will come [f
face-to-face with somie of the most grucsome beasts ever seen. The

Combal menu. Take the time to become familiar with it; other-
wise, it's just sad to walk home crying all alene. It really doesn’t B8
make one a hero, just a pathetic loser.

COMBAT MENU SCREEN-— -

BMECY ICONS S| Albino Babo

The Combat menu is done || | Razo ‘m“ -1 IY. wmww“ 2
in the form of icons. The [[° SR ke ers Lists the name(s) of the
four icons represent the fol- | b - monster(s) and the number
lowing: Control, AL Tactics, i that are attacking.

and Run.

e W o
battle. el

and their current status. The
status shows the character’s

name, current level, and the
M current value of HP and MP.

g It is necessary to watch the character’s slatus dun:ng combal LOLDR % OF HP/ up
g%g to see how well they adre doing. There arefmrrcolars. green, [RRNeTT RIS E_O[I .
i e, and red. that represent the current status of a White 09-50)

character’s HP or MP. Consull the box to the right for the H? or MP m

percentage values for each color.

CHANGES IN THE CHARACTER’S STATUS ~—
Since the majority of the enemies have the ability to cast magic spells, one of the party members 1s
bound 10 get nailed. A character’s status can be in one of the following conditions: Goed, Poisen,
Confuse, Sleep, Mute, Paratyze, or Faint.

GO0D -
g coo il
- Ihe character status 1s nonmal

POISON

I¥ o characier 1s posoned, their HP will gradually
decrease during combat

“ Y
CONFUSE

Bl The character his been Knocked senseless and wall
©attack anyone within range

-
MUTR _
— - S L REma
e characier hos been silenced and is unable 1o
utler a magic spell,

3 P
The character will not meve, and it 15 E'||ﬁ'|l.'u||l [
heal them
Gone, comalose, dead, wasted, The characier is
useless until they're resurrected

e — - N
The character will be unable o carry out com= 45
mands, After being anacked, they will awaken,




COMBAT MENU———
CHANGES IN THE CHARACTER'’S STATUS correnwn)

When there are changes 1o a character’s status during a battle. a number will appear next to them

showing the effect on the character. The number will be color coded and have the following effect
on the character.

This displays damage to a characier's HP,

el |

Recovery of HP andior MP

ORANGE

Increases the chameter’s anack power.

T — ==
Displays a cntical hit o the character’s defensive
abilities.

TRELLOW !

Displays the damage done when a characier has a
special item to ward off an attack

BATTLE SYMBOLS =
The monsters have been color coded 1o show how effective the selected attack or magic will be on then,

The colors are as follows: red (displays an “*X” over the enemy), swillos, and green (dasplays an "O" over
the enemy). The effects that these colors will have during an attack is described below.

. =

Increases the character's defense,

= ¥ S - - s 3 e = 3
Bad. When psing an aitack or magic on an éneiny Nentral. This attack wall only produce an average
that is ped, the amack wiil oaly cause minimal hit.

damiige.  Try using a dilfgrent attack of magic

against the eoeny.

sy

Good. This will cause severe damage 10 the encimy.

COMBAT MENU-——
BATTLE SYMBOLS tcortmuan) == .
I'he batilefield itself is capable of having its own attribute. There are five attributes: Earth, Wind, Fire,
Water, and Thunder. When these symbols are displaved during the battle. the battlefield will have an aturi-
hute, By using the opposite atiribute (for instance, if the attribute is fire, use a water spell), the character’s
attack will be great. [n contrast, the same attribute will cause only minimai damage.

B T .k J
When fighting on a batleheld with the Water attri-
buie, use Thunder and Fire magies.

¥ i

THUNDER

When hghting on a bauletield with the Thunder
attribute, use Earth or Waler magics

Tk X —

When lighting on & bawlehield with the Earth anri-
bute, use Thunder and Wind magics.

e an A L2 i

When fighting on o batileficld with the Wind aun-
bute, use Earth and Fire nragics,

When fighting on a battlefield with the Fire ateri-
barte, use Water und Wind magics,

| Artificial Intelligence. The computer will decide hew all of the
characters will react during battle. Once Al has been activated,
the characters will battle vigorously until the battle is either won
or lest, The Al icon will appear in the lower right hand corner
until the baule is finished or Al is cancelled. To cancel

Al simply press the @ button. After the current round of 47
combal, the Cambut menu will be displayed. ;




————COMBAT MENU ———— COMBAT MENU-———
3 CONTROL TACTICS ~m e

Select combat commands. This oplion allows command options Battle Strategies. Use strategies that can be set up under the
g 10 be selected for each individual party member. Each characle 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 to the desired tactic. Press the £ button. The character will
then perform their assigned tactics, After the tactics are carried oul
the Tacties menu will onee again be displayed, The tactical option
lasts only for ONE round of combat.

BIAGAC If the Record icon is selected, the character's last attacks that were 8

wed by means of the Control menu will be displayed. To assign [
these to one of the Tactic icons, press the © button. The three
tactics, will then be displayed. Move the cursor to seleet which
lactic: Tactic B, Tactic 2, or Tactic 3, 1o assign the new com-
mands. Press the € bution. The new commands will be assigned
1o that tactic,

\*\( ATLCR
pr e B I A LA W _r T
? e8| Puring combat, the character will vse their Use spells er skills, After selecting the }

weapan (o Iry lo obliterate the enemy. Aftor from the Command menu, a list of spellv/skills a
choosing Auack, move the cursor on the sereen 1o character has learned will be displayed. Move the
select which enemy will receive the brunt of the cursor to select a magie or skull, Press the 25 butiog,
assault. Press the & baton. The characler will Next, choase who to cast the spell on, friend or foe,
attack the encmy. Press the £ button. Once combal beging, the chars

acter will cast the spell.

ITRYIE DRFIEIND
Use items during combat.  After selecting the Defend against enemy aifack. After selecting the
ltems icon from the Control menu, the jtems in the Defend icon, an apparition will appear. Move the
iventory will be displayed. Move the cursor to apparition 1o a safe location on the screen,  Press
select an ilem, Press the 2 bunon, Once combat the @ button, Once combai beging, the charcter
begins, the stem will be used, Tiems that are not will then move 1o that location,

highlighted canpar be used.




R~ — e

Flee from battle. After selecting this command the entire party
will iry 1o flee from the attack. However. escape is not always
possible. If the party is unable Lo escape, they'll have to endure
a round of pummeling before they can fight back. If they do run
away successfully, no experience points or silver will be awarded.

Characters must receive experience points in order o increase their
levels. If their Jevels don't increase, their physical strength, skills, or magical abilities will not increase.
This will abviously lead to their getting a severe butt-whoopin’ during the next battle.  Of course, nothing
can compare to the many (rustrating hours that one would have to endure raising a character’s level in
order to beal a boss. Be wise, don’t run away from battles unless it is absolutely necessary.

DEATH-—

Game over. If all of the party members are
killed during combat, the Title screen will
appear. To avoid unwanted setbacks, save fre-
quently! Nothing sucks more than having 1o
replay a whole section of the game just to get
hack to where the characters died. Remember,
save is your only friend.

il ii. ‘f'b\\ 5

AVOIDING BATTLES -~

Sprint to safety. Sometimes it’s important 1o run from the ene-
mies 10 avoid entering a battle. To run from a monster, press the @ §
hutton. Hiro will only be allowed 16 run for a few seconds before §
I returns 1o normal walking speed.  After his run, a few seconds
will need to pass before he is allowed to run again.

RECOVER HP AND MP~— —

Replenish a character’s strength. Before leaving a

. > town or journeying into a dungeon, make it a habit
'»4:“\’) to visit a Goddess Statue. Usually a statue can
» P be found in every lown and lemple. Make sure t@ 2 A
Aﬂ: WU ke advantage of their mystical healing power. 1‘“‘?‘%.,’
Fed r”v 3 4 These stitues are rumored 1o be in the form ’ ,,"‘
T =g ‘ of Althena and can be used o recover the HP' « ;} it
L R e B A and MP of the party members, Be warned. . T.
8 I V', i some of the priests require that they be paid T
l‘wﬂtf . before they will let the party be healed. To recover 4~

o HP and MP, simply press the £ button while stand-
a f i = y 4
2 . ing next 1o the statue. The HP and MP will be = T A

recovered for each character. ok =8 @



~TOSHIYUKI KUBOOKA, ART DIRECTOR

0. As an artist, how do you feel
about CG graphics?

A. Let me see... if we de all of
it with CG alone, due fo today's
limitations in technology, many
of those have an obvious CG
ivok. It looks sort of cold. The
combination of hand painted
drawing and the cell are things that people are familiar
with, Therefore, this combination doesn't create any
(nnecessary negative impact. If we create a huilding with
o combination of cell and CG, thea it kind of looks out of
place. So we are still trying to figure out 5 better method af
utlilzing C8, and another factor is that CG takes too long to
orante. It simply takes too fong of time for modeling, etc.,
and that remains a real problem.

(} How did you go about creating Lemina?

A In my mind, ! thought of Lemina as Mia's offspring. |
thought that using the same character could coniribuie
lo the fan's interest, and I thought that by changing the
color of the hair or even clothing, that | could create &
different etfect. However, as | continued to make draw-
ings, | felt that the drawings of Mia didn’t fit the char-
acter of Lemina. This character is more cheerful, so |
ultached a big ribbon arpund the hip. I wanted to make
the celor of the clathes as biack, and when using black,
I thought that maybe blond would go good with black.

MTERYVIEW

0. Where does vour inspiration come from for creating the
world of LUNAR?

A. This is a set up for Lucia lo take a bath for the first time.
As for image, this is based on a mode! of a Reman public
bath even thought | haven't personally see one, but | had
an idea trom my leaming that they existed like this. If we
didn't do this right, it could look like a commercial secular
Japanese lype of bath. | tried to avoid that and make it
look like a more luxurious setting. If it were only a two
-dimensional drawing alone it would bieak, so | tried to use
a lighting effect to create a certain mode. This particular
drawing did not appear on the screen, but | imagined it with
the hot waler coming out at this location. So you see, |
rather use my imagination freely. Another drawing was of
& Do-jo for the character known as Jean. | tried io greate
somewhat in the style of the Japanese Do-ja but compared
to regular Japanese Do-jos, | wanted it too Jook somewhat
exotic, like with the favor of the Ainy. Usually when we
say, “Do-jo", peopie think of the typical Japanese Do-jo
and in order te create a difference, | made the windows in
a Iriangular shape for example. These columns are natu-
rally shaped in & form that is nof entirely siraight. Since
the time of ancient Japan, like Asuka, we have tradition-
afly used natural wood for the siructures. | fell there might
be some connection between these ancient structures and

Kenpa {way of sword art), as | interpreted it. @



SHOPG————

As Hiro and his party joumney to new and exciting lands, make sure to visit all of the many towns
and villages along the way. Upon amiving in a new town, make it a habit to visit the local shops
to upgrade weapons, protective gear, or items. If funds are becoming low, sell the characters’
unwanted equipment for some ¢old hard silver. Then use that silver to invest in the latest and great-
est weapons and protective gear. Doing so will make them more effective during combat. Don't
forget to stock up on items. Jtems are essential in keeping the characters in good health during
their journeys. There are four options in the Shop menu: Buy, Sell, Equip. and Exit.

SHOP MENU SCREEN-—— e
LTEM WINDOW

Displays weapons, protec-
tive gear. or items that are
for sale. Also hisied 1 this
window will be the nem’s
name. price, and a  brief
description of the item.

Amount of money the party

has collected.

PARTY MEMBERS

Displays characters in the

MENU ICONS

The four Shop menu Kons:
represent the following: Buy,-. party. Il the character’s face
Sell, Equip. and Exit. > is highlighted, they ean use
or equip the item. I there
faces are dark, they cannot
use or equip that item.

SHOPS— :

Purchase goods. After selecting “Buy™ from the menu, move the
cursor in the Item window Lo select something to purchase. Press|
the @ bution. When buving weapons or armor, highlight the chas
wlers 10 see how their statistics are affected.

Next. u decision must be made & how many items to purchase.
The number of items that can be purchased is based on their cost.
and on the amount of sijver that the party has acquired, Use the
up and down Directional buttans (o seleet the quantity to purchase.
Press the & button. The ilem{s} \ﬁll be purchased and placed in
inventory. '

[
There are a couple of things to remember when purchasing weapans, anmor.
and items. Firsl, if an item S not haghllghla:ﬁ; the characters do not have
enough silver to puruhasek Spoml if .uhmcu,r is not highlighted, they
are unable o equip that on or pmle&uvégenr Finally, it's usually a
good idea 1o check o sge Mp.rhmauu has equipped so that the same

item isn't purchased lor them. 'Tl_:h#s will save both time and money. .
) 1

55 |
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e SHOPS— -
L

Sell Goods. Before selling an item, remember that most items will
be sold at half their purchase price. To sell an item, select “Sell.”
Press the € button. Next. move the cursor (o select an itém to sell.
Press the @ button. If there is more than one of the current item
in inventory, use the up or down Directional butions 1o increase or
decrease the number of items 1o sell. Once a decision has been
made. press the € bution. The iem(s) will be sold and removed

from the inventory, Make sure not to sell an item that may be needed later. Note; Some items
cannit be sold.

EQUIP -~ i

Equip or unequip weapons, prolective gear, or items. Before
equipping an item. it is important 1o see whal effect it will have on
the character’s stals, 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 written in red letters show a decrease in that stat;
however, numbers that are written in green letters show an increase
in that stat. Remember, it’s usually best only to equip items that increase a character’s status.

SHOPS——

EQUIP (conTmuRD) <= —
To equip an item, move the cursor to select which party member will
equip an item. Press the & button. Next, move the cursor in the llem
window to select an item. Press the € button. The item will then be
placed in the character's Gear window.

T'o unequip an item, move the cursor to select which party member will unequip an item. Press the 2
button. Next, move the cursor in the Gear window 1o select an item. Press the € button. The cursor
will be placed in the Item window. Move the cursor (o a [ree area, and press the @ button. The item
will then be remaved and placed in the Equipment window,

ol g = = —— DD —




~WEAPONS, ARMOR, & TTEMS=-

This  acrodynamic  projectile
\ - relumns (o ils user after being
thrown at {and hopefully strik-
ing) an enemy. The Boemerang
1s Hiro's weapon of choice.

Designed with close combat n
mind, this blunt  weapon  is
extremely ellective s pummeling
your unforiunale oppaonents ko
dripping mush.

RAZOR FAN

e o o I Y e,
This fan is constructed entirely

of sharp blades, which makes it
as dangerous lor its user as for ils
imtended targer. Only Jean has
the skill and dexterity (o use the
Razzor Fan without losing any of
ler fingers in the process.

~WEAPONS, ARMOR, & INTEMS-

FLATL,

[ —

The spikes on this monsirous
weapon are desizned to inflict
masimum  damage on oppo-
nents by piercing vital organs.

This magical blade contmins 2
fragment of the power of the God-
dess Althena, I1's also one of the
most effective weapons a warrior
can use..il you can find 1.

. device hook inte an enemy’s flesh
> and grate through him like a brick
of cheese. Jean is especially deadly
with this weapon in her arsenal.



~WEAPONS, ARMOR, & TTEMS—} ~WEAPONS, ARMOR, & ITEMS-

) This tiny prece of jewelry is one
This  cranium  cloth — will

increase the Magic Endurince
of the wearer. as well as make
a stunning fashion statement.

ol the most valuable ilems
the game. I equipped, it will
revive ils wearer from a faing,
and restore their Hit Paints,

T W
This magical garment was
sewn Ingcllwr with the thread
ol holy silkworms,

This regal armor provides
supenor delensive protection
rom enemy attacks.

SNAKR RING

s == ____ . ]
This reptilian band imereases

one’s ability 1o avoid encemy

atlacks.

AT TS e, el sty
Muade from s special  alloy
enniched with magic.

PLATIUM HELM

PPt h g —
This beautitul helmet keeps

s wearer from  suffering
Blunt trauma 1o the head.




~WEAPONS, ARMOR, & ITEMS~} ~WEAPONS, ARMOR, & ITEMS~

I

This herb s an inexpensive
way 10 heal small amounts
of lost Hit Points.

This pendunt 15 worn by
Lucia, the mysterious visilor
from the Blue Star.,

d=—

VITALITY VIAL
B
Dranking e liguiel within this

hoky vessel dispels all disabili- WHITE DRAGON WINGS

thes and penerafly just makes e ovewsscveesoy e c o
G ); you feel good all over, These wings have lost some of their sm LIGHT
ﬂ Eﬂ ; !ﬂi ["“ It /r power over the years, but they can still -
This da_lu ious, nutritious mat (° transport characters out of dungeons. Silver Lights can restore

This magical ttem performs
the same functien as the
White Dragon Wings, but
BOLY WATER disappears afler being used.
This tonic contains special

properties  thal  can  cure

afflicied souls of almost any

condition.

huge amaunts of lost Magic
Poinis.  However. they are

ANGEL’S M very hard o find, and all

impossible o purchise.

invigormes  anyone  who
ingests il

e e
These precious flems  can
revive  unconscious  parly
members during combal,




LUNAR is a world fifled with magic. With all of the many differ-

ent branches of magic. Hiro
to a certain field of magic.

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.
some of the magic available

~—=MAGIC

and his companions are each adapted
For instance. Jean's magic is mainly

The following pages will preview
for each character.

(e I

BOOMERANG
Delivers a whack

wil comes hack. | -

Hiro . stans  the |

A double-dose of
flving woexl, and
a more powerlul

version  of  the  Boomerang

attack,

Each character's -
magic has an |§

Magic Effect: Only affects the selected ally.

Name: One Ally l:\hhrc\ iation: 1A

effecuve mnge.
A magic might Sk
affect Jost one

Magic Effect: AfTects all of the allies in the party

Nitme: Adb Alles i.-\hhrc\i;slum A

character/
CHEMY, OF SV '
eral characiers/ L

Mugic Effegt: Affects only the allies that are in a selected area,

Today's forecast
one big ol

L'I\Lllli'll.'.

At no  calm
belore this storm.
A mare powerlul
version of the Squall spell

Name: Ally Zone. l.-\l'rl'rw\mtiun. AZ

enemies.  The
char 1o the right o
15 a key w the

Magic Effect: Only benefits the person casting the spell

Name: One's Self Abbreviation: O3

range nolations
{Tabeled as “R”)
Tl an the Tol "

Magic Effect: AfTects only the selected foe

Name: One Encmy |.\hhrv\1ulinn 1E

lowing chinis

Muagic Effect: Affects every single enemy on the battlehield

VORTEX
Whut h.|||]l-;n-. i
when Alithena
sieezes”  Every {Gi0E
wnster on the batileneld sul-
s a wind-whipping

A Nury ol lun-‘
ous Tunnels, and

| Jversion of the Vortex

| SUPER CYCLONE

a more powerful

-Q.um' \!_H-ncmlm ]-\hhtc\l.;linn AE

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

Name: Enemy Zone |,‘\|1|1r::\i‘|llull. EZ.

Magic Effect: Affects only the enemies that are in the line of lire

Nume: Single Line I_-\hhw\i.;lmn 51

SPEED STORM

Hira increases his
own Agility, so he

L LAY oo atck  the

eky-poo monsters before they
attack him




Hiro

MAGIC

POE SWORD

Hiro .hufl\ high
and hirs hard. Hivo
will use this attac
many, many times during the
course of the game.

Hiro lets nip with

SYBILLYUM SWORD
u wimd

(Insert your favor- E .

ite flatulence joke here.)

bomh.

e MAGIC-

G ryn

P

il restores HIP

HEAL LITANY

wember receive
Swedish deep-
ssue assage, No, actually, it

All party member

Ciwyn's blessing
which restores HE

CALM LITANY

are blissful afier

P
Hiro ||(!L'\ ﬂ'IL ol
dash-and-slash
ldeal  for  when
your foolish foes are in a pande

t:rl abon,

;MML[ON SWORD

COTIC me swam

P —
Hiro unlesshes the
bang and blasts &
LI roup of encimics

TRI&’LE SWORD

I]uu strikes and
the enemy’s oul
Supremely usefiul -

against bosses

Q

~
Decreases the -
geted encmy’s
| SR Dclense  rating
5 A Very handy dgainst a certain very
1 nasty boss,

MUACTURED ARMOR

Decreases the lar-

SHATTERED SWORD
£ sled

LRI ttack runing. Also

ery handy against o cortain very
asty hoss,

enemy’s
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Ronfar

ESCAPR LITAIVY

P Semaa. S L E - s= - )
Teleport 1o the

entrmee  of  the '
dungeon  you're

currently exploring. Use itwhen
your situaiion is dire

HARAL LITANY
estores some HP | B -
L{m‘“: ally [ .

= .

-

o

—————MAGIC

REVIVE LITAINY
A -. .n‘l:.\'nu.‘ 1 L

bt withown
v HP (similar ElePSAEY

Angel Tears),

MIRACLE LITANY FR

Awakens o fuined
ally and restores

e

all their HP in the LlSNSTRES

process. Mega-coul!

%% E MP:12 R 1A

one .:“_\.

'k:
Ly

x

=

CALM LITANY

Restores some HP
tovall alhes

LITANY

receiyes

=] The targeted  ally

a small

umount of HIP alter

each urm, similar to the effect of
the Healing Ring

&

i boxs battle

DIVIINE LITAINY

= ] Al allies receive
- a-small amount of
I after cach tum,

“W Cust this one at the beginning of

Restores most HP |
o all  allies
Devours MP. but a

very uselul spell nonetheless

1] cvens. Guess nght

Sl and all enemics [HEELREGT

Choose  odds  or

take damage; guess wrong and

Ronfar loses a lew HP.

)

ally is cured
of all condinons

TRANQUIL LITAITY DESTINY DICE _ CLEAN LITANY CLEANSING LITAIYY g

All allies sire cured
of all conditions,
thanks to  the

power of Blue Cross health

Insurinee

ANGER DICE

e e
The higher Ron
far’s roll, the more
Panung damage s

inflicied on the targeted encimy

e

(RCOVE

i RY COIN

iy or may not
revive all Fainted
arty members

LIGHT LITANY

PreSstuh
:

Steals some HP

an - eneny

urid gives them (o

one of vour buds

MP:- 30 A: AA guys and
hands ‘em 1o the good
Luys,

SHIIIMNG LITAIY
o o

O
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J@Uq HISS ¢ D‘Dﬁ" LR B!U\TCEL E

b-smacks ¢ . | Jean gets i ghos IJ\ Yo efs 1 ehisily EORERRE] 4 :'5.
up of enemies., | sidekick that ulll !
iob-smacked” attack the enemy ot SiERERGRGY M 9

a Brinsh slang | | the end of each round.
lapped silly™, )

MAGIC:

BUTTERVLY DAINCE

B
Bl 50 prelty, yel so ‘
posonous lor o
4| croup of unfortu

nale enemies.

{764}:

JOTH DANCE_
l:l..'ul poison [+
ek upon @

single enemy

SLUE DRAGOD PALM

LA mes e

s : lean's foe feels the
MP. 10 |R: 1E

bite. An excel
hasses

SLAM DANCE
& o
MP: 32 R; 08

Palm attack

E &% | Sends the targeted | §
& cnemy (4]
- IR fremland for an

extended vacation

Jean’s sidekick is -

-‘. AUSES i & rnu]\ut ]
enemies to lake
pOWer naps

capable of using

the Blue Dragon lent spell against

SLUR JAMT;ON KICK

m} \

SWARM mﬁcv

Do e

| ar 11\ 785 @ group -
of enenues. L e

BEE DANCE
An  enemy-par-[ 50 8
alyzing super-

sting

INCHANTED KIS

e
The largel

i becomes  drunk
wilth lust  (and

confused, occasionally anack

Jean releases her

SLUE DRAGON WAYE
fighting spiril,

damaging all gne- w

mies adjacent (o Jean..s0 use 1l

streaks
riass The baitle-
Id, miroducing
r loes 1o her Teo

only when she's surrounded

magically
|u;|||1hu and

: Al ive an o uppercut
o every enemy on the battlefield
sumultaneously

ing his fellow monsters)
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MAGIC——

Croodness, 213
cious, great i‘\H
of fire! Lemina

joins the party

alveady has this spell when she

1] cams only two levels after she

FLAME SHOT

e e e
A powered-up ver
Fliime, {

sion of

which

Joins Hiro's party (i Level 20)

Lemina

e very lucky ally

POWER DRIVR

of  Attack Q

WET, A NECESSILY Ugainst miny
I the lougher bosses.

0T

One ully receives a
chillin’ increase of
Defense power

clock
Lemina
has  this

15
kg Lln-::
alrendy

PYRO PILLRR

- I!.ul hot,  holter

than Hell. A pows
E Flime Bomb

One ally receives
i massive boost of
Detense power

Removes
effects

DISPEL MACGIC

aof
EEY chunging spells.

the
stat-

This spell show
ers the battlefield
with fire. Bning a

flame-retardam umbrelln

SFeE |

1o ashes,

| ered-up version of
A

Ashes
ver-

dust 10
powered-up

sion of Buming Ruin with twice
the MP cost

st

ERASE MAGIC

Vipes |l|i.
flects stat
hanging \1\]1~

oul

Leming pilfers an

MACGIC SWIPER |
enemy’s  MP-as

long as the ¢nc m\m

has magical abilities, of course,

One
i loasty increase
of Attack power.

ally. receives

An omni-clemen-
il attack spell that
upon  1he
Niture 1o

calls

forees of

Mommy

goud guy
standing within range of

nuke your foes

Lening

Defense of every

o




Lemina

MAGIC-—

MACIC SEAL

Prevents the | lar- |
peled enemy from
using magic. u |

BRCA SEAL

Prevenis the tor-
geted  group  of
COCMIes from
Using magic,

yis

32| iy

An arrow of
frozen water that
slabs one enemy

right in their danger 2one

ICE ARROWS

de T e m S5 MW IILE I
- Three  piercing i
projectiles  poke

LRI (e bum ol this

spell’s most unfarunate target.

of heavy dumage
for the tarzeied LGS

| Huge hunks ol [ =,
hail  bombard a
groupof bad guys.

ICE WALL

Very useful in the Red Dragon

oo

Storm of the cen-
Lary.

Cave.
; o
Falling ice is defi-
| mitely not mee. A
powered-up  ver-

& sion of the Freeze Claw.




MAGIC

Beware of mag
ically-levitate
rocks, Leo starts
with this spell.

No  relation W

Solid Snake. A
powered-up  ver-
ston of Rock Viper

Leo

FLASH BLADE f-'-l BLADE

\l.IlL‘\
[ swo r-J \luhu
iginst a sing

| Holy hight bom- |

BUZZ BLADR

bards a group of

enemies

MP: 18 R: EZ

q ROCK CRUSH

A big boulder faw

the heads of the
targeted enemies. Leo starts with
this spell

down, go boom on |5

Rocks with prox-
imity  fuses? A
powered-up . ver-
B sion of Rock Crush

] CRIZZLE BLADK

- J__L*g

1 ] This spell shines
l forth on the bad
guys

Leo plunders an

enemy's HP.

CRACK POINT _

\h ik,
and

ruttles, |

rolls  the
ground. Leo starts

“.1.h this spell

h
| powered-up  ver- W

Stone pillars erupt
from the carth. A

[ sion of Crack Point.

Leo suys a linle
prayer to the God-
B dess and  boosts




1. Describe the process of creating the animations.
A. Based on the art created by Mr. Kubooka, we mee!

io plan stralegy with the animators. The animators
then create a lay out. The producer, ke animation
director and the director check the lay out, and then it
Is returned to the animalor. The animator then finishes
the ariginal drawing and then they recheck the ariginal
drawing. After that, the animations are put legether to
create the final product. Finishing work is done on the
compufer te add colering details. The graghic data cre-
afed on the computer is then rendered. At that time
the background is filled in with a waler celor drawing.
Ihis is combined with the product preduced on the com-
puler using a scanner. We also adapt 30-CG! for use
i these works. This 30-CGI consisting of Lightwave
Images; using this we make a compasite that results in
(wo dimensional images. We can also take a hand wril-
{en picture and render it in a Lightwave image.

11 How do you go about editing the animations?

A. The order in which the animations are edited is deter-
mined by the art. However, it depends on the animator
because they each have their own persenal characler-
istics. Using the work done by many different anima-
lors, and then making them into one story, the producer
and director edit and match the timing. The process
of producing in this fashion, shortened the timing of
wach scenario script to adjust te aliow the characlers to

express their emotions such as surprise. Alss, setting
up the time necessary for the nser of the game to think.
This is one of the greatest challenges for this type of
editing.

(1. What was the hardest scene 1o create?

A. The most difficult thing was to get along well with
the game creator. The most difficult scene was at the
end, we used the CGI there also, a scene of a spectacle
was very hard. If it were a regular mavie, the scenario
ani arlare created al the beginning ,but since this is a
game, the scenario keeps changing throughout the cre-
ative process. We, therefore have Io rewrile the sce-
narfe and art te match the game; the spectacie scene
towards the end was added on to the existing art as
if there is a summil with fog around it, and when we
reached that point, we discovered another summit to
yet be reached.

(1. How do you view the animations in the gamea?

A. The animation in the game is made in order to
improve the experience of the game. Even when there
are a lot of animatiens included in the game, the most
important thing is the game itself. The animations are
made to enhance the players experience of the game
playing scenarfe, but us professional animators add
these images to the game te improve it.



~——ETERNAL BLUE THEME

Original Japanese Lyrics |

Legend, vanishing memories, endless pageant.

Deep sleep of solitude,
someday time will come to be awaken.
Now, the forgotten old book.

Only the past is recorded.

Circle of lights and shadows, the moon

is melting into the clouds.

Sound of wind, tune of journey,

in the unknown foreign town,

Someone is waiting for me for sure,

asif whispering in my ears, tells me secret[y.

Blite moon, dance the sky with a fairy.
Future in my mind in such 2 way.

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

When the comet pulls the golden bow,
I will start sailing in the sea of the Milky Way.

Q

Blue mooi, a fairy plays songs.
A prcnmnirion w!'ndiﬂ_z_mumf the maze
in sucha way.

In the nudc} of ﬂu endless rondo of hghrs -

and s]ullpws.

hwttmg Mt

Blue moon, dance the sky with a fairy.
Future in mymind in such 2 way.

Even if the dark shadow brings the storm;
we'll turn the light or. )

b

- Alegend of old.
A story forgotten.
1l memories, of true love
anm

&I‘h’rlgdnmume
Iry hard &0 remember.
A doorway to the heart
Ireckions your mind!

I | Andnow, a corner of night,
van lift ﬂté weight from youw
| Iin your hands.

|1 juast you wraderstand.

A destiny lost.
A bond that's been broken.
The mrnwriﬂ,ofﬂt ; "'-
that slip B ﬁﬁ

= S | 4
ot AR
lin':w.ljﬂi:'.r k.

A doorway tothe

yout seek. o

gnglish Lyrics

Love can change the key you hold
into a gilded chance.
5o tear 2 memory from your mind

and make it real

cchorus 13

Blue star above me,

Your mystic shimmer tells of love,

1 should know.

Whisper yolir secret.

To soethe my doubt and calm my fear.

Blue Star above me,
When shadows Imgthm arid the dark
looms ever cluser, |

hold e near,

The tm bﬂ’h ﬂwn'thm.e.

The time when destiny and hope,
will give birth again.

l“-—ETERNAL BLUE THEME-——

<chorus 2>

Thenif it's to be,

vl find a glimmer of the life,

1 shoudd krow,

Only that moment

can show me what § hold so dear.

Until that morment,

Pl find some comiort in the love
within my slumber.

T on your charm and hold me near.

<repeat chorus 1>



———LUCIA’S THEME———

Original Japanese Lyrics

When | was alone 1 did not notice
the piercing bue sky.

You and ), far away, even being apart.

When | was alone | did hear,
Heart trembling, sound of wind. <repeat>

The péﬂ‘t;r{ who taught me this is not just anybody. When | was alone | did not notice
Abyays being close try me.

Emm;rsg-. e

The piercing blue sky.
When I was alone.

Your heagt bex at, fcqu,. imagined.
Ex ;hangt smiles, extended hand, being embarrassed.
Holdirg us tubrflwr o, 3 £

Full of sunshine,

Time to be wrapped in.
Asmuch as possible with both h_:n,d_g, ' > «
Stretch and hold tight. 0, ) ¥ "

52

Me and you, someday for sure, we can meet.
Pulling strongly to each other, the two of us,

B

 When ! was alone as one,

niy eves were as blind, 1 know.

Sk brilliant with biye elegance,

Peorddn't behold.

Ay heart was as ice, so cold.
Winud whispering sweet melodies,
1 cotild raot behold.

\II.:]I[ tomy eyes,
and warmth b my heart,
vour fove has been such to me.

Pull closer now,
And strengthen ny leaning,
Toward love to fiead all my wounds,

cohoruss

hen our hearts both beat in time,
* There’s muagic in your smile,
It séemms there’s nothing we can't do,

And within your warm cmhr:uz,
My heart will ind 2 place,
Evendrom afar,

Our love forever shall be destiny

<bridges

When | was tlone as one,

iy eyes were as blind, | know,
Sky brilliant with blue elegance,
1 couldn’t behold.

When | was alone as one,
My heart was as ice, so coldd. |

Wind whispering sweet melodies,

1 could not behold.

Sight tomy eyes, '/
and warmth o my hqﬂﬁ‘,\ v
Your love has been such to me., .

' g -2

e

Pull closer now,

And'strengthen my leaning,

Toward love to heal all iy wounds, .

LUCIA’S THEME ~————
English ,Lgm:,&

wchorus> |

Wher our hearts both beat in time,
There’s magic in your smile,
Itseems theres nothing we can't do.
Ane within your warm embrace,
My heart will find a place, |
[—.vw.rl’ram xfur. 3,

Our love ﬁfrev:r shall be destin .

L

_ﬁll’i'i.dgc >

‘When our hearts both beat in time,

There’s magic in your smile,
I kniow there’s nothing we can't do.

And within your warm embrace,

My heart will find a place,
Even from afar,

* Our love eternal shall be desting.

83



-5, SATA, MAP DESIGN EDITOR--
INTERVIEW

(1 What kind of programming did you do for LUNAR 22

A Since [ do the map programming and demonstration
programming, | personaily think that the character dem-
unstration is very interesting among them because it has
movement attached to it. Basically, different designers
make the map and the character separately. We construct
or combine them together on the screen and if they match
well, then we proceed. As a programmer, my job is ta pro-
iuce a product that is wisible to the player without any
problem. If the graphic designer does a good job then our
Job js easy.

0, How did you go about making the character demonstra-
tions?

A. We can make both map and characters by using the
praphic software called Gaudi. After we have made them
suparately, we match them together on the screen. When
we match them separately on the screen, the colar combi-
nation has to be right and the characters shouvid loek like
they are standing on the map in an appropriate {ashion.
{ur most important function is to make sure that the char-
nclers are standing on the map and are able to be viewed
a5 moving within the given map and we make appropriate
aifjustmenis when necessary. Once that is done, the rest of
our fob is to just create new data. M's not that hard.

(1. Do you do anything special when programming the game?
A. 1 don't want the players to win quickly. | want them

to enjoy the story and | believe it is much more enjoyable
to take your time in playing the game. If there are some
people who really want to finish the game quickly, if they
are involved in battles with many enemies frequently, they
might win in a guicker fashion.

Q. What is the maost difficult part of the game?

A. 1 don’t feel that there is really any excegtionally difficuit
part of the game bul if you don't listen to the siory care-
fully, you might not know what to do next. As long as you
tatk with a lat of people and listen to there responses, then
you should be able to do fine.

Q. Do you play pames?

A. 1 love gaming; ever since | was a little boy, | have been
playing games a fot. | really wanted to work on this kind of
project se | searched hard for a place whe would be inter-
ested in having someone like me. When I found this job, |
jumped for it. Before getting this job, | really hadn't really
devoted myself to the job like | did here. Affer ! entered the
company, | really worked hard.

Q. You have an interesting pen name don'l you?

A. My pen name is Satan. [n Japan, people don’t think that
this name is so scary. When [ use this name as a handle
name, some people whe surprised. There used to be some
people who were surprised al first but once they
learned my real name, then they say, "ﬂlpﬂh"
that makes sense because of the similar sound.



——TRANSLATION NOTES——

When doing LUNAR 2: ETERNAL BLUE COMPLETE. we had a lot to live up to in the minds
of you, the fans. LUNAR: SII¥ER STAR STORY COMPLETE raised the bar both in presentation
and in interesting character interaction for RPGs. There's nothing worse than going into @ 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 ful
set of character standees, paper map (no annoying fumes this time!), full-scale Lucia’s Pendan
hardbound manual, and for those lucky enough to preorder at aparticipaling retailer-a Ghaleo
Punching Puppet! We've literaily worked on putting this package together for about two years.
We hope you'like it. and begin 1o expect more from other publishers as well,

As for same changes, well there were quile a few. Thesave game system was overhauled, net-
ting thirty saves per Memory card. instead of the original three. Yes, thinty saves is 4 bit of overkill,
but it's REALLY nicedf you want to save befiore animations or events you like. And. with the dual
Memorycard support, it's possible 16 have sixly saves online al a time! Analog support was adde
for our DLL-’\LSI-]('}(.'Km—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 npames can be turned off in battle, An
due to popular demand from players of LUNAR: STLVER STAR STORY COMPLETE, bautle voices
can now be turned off.

Since ETERNAL BLUE has more voice clips in-battle than its predecessor, repetition is not a
big an issue. But, the fealre was added so you. the player, can decide if the battles have voice o
not. The dialogue boxes were also changed so they had a nice, ornate border. Monsters were color-
coded 1o show spell-cffectiveness. instead of just the simple X's and Os present in the Japanese

version. Shopping is a bil casier than the Japanese version now as well, since you can
ghieck the stat changes of a weapon or item you want to buy BEFORE buying il. Previ
¥ ously. you had to buy a weapon to see what it would do for you. And finally, the large

— —TRANSLATION NOTES——

hange since the demo we released with Vanguard Bandirs was probably thal the music slowdown
was eliminated.

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 evenls hadn’t changed. However, there were two
tuirly major changes. Hiro was completely re-recorded to betier match the voice with the face.
[tuby was also re-recorded in many areas io soften herattitude. In the original release, which
was very faithful to the Japanese version, Ruby was pretty shrill and a bit annoying. With the re-
release, we made an effort to soften her a little and perhaps make her a bit more likable. Finally, we
wlded back some audio events (like Ronfar's haunting Mauri flashback) that were removed from
ihe Japanese release for reasons unknown.

Finally, with regard to the animation scenes; we. did our bestto make the U.S. version Iook
hetter than the Japanese version. The Japanese version was 256x224 resolution, with a video
window up to 64 pixels smaller than maximum. On the U.S. version, we upped the display resolu-
tion 10 320x224, with the video window at {ull screen. To reduce artifacts, most scenes were run
through a low-pass filter. in the movie playback system, audio was also changedie 38Khz mono as
upposed tol 8Khz steren, We felt that better audio fidelity swas more important than the odd stereo
elfect every now and then.

We ve done our work. and the game lies with you now. We hape it rekindles fond memories
Ior those of you that played the original, and creates new fond memories for those of you playing
it for the first ime, LUNAR really is a special game that transcends gaming in the traditional sense
because it FEELS real. When you're done, it seems as if the characters are peaple you realiy knew,
and that's a rare quality indeed. We've had a great time in the LUNAR universe and hope to see
vou before you're (oo old to hold a contreller with LUNAR 3.

Keep the cards, letters, and E-mail coming. We read them all, because it reminds us that we
really are nothing without you! Thanks for your support, and we'll see you soon with Axe
the Lad Collection!



Greetings and salutations, you beautiful reader. and welcome to the mini-walk-
__through. in which we've yanked a bunch of keen information straight out of the LUNAR
2; ETERNAL BLUE COMPLETE OFFICIAL STRATEGY GUIDE and reproduced it
here for your reading pleasure. This section will lead you through the first few hours of
the game, from the Dragen Ruins to the Blue Spire, while giving you a delicious lasie of
what the Official Strategy Guide has to offer,

There are several unauthorized LUNAR 2 strategy guides available in stores and on
the Internet, but none of them feature detailed artwork. exclusive interviews, or any of
* the ather coal stuff that can only be found inside the Official Strategy Guide. {Some of
them aren’t even printed in color! 1 mean, ¢’'mon, how lame is that?)

Also keep in mind that the unofficial guides are based upon the Japanese version of
LUNAR 2, not the American version. Since LUNAR 2 was considerably altered (and
improved) during the focalization process, the information in unofficial guides is otien
inaccurate or entirely wrong. (Just ask our customer-service department, which receives
phone calls and emails every day from frustrated folks who've been led astray by unof-
ficial guides. )

Okay, okay. End of sales pitch, start of walkthrough. A few reminders before you
Sorge ahead. however:

13 Not all of the weapons, armor, items, and monsters are listed i this section—only
those that are Tound at the beginning of the game. The Official Strategy Guide has com-
plete lists of every weapon. itemy, and monster, along with a cross-referencing index so

you know exactly where to find the goodies you want.

2) This 1s an abbreviated excerpt from the Official Strategy Guide—uabbreviated
because there was a lot of information 1o pack into the following pages. The Official
Strategy Guide has larger maps and larger screenshots, along with plenty of insig-
pificant-but-interesting  informaton (“Retrochecks™ which document the dilferences
between the old and new versions of LUNAR 2, interviews with LUNAR 2's creators, et
eelera) which we couldn’t squeeze into this section,

Okay, okay. End of disclaimers, start of walkthrough. Read on and have fun!

I'he mext two pages contain descriptive charts and adorable pictures of the weapons,

armor, and ttems that can be found in this section of the walkthrough. Below is a
sumple chart with explanations of all those mysterious categories:

Tk 1 thwe Formad name of the 1em.
Micknames and altermate ninees
e LAl Poker Thingie™) are not
included.

This is a pithy descripiion of
the item, Some folks thought the
descriptions were silly, but we tofd
them w pith ofl.

This is the purchise price of the
e, When selling the flem, you
only recetve half the cost. If no
price 15 shown. the item can’t be
bought or sold

RONFAR
LEMINA

This 15 & sereen-grabbed and Pho-
toshop-processed picture ol the
e, s seen in Ruby's inventory
thspliay.

This deseribies the effect or elfects
ol the em, Neganive effects (ie.,
Diestenty <51 ane shown in sed, ihe
color of danger and pizzi sauce

This shows which of the game’s
live major charucters—excliding
Cwyn, whise role in the guesy
s minimal, and  Luci, whose
aetions you can’t controf-can use
the item,

DAGGERS

NAME

ICON

DAGGER

Daggers aren’t us powerfol as swords, but they allow
for twa attucks instead of one, making them tgener
ally ) meore uselul againgt weaker enemics,

DESC./EFFECT

Hall-step above a butter knife.
Atinck +2, # of Attncks +}

L RONFAR
LEMINA

ANCIENT DAGGER | Ngg

{Hd-school critter-cutter.
Attack +6, # of Attacks 41




NAME

PEASANT CLOTHES

ICUN

DESC.

Defense +3

——
The only type of “armor™ thal eversone can

Muoth-euten and S0 oul of style.

EFFECT

LEMINA

ARDVENTURER™S
CLOTHES

Several lavers of course cloth.
Delense +6

SPRECIAL ITEMS

NAME

RIGHT SAPPHIRE
JEWEL

poses, and some are used o solve puzeles,
YESC. 'EEEECT

Hiro's hawl from the Dragon Ruins. One of
o jeweds necded 1o enter the Bloe Spire.

These unusual objects serve special pur-

LEFT OPAL JEWEL

From Gwyn's collection. One of fwo
Jewels needed to eoter the Bloe Spire.

W ITEMS | These unusual objects serve specinl pur-

poses, and some are used 10 solve puzeles.

DESC./EFFECT

e following pages have all the mmformation you
lesire about the hundreds of nasty creatures mhabit-
g the lund of LUNAR 2. Take the time to become
tamiliar with your foes! Please note that the game’s
‘hosses” are presented in the big. bad Walkthrough,
which gives us more room o deseribe the different
ittacks they use, and 1w tell vou how not 10 get killed
by those attacks. Below is a sample of monster data
that explains the various statistics:

This s an unretomchad photo of the cniter (For an esample
of retouching, see the author™s photo on ke dust acket of the

srategy puide. His weeth are than wlote m his deeame, dude. )
This s whiat the monster’s fneads call i, but you're st an
A pnbnee, s vou should be more Tormsal, For example.

s el refier to this oionster as “MISTER Ding Beetfe™

|
[ _DUNGB

The banng attack of ths

CHEmZE el 15, 8% 18 niime

HERB QE‘“ Reeovers a bit of HF, Hs ronically  wnplies, uite ra ! —
e W
HEALING NUT “ e b 2(Hs [ 'ﬂ]l‘l.h!‘l 1Ilc Beelle! .x'\:-n \\’Ii:flé‘ggbbll‘.ﬁ:
Rubw's serateh and fire ]“"_:_:";:;.].‘:\L‘fé’;‘q:
STAR LIGHT @ Hecovers u big of M. 30008 breath .-um:k-. wre |£'[|1.Li ‘ 4
EAST DESERT PASS
GRS TERR | @) [ e oo [ [ e e

ATTACK
The higher this g the mone dameae s physical attbicks {jals,
punchis, kicks, et ceter) cause

ATTACKS

This nummber imahicwes bow mans aiscks e monsier can Gaed
well) use dusang s wim

DEFENSE

The lugher o monster s defense rnng. the less damage 11 receres
Tren your plivsical anacks

AGILITY

The Ingher a monster’s sifiny ring. the sooser 11 can ake an

action m battle. (17 & monster sinkes you belore you can stike
i, the awsnster bis hugh agaliey s Higher agiline alse moreases the
chance of an extr-damageg “onncal ™

SPEED

The ligher a monster's specd raomgs the mong ofien 11 dogdges vourn
phivsical attacks

WISDOM

T higher @ rvnsder’s whschim raimig, the moee danage s nag
cul nitacks canse

MAGIC ENDILURANCE)

The Mgher o mopsiers magesl endumnce; the less domags o
receives fron your magical attscks,

RANGE

The Tugher o monstes’s movement vsnge, e mone @ i can
fraverss during (s wm

LUCK

e higher p monsiess lock mtng, the higher the chance tat i
ik will be a crmical big and dooesir ddonage

KIT POINTS

e oo s promns & oncensiey bas, e e disnoge o can absorb
efoae it croaks. Sunple, really

EXPIERIENCE) POINTS

This mumbser irelicates how muny espeience pomts e guen o
churaciem when you day the critter

'ER

This number widicaies how oh silver is deposiiod ko oo
Swiss hank account when v kil the creamre

ITEM (DROF %)

This: inchentes which tem the monster mght fese Iehuimd w e

end of ¢, and how often. For example, Herb 1550 means
therg's i 5% chance the monster will ke behmed an Herb whien o
croths

WEAKNESSES

This 15 ol of miagie 1o which the monster is especially vialner
abale tibnis, you shouhd sise those
RESISTANCES
Thin we o Tt of magic 10 which the monster s especistly esistant
(thurs, yonr dhonidein i thase types of spells)

s of spelin




DUNG BEETLE

SAND CYCLOPS

BRAINPICKER

MUMMY

ATTACK .oomiemiasiensians IT
ATTACKS
DEFENSL
AGIL
SPEED.
WISDOM,
MAGIC END.

The biting atack of this [WANGE When the Cyclops looks like :’:‘““fi" :1: When this chewing crtter is 1 this haradaged baddie bs stancing

o LUCK ... 1 ! : ] : S - PO s P e
ornge insect is.as s name |y pom he does above. he's gonna | grr porsy 50 placidly foating, it's gomg sull, l-ll” punch a \_Ill..ll.!m:llll\v.h_l\”.
ronically implies, quile |EXP POINTS. 1] | use a hiting anack: when |EXP POINTS 5 0 use a weak rolling ail- & 'l' - l“‘ﬁ-‘“'{- o and d L““-l'_‘

i v |SIVER ... 1 il iR L Cthie |SIVER ... * 1 et ol B s unleash a spinning attack which

STAPPY. ¢ characier’s . . he's sinking inand out of the s whip: when it's gnashing its
cHpyy. Ay L : ITEM (DROF %): . L iTEM (DROP % _i iz = iy dhowes decent daimagee to sy nesirbyy
somual aick i eanagh siiny Fond.he \‘gu”"“. b il b I JEWE,T5. 8 SENORLIO SIS Fen- At character (so0 move away frm Hi'f:ll"lll":.\ .
o squash the Beetle; even WEAKN M prisingly strong fist-smash. WEAKNESSES: homb {which does roughly WEAKN 10, A M alieays Tiehits wiily WEAKNESSES:
5 - 5 FIRE, WATER - = b J NOIWE . . * FIRE, WATER e S NONE

-raich ¢ - 3 ately, he's much more X twice the damuge of the tail- ks 19 ey = K WP - A B i -
Ruby’s scraich and fire RESISTANCES: l_”n”” ately, he's muc . RESISTANCES: i Ige O Ihe L RESISTANCES: Bandage Boys; Kill the Muamnmy RESISTANCES:
breath aitacks are lethal NEOINE likely to bite than punch NTINE whiphinto the air NONE o ki all the BEs st once NONE

PR

MAGIC END

AGILITY
SPEED..

WISDION
MAGIC

ATTACK
ATTACKS
DEFENSE
AGILITY .
SPEED ...
WISDOM

Yo bbb
- T

EAST DESE

RT PASS

EAST DESE

RT PASS

BLUE LABYRINTH

BLUE LABYRINTH

SAND SE

BANDAGE BOY

BOMB ANGEL

SPEED ...
WISDOM
MAGIC E!

Yes, it Tooks maore Tike & dol
phin than a shark. but we
digress. When ils finy is stick-
ing ot o the sand s goang
1o use @ mild leaping ditack;
when its face is showing, it's
going 1o blast you with o

powerful sonic beam

RANGE
LUCK
HIT MOINT
EXT FOINT
SHVER ...
ITEM [DROP %
MHERB(I%)
WEAKNESSES:
FIRE, WATER WiIN[y
RESISTANUES:
NWE

ATTAC
ATTAC
DEFENSE
AGILITY
SIEED .
WISDOM.
MAGIC EN

\ 18

The only action this pathetic
miember of the undead can ke
is 1o lurmber torward 8 characier
and punch hwn or her for very
lile dumage (usually 1 HIP)
Bandage Boys always fight with
a Mummy as thelr leader; kill
the Mummy and all of the BB«
instantly disappear

RAT
LUCK.
HIT ol
EXT OIS
SILVER ...
ITEM (DROI
NN
WEARKNESSES:
NOINE
RESISTANCES:

SLEER®

This green gob of goo-the

wconid cousin of [fubber-
bounces toward a charac-
ter and hites him For a very
mild amount of damage.
{When lime Jell-O goes
had'y

N
WEAKNESSES:
1L
RESISTANC
NONE

When the Angel’s gun is
flashing, it's gonna fire a
big bullet that damages all
characters within the blast
rone, when the gun isn'’t
flashing. the Angel will use
its weapon Lo poke a charac-

ter for mild dumage,

[DROP 4
HERE { 20%
RESISTANCLS:
CHARM, PARALY AL
FEISEN. SLERP

EAST DESERT PASS

BLUE LABYRINTH

BLUE SPIRE

BLUE SPIRE

93}



CRYSTAL KNIGHT

Ve » Y o hﬁ.ﬁ‘“w
ﬁmﬁsl'bn woan‘s B ).,s % ? !
¥ & P : h z' \ x , Q

“BLUE SPIRE

When the Knight's anns ane

onmsed, he's going 1o elepon
and stab a character for mild

damage: when the Knight's |SHYER.
< Ii|\l|[n\m b

Te):

anns are rised, he's going HERB { 11X

1o unlessh a mugical sphene \\-'}.\b\'.'\‘l.ti:-':i_s:

that does oughly twace the NONE
ughl RESISTANCES;

damage of the stah, CHARM

BLUE SPIRE

MAGIC MASQUE

ETTALK ccssiinasniiinin

ATKACKE .o rsrerrrond 2

DEFENSE
AGILITY ..
SPEED

WIS
MACIC
When the Masque's mouth is RANGE

VLA el syt £
opening and closing., it's pre HET POINT
paritig 1o cast a spell thal | evp pons
lowers the tgeted charac- |SILVER ...on.e

ter’s Defense (usually poor ITEM [DRC
Grandpa Gwyn); when the _ ADNE
Masque is spinning around WE“'M‘:{:“?S“‘:
it's going 1o “clap™ a charac IiU_“iIl"‘S'{T'ANE..'I'.S:
ter twice for mild damige NOINE

BLUE SPRIRE




BOULDER BLOCEAGE

ON YOUR KINEES, BOXT

Walk up o the boulder and
press the @ bullon 10 trigger a
comment from Ruby about how
vou were nearly squashed. She
also observes that you'rc not
getting back im0 the Dragon
Ruins unless you find another
entrance.

After your imitial serap with two Dung Beetles
and o Sundl Cyclops, Ruby suggests that you say
i prayer al the statoe of the Goddess Althena,
Walk up 1o the statve and press the @ button 10
restore your HP and MP, (You don't lave 10 use
the statue, since vou start the adventure with five
Herbs and a Star Light. but you'l quickly use up
all of your healing items unless vou avond a few
monsters. Better to fight them all and min back 1o
the Statue as needed.)

_— .
DESTINY ARRIVES

MOVE ALONG, PEOPLE

There’s literally nothing 1o do
here other than stare at the
hig round rock, so enter the
Salyan Desert, and continve
south until you enter the East
Desert Puss.

When you reach this point, the Drmgonship Des-
tiny crashes onto the screen, and Hiro and Ruby
have a chat with Lord Leo of Althena’s Guarl.




SANID), MIAIN!

Take some time in the East Desert Pass 1o experiment with
Hiro's dash maneuver, and slay most {or all) of the sandy critiers.
Return to the staue of Althena whenever you're low on strength,
which will be ofien. If you fight every monster along the way, Hiro
will am just enough XP to reach Level 7 {and thus gain the Poc
Sword attack). ]

During your jaunt through the Pass, you have a close encoun-.
A . ter of the third kind with Lord Leo. captain of the Dmgonship"‘
White I(_nighl[ Lw sure knom how Destiny. Leo explains that Althena’s Guard is here 1o locate and
te make fast friends. Why doesn’t eliminate an evil being called the Destroyer. After telling Hiro 10,
he just call Hiro ugly, too? go hm'nc bcl’orr: he ge-ts hun Leo sets the De’s'rmv Ul;i a course for

|
DUNG BEETLE|SAND CYCLOTS | SAND SHARK

You can take out the Dung Beetles with a single
sword-swipe-heck, even Ruby can dust them
with o tp of her a0 ignone them at st
and concentrite on killing the sand-beasts with
your Boomerang When only Beetles are lefl,
s your regulr sinck (o kill two in one tum.

SPECIAL ITEMS

S OUpRHEST

SIPEACE

NONE

[The busic booty 10 be had in the
PPass is barety worth the efton=—but you
should rewieve i all anyway, 1o get
inwe pleaty of fights and boost Him
up to Level 7 (which enables ks Poe
Sward attack).




4 Here's a series of OBSERVATION DECK
graphic frames uwsed Lo
animate  the rippling
puddle of water cutside
Hiro's House. Good old-
fashioned 20 artwork: ya
gotia love it

Just because Hiro is an adven-
~ wirer doesn’t mean he can shirk
1] his responsibilities around the

=9 house, as a peek at the “Weekly
; Dishwashing Duty” list reveals.
Vi .1 (Take another peck at this list

much later in the game and
you'll leam that Gwyn doesn’t
like doing dishes),

SECRET CHATI

If you get through the East
Desert Pass withowl using the
stame of Althena, which you
can do by running away from
mionsters and using your Herbs
i heal. Hiro and Ruby have
a brief conversation when you
"‘ll walk o Gwyn's Place.

-

&

Look at the map and the bookshell near the desk in the north-
west comer. The map describes the town and cities of LUNAR, .
while the hookshelf has Gwyn's “Ruins Research List)” detail- | KEVICR Y K818) 1§
ing his current investigations. Keep checking the map and book-
shell as you progress through the game, as Gwyn frequently
adds 1o them. You should also take the time to réad all of the
hooks in the basement, as they 're packed with useful nfo,

L




STORYCEECK! UNINVITED GUESTS

Hiro’s and Ruby’s suspicions are confirmed as they discover
the Desriny double-parked outside of Hiro's House. which
means Lord Leo is probably already inside, picking away al
poor Grandpa Gwyn’s wrinkled brain. You can board the Des-
tiny by walking onto it {on the world map) and pressing the
& button, although the guards on duty won't aliow you to ven-

ture below decks. (One member of Althena’s Guard amusingly ﬂm-:;ﬁ?:\.’tm ]
rambles about the first time he beheld Goddess Althena.) Afier T
your brief tour of the Destiny, enter the House to find Leo and An obsessive member of - Althena’s

Gwyn in the midst ofgheated conversation, with Leo trying to Guard tells Hiro > first ime
determine what Gwyn'knows about the Blue Spire. he saw Bitmey Sim ‘;.‘,_}"_'“

SOMIEHETR G WYNKNOWS NOTHIN'

Talk to the soldiers, then to Leo (twice), then to old man Gwyn.
Gramps. introduees you to Leo, who impatiently demands that
Gwyn fell him how o enter the Blue Spire. Gwyn starts 1o
postulate a theory, but Leo rudely cuts him off. If the Spire’s
entrance can’l be cracked, growls Leo, the Desriny’s Dragon
Cannon will simply blast through it. Talk 1o Gwyn (who scolds
Hiro Tor exploring the Dragon Ruins) twice more, then chit-
chat with Leo, who invites Hiro to join Althena’s Guard, Ruby

rejects the offer-while making another cutting remark

about ]_cu-—und:f

prise party for the Destroyer.

“And then I shall ¢
0 heads for the Spire (o sel up a sur-  doesi't agree with
a genuinely talented

Alfier Leo and his underlings lcave
the building, Gwyn comments on
the wackiness of the conversation
that just took place, According to
Leo. the Goddess Althena is alive
and well and doling out orders 1o
Althena’s Guard, Grandpa climbs
up to the observation deck to take
a peek atthe Spire—but a moment
| later. the codependent old cool is

calling for you. Go up to Grandpa
and waich the fireworks, as a twinkling 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!™) 1o convince Grandpa that a field
trip is in order. He sends Hiro into the basement o retrieve the
Ancient Dagger from the chest. Scury downstairs and take it, then
tulk 10 Gwyn, who hands you the Left Opal Jewel. (If you haven't
yei equipped the Knife, he scolds you, and if you have, he praises
you.) keave the House and march nonh to the Blue Spire’s forbod-

ing entrance. '

Grandpa Gwyn di

I,Jys his shock uml

disgust at spotting & group of lrsate
nugists on the beach below the Spire,

Thefore you

Examine all the lgﬁl‘k'l\'cs und

get hooked on plig

Dagger.

crack open the dx:yq the Ancien!



BIG BLUE BUTTONS

Press the buttons in the northwest, northeast, southwest, and south-
mm FOOLS cast corner 1o trrange the lule ledges into a path 10 walk across r!n-_
cemtral chasm. Press the button in the northeast comer o tum off
the magical bamer in front of the stairs 10 the next floor of the Blue
Labyrinth

Grandpa. Gwyn inserts the Leht
Drigon Jewel into the dragon's
head, but nothing happens. mwch
to his chagrin. Wedge the Right
Dragon Jewel into the dmgon’s
open socket (walk up to the socket
and press the @ button). The
dragon’s head slides in half 10
reveal i statrcase, and Gwyn real

izes not only that Hiro has been
explorng the Dragon Ruins, but
that Hiro is all grown up.

VRN HEE S|

BIG BLUE BUTTONS

Enter each of the [our rooms, walk up 1o the
floating orb, and press the @ button 1o place
the orb onto the pedestnl. The weleport 10 the
next oo is activated when all four orbs have
been plopped into place




IBIUEYS ZIRERIH BIFWELS BIRERH

(] mmmn, 1 oo § s 3

MONSTERS
(LABYRINTH)

BANDAGE BOY BRAINFICKER

I

P tT7,1
1%

Q A WERS BIRIAGARID ) BOMB ANGEL CIVSTAL KNIGHT

MUMMY SLIME @ Q

[Mone o these bugpers s caly 10
il although the Brampickers ane the MAGIC MASQLUE SLIME
Iluup!wq and should be the lirse erit =

Theee of the Tour monsters in the Spire have
ters you pick off. When you're fight- siromg, artocks; only the Shime 15 wimpy (which
mg a Mummy/BB group, attack the means you should go after the other momsters
Mumy with the Pre Swond; when first). The Magic Masgue often tries to mute

you slay the Mummy, all the Banduge CGiwyn aned go for the quick kill, so mke care of the @

Boys immediately disappear, ol man. You'll be old someday, 1oo, y'know
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\\ hx.n Hiro, Ruh}. and Gwyn
witlk up to the statue of Althena
in the Blue Spire Garden, they
pause to seak in the lovely view,
Gwyn expresses his amazement
at being so close to the Spire
after so many years of research-
ing it. but Ruby points out that
Gwyn needs o enrer the Spire
before the real celebrating can
begin.

@z8>

T B g T e S

As you enter the seventh floor of

the Spire. Gwyn mentions i hidden
passage, and asks Hiro and Ruby
to look around Tor it while he stares
at the strangely lascinating walls.
Talk 1w Gwyn. then walk 10 the
glowing slobe on the north side
anl press the @ button. One blind-

ing flash of Tight later, Hiro

and Ruby are in the Trans-

mission Room,

SCOPING THE SPIRE

S BTl B Rl BT TR BT TR BT R S B

T B e

“That has to be the most beautiful  Gwyn, like. wtally mps out at the

pond of water ['ve ever seen! Oh, thought of explorng the structure

and the Spire is nice, Wwo!” which hes spent a lifetime ogling
from afar.

GROPING THE GLOBE

N AN D D

willand Ruby is not at all fond of the tele-
tug my beard while you children do portation process.
the work of locating it, Toodles!™

*wt 11 just go stare at the

Tl SN RS BTN B

CheckShe

3 3 X

LOOK Y-1LC
AR SRS SRS B
The Transmission Room is brightly illuminated by a green crys-
tal on the north side of the chamber. Walk up to the crystal and
Hire and Ruby stare in awe. Then the crystal stops spinning and
explodes with light. sending Hire and Ruby flying. One super-
cool animation sequence later, Lucia has amived on Lunar
After Hiro and Ruby introduce themselves, Lucia asks Tor their
help in finding the Goddess.
Ruby says no, but Hiro says
yes, and Lucia transports
everyone back to the sev-
enth foor of the Spire
When Gwyn finds out

that Lucia has come from
the Blue Star, he freaks
oul and insists that they
leave the Spire belore
Leo shows up, Uh-oh....

JOIY!

LUCIA!

I B E f‘ ““'\.\.!“f WEREES

Hiroe can’t help falling instantly and
hopelessty in love with Lucia,

“1 lost o brief struggle with inconti-

nence while examining the wall, and
now | desperately need new pair of

depends!”
@



o

As vou stroll across the sixth
floor of the Spire, which has
a truly lovely view of the Blue
Star, vou're attacked by a group
of five Crystal Knights. Hiro
proudly volunteers to slay the
Knights, but it's Lucia who lays
them to waste with a mighty

ONSTERS ANID MAGIC

f
wv—---vufr e e

*ﬂdlﬂl.!l-.
-u:ht Althena, snd quickly.
magic spell (Plasma Rain). Hire & Hiro offers to profect Lucia, but with & Locia does, however. always have
asks Lucia how she wiclds such spells like Plasma Rain at her disposal. - roam for Jell-O

power but the imp:llicnl Lixia shie can detinitely take cane of hersell

willks off, leaving Hiro dazed and
contused—and wondenng if 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 1o do al) the monster-slaying with her trio of super-spells. Keep
romping through the Spire with your mvincible new friend until Gwyn reaches Level 12 and acquires the
Shattered Sword spell. You're definitely gonna need it (If you run ot of mensters, descend 1o the irst
floor of the Spire and return to the second floor. The Spire is magically repopulated with beastie-boys
every time you go from the first floor to the second.)

@5 ZOINKS! ZOPHARY

As you leave the Spire and
walk into the Garden, Lucia says
that she can’t feel Althena’s power
in this world, which will obviously
mike the Goddess a lintle harder
ter find, Talk o Lucia after the
animation and she asks if some-
thing has happened 10 Althena.

{You can also ignore Lucia and  Unfortunately, Lucia's actions don't So what are you trying to say, Gwyn?
iry (o leave the Garden, aithough speak as loudly as her declarative  Don't hide the turh from us. Just give
a scolding Ruby won'tlet you,) — words. it 0 us straight. No. really.

Lucia receives an answer o her
question—naot from Hiro, but from a very deep disembodied voice which she calls Zophar. As darkness
descends upon the Garden. Lucia attempts to destroy Zophar by calling upon Dragon Power. Alas, noth-
ing happens, and Zophar gigeles like o demon-possessed schoolgirl. He tells Lucia that he's sealed away
the power of the Four Dragons, then sirikes her down with a massive magica) anack. Lucia collapses in
a heap as Zophar gloats about his imminent takeover of the universe.

As Hiro helps a punch-drunk Lucia w her feet, Gwyn says that her soul has been cursed—and that's
Just the bad news. The worse news is that Lucin will Kick the bucket unless Gwyn can lind a way 10
break the spell in one of his many books. There's another big drawback to the curse: Lucia now has 4
single hit point. and has been completely stripped of her magical abilities, As you walk south 1o leave
the Garden, Ruby laments the serious situation in which she and Hiro find themselves. ( Yeah, it's always
[un to goof around until someene has a curse placed on their soul, isn't it?) Make sure to use
Althena’s statue before you leave the Garden, because the game’s inaugural big boss battle is
umnminent....



@3> BEAT THIE GUARIDIAIN!
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GUARDIAN
HIT POINTS......... 550

Ruby thinks it's insane w take on the Guardian. but you don’t have a
choice. Walk south 1o provoke the Guardian into attacking—only afrer
using the Order command to move Gwyn te the far right and Hiro to the
far lefl, so that the Guardian only attacks Hiro during the baitle. (You |ATTACKS
should also walk out 1o the Garden and back into the Guardian’s chamber |PEFENSE

- : ; AGILITY .
o prompl a comment from Ruby about vour impending doom.) SPEED

WISDOM
There aren’t many strategic decisions 10 make in this battle, since you only |MAGIC END .
have two characters to control. Hire should attack with the Poe Sword on  |[RANGE.......
every turn. I the Guardian casts its power-up spell, have Gwyn cast the

Shattered Sword and Fractured Armor spells, in that order. If the Guard-
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. Otherwise, simply have Gwyn defend. It
should take roughly a dozen wrns before the Guardian goes down. Run back 1o the Garden and use
Althena's statue after your victory to heal yoursell up, as you still need to fight through the rest of

the Labyrinth.
V/_ﬂ%ﬁ When the Guardian is
flashing and stretching the
chain (of ball-and-chain fame) between
its hands. it's going to cast a spell on
itsell 1o simultancously boost its Attack
and Delense ratings. Good for

him. bad for you. When the Guandian s
into a flasher...

IU's prepartng 1o boost both
s Attack and Delense

Ma When the Guardian is

merely standing in place,
breathing slowly and clutching his chain
in his fists, he’s going to swing his mace
and smash one character, causing decent
damage {(or considerable damage if you
haven’t yet cast the Shattered Sword
spell or the Guardian).

When the Guardian is

twirling 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 1o
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- _.i's gonna use the time-hon-

ing slowly and deeply... ored skull-smashing swing.

The twirling ball-and-cham . you're gonna eal the Guard-
means that... 1an's most damaging attack.




GUARDIAN GANG
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After batding (or dashing} your way through
the Labynnth 1o the Blue Spire Entrance, you
might think you're in the chear. And oh how wrong
you are. All four of the Guandian statues have
come to hife. and they’re i a very crabby mood.
As Ruby notes, one Guardian was tough enough
o beat, so how can you survive against lour”
Weil. frankly, you can’t—but that’s not a problem.
After Hiro {or Lucia amnd Gwyn) are knocked
oul, Ruby places her head between her legs in
preparation o Kiss her butt goodbye. That's when
a bolt of magical energy streaks across the screen
and vaponzes the Guardins, Ruby wonders if
Lucii has regained her powers, but that theory 1s incommect: the screen serolls downward to reveal the Dragonship Destény,
with Lord Leo staring proudly en the bow. “Twas the Dragon Cannon that nuked the Guardians, Leo scolds Gwyn for

coming to the Spire despite his wamings, and orders him 1o head home. Which leads us to..
LEO
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s you attempt o walk past the Destiny, Leo leaps off the bow and mguires as o the
identity of the woman in the red robe. Instead of answening. Hiro cleverly dodges the
question, amd tells Leo that Lucia was atiacked by a monster it the top of the Spire. An
ecstatic {(and distracted } Leo drws tus sword and sprints inte the Spire with a group of
Guardsmen traifing behind him. Ruby congratalates Hiro on lns fantastic fib, but Gwyn
reminds everyone thal Locia is growing weaker by the moment. Leave the Spire and
returm 1o Gwyn's Place

116 “Uh_she’s feeling faint because she

jurst saw one of the Fromtstneet Bows?”
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Deleating one Guardian wasastmg- The Dragen Cannon unleashes a
glesdefeating four of themis impos- - most impressive beam of energy
stble (and don’t use 3 Game Shark. (0 nuke the barbershop quaner of
dummy}. Chuandions,

SORMTHIEAR LuciA Goob, ¢ URSE

As you enter the House, Gwyn
and Hiro drag Lucia over to the
couch, and Gwyn runs down-
stairs 10 try and find a way 1o
break the curse. Run downstairs
and talk w0 Gwyn iwice, then
come back upstairs and chat
with a tossin™ and turnin’ Lutia.
She tries to stand up, but just
as quickly stnibles ino Hiro's
arms. As Hiro lays Lucia back
down, she explains what happened with Zophar at the Spire,
and why she’s fooking for Althena. Turns out that Lucia has
come 1o save LUNAR, not (o destroy it. Speak with Lucia a
second lige and Gwyn returns from the basement with bad
news and good news. First, bad: he can’t break the curse. Now,

good: there's a priest named Ronfar in the nearby village of

Larpa who might be able to cure her. The village is wo far
on fool, so Grandpa pushes his beat oulside in preparation for
some high-speed saling. Before heading outside, Ruby teils
Luciathat Hiro s “ALL mine,” but Lucia ends up confused, and
Ruby ends vp unamus

Lucia delivers a spot of exception-
ally bied news while puking all over
Gwyn's floor. i

“And T'd be even
returned (o the Spire
Hewt babe for your



_ LAY COME.SA
Gwyn runs up 0 Hiro as he walks outside and instructs him .
to head for Larpa ASAP. “Ain’t you comin’, Gramps?” says |
Ruby. w which Gwyn replics “Nuh-uh, kitty-car.” He's going
to stay behind at the house, due to his advanced age and vast
backlog of books 10 read. '

When you appear on the world map. walk east onto the boat
and press the & hutton to hop inside. Sail directly 1o the west
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and press the @ bution when the boat is Jjust above the dock. You & Al |'
automatically tie down your dinghy and return to dry tand. Now “The Lme.Bmtsmq: 1l |
witlk southwest and e the town of Larpa, which is located at - 4other mn{ﬁn . Il
the southern end of a ‘ggl' mountain range. something (o u

You've rescued Lucia from a most heinous fate a¢ the hands of White Knight Leo, and vou're about S :—‘
10 set sail for the desert town of Lampa. You're also on your own..unless you buy the LUNAR 2 ==
ETERNAL BLUE COMPLETE OFFICIAL STRATEGY GUIDE! Not only does our humble

hardcover (yes. hardeover) tome contain a complete full-color walkthrough, it's also loaded with:

Animechecks! Transcriptions of every delightfi! word of speken dialogue in LUNAR 2's
spiffy animation sequences. y

Retrochecks! Nostalgic highlights of the many differences between the classic and
newlangled versions of LUNAR 2.

Boss Strategies! Learn all you need to know about LUNAR 2's strongest, .
monsters—every attack they Il use against you. and every tactic you'll use to defeal them, |

Bromides! Discover how to collect all the hidden portraits of LUNAR 2's lovely lads (ol
and ladies. o

Interviews! Words of wisdom from the creators and voice actors of LUNAR 2 that
you won't find on “The Making of LUNAR 2" CD.

Stickers! A whopping three full pages of Memory Card, character, and hromide sticks
ers. Trade “em with your friends! Put ‘em on your wall! Just don’t use ‘em as Band-
Aids!

Poster Offer! Explicit details on how to get your grubby little hands on gn ¢
exclusive—and free. not counting the accursed S&H fee-LUNAR 2 poster.

{6 order the LUNAR 2: ETERNAL BLUE COMPLETE OFFICIAL STRATEGY GUIDE, or- 4
for more information, head for your nearest videogame retailer, call the Working Designs order hot-
line at (330) 243-3417, or visit the Working Designs websie at hup:/www.workingdesigns.com,
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Working Designs warranis to the original purchaser of this Working Designs product that this CD Disc is free
from defects in_material and workmanship for a period of ninety (90) days fram the date of purchase, This!
Working Designs product is sold "ass,” withoui a.:.pressed orimplied warranty of any kind, and Working Designs
s not liable far any losses or damages of any kind resulting from the use of this product. Working Designs}
agrees for a pf*rlcvj of minety (90) days to either repair or replace, at its option, free of charge, the Waorking
Designs produet. Send product postage paid, along with dated proof of purchase, to the address shown below.

This warranty shall not be applicable and shall be void if the defecl in the Working Designs product has arisen g
through abuse, unreasonable use, mistreatment or naglect

THIS WARRANTY IS i LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR GLAIMS OF ANY
NATURE SHALL BE BINDING ON OR OBLIGATE WORKING DESIGNS. ANY IMPLIED WARRANTIES APPLICABLE TO
THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR
PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN MO EVENT WILL WORKING
DESIGNS BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR
MALFUNCTION OF THE WORKING DESIGNS SOFTWARE PRODUCT.

Some states:tdo not aliow limitations as to how long an implied warranty lasts and/ar exclusions or limitations
of consequential damages, so the above limitations and/or exclusions of liability may not apply to vou. This!|
warranty gives you specific legal rights, and you may also have gther rights which vary from state to state

Game Support and Customer Service
{530) 243-3417 extension 112

Where {o find us online
Weh Addresses: P.0. Box 494340
.U, boX

Usenel {Infernet):  rec t.llali'ne-., video scm\, Hedding, CA 96049-4340




