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We are delighted that you have chosen LUNAR:® Sifver Star Story COMPLETE
| for play on your PlayStation® game console. We hope that you will continue to
enjoy this and all of cur games for the PlayStation game console. Dug in part to
the numerous requests we've had for RPG games, this game now rests in your
hands. Please continue to tell us Wwhat YOU want, because we are always inter-

ested in-what YOU think of our games and what games YOU would like to see
released in this country.

WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE.

A very small percentage of individuals may experience epileptic' seizures when exposed to certain light patterns or
lashing lights. Exposure to certain patterns or backgrotnds on a television screen or while playing video games,

including games played on the PlayStation game console, may induge an epileptic seizure in these individuals.
ertain conditions may induce previously undetected epileptic symptems even in persons who have no history of
rior seizures or epilepsy. [f you, or anyone in your family, has an epileptic condition, consult your physician prior
o playing. If you experience any of the following symptoms while playing a video game — dizziness, altered
ision, sye or muscle twitches, loss of awareness, disorieptation, any involuntary movement, or convulsions —
MMEDIATELY discontinue use and consulf your physician before tesuming play.

ARNING TO OWNERS OF PROJECTION TELEVISIONS:

o not connect your PlayStation game console to a projection TV without first consulting the user manual for
our projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your TV screen.

ANDLING YOUR PLAYSTATION® DISC:
» This compact disc is intended for use only with the PlayStation game console.
* Do not bend it, crush it or submerge it in liguids.
Do not leave it in direct sunlight or near a radiator or other source of heat.
» Be sure to take an occasional rest braak during extended play.
Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case when not in

use. Glean the disc with a lint-free, soft. dry cloth, wiping in straight lines from center to outer edge. Never use
solvents or abrasive cleaners.
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Sel up your PlayStation® game console according to the instructions in its Instruction Manual.
Make sure the power is off before inserling or removing a compact disc. Insert the LUNARP disc
and close the disc cover. Insert game controllers and turn on the PlayStation game console. Follow
on-screen instructions to start a game.

RESET BUTTOM
POWER BUTTON I
POWER INDICATOR -

DISC COVER
OPEN BUTTON

MEMORY CARD SLOT 1
CONTROLLER PORT 1

MEMORY CARD SLOT 2
CONTROLLER PORT 2
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CONTROLLER

DIRECTIDNAL
BUTTONS

Lz BUTTON
L1 BUTTON R1 BUTTON

& BUTTON
DIRECTIONAL ® BUTTON
BUTTONS & BUTTON

START BUTTON
ANALOG MODE SWITCH

LEFT STICK
SELEGCT BUTTON

STATION’ CONTROR

Mirectional Buttans/
Leit Stick

# Moves characters.

# Moves ciaor on menu
items and boxes that
FLOUATE 3 PGPS,

Analog Wode Swilch

#* Enables the use af the
Iadt Siick.

Start Bution

+ Not used.

Select Button

* Opens and closcs the
Normal Menu,

 Button

* Retoras o the previows
screen during menw
consEnds.

@ Buiton

# Shorteut to Save screen,
# Press once to exil to the lop
i dhe Menu. Mwice 1o ext,

4 Button

# Initialy conversations
with townspeople

# Search for kidden ilems.

# Confirm commands.

= Button

# Opens Nommez| Menu.

L1/R1 Buiton

# Change charactors on the
Menu sereens.

w Displays cutrent status,
Press the Directional
Bumons, or maove the Lafi
Srick to cancel

* Selects which Memory
Card 10 save or Jadd from,

L2 BuHon

# Turns ¢m or off the
display [or the spell
names aring combal.

R2 Buiton

# Tum on or off the
vibrarion for
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0. Give us some histery about
Garne Arts and what prompted
you to start making games like
LUNAR.

A. We established Game Arts
fourteen years ago. There is
& company name ASGIf that
was a partner of Microseft; |
don’t know if you know or not but it was like Microsoft
of Japan. We, seven friends and myself who warked al
the game development ivision of that company, decidod
to form our own company and we developed a game
called, “Thexer.” That was the first game we made when
we formed Game Aris. As for the LUNAR series we started
the development about siy years ago. This great yame
called Bragon Quest came out and after that there was a
real RPG fad in Japan. Then Final Fantasy came out in
Japan and we watched those games, and our Thexer game
is an action game, and for thal we could utilize our pro-
gramming technigue. We decided to challenge RPG
games and our first project was LUNAR.

(. Why did it take so long to make the 32-bit version of
LUNAR?

A. It topk about two years since the very heginning of
the LUNAR project. After everybody became Involved in
the project, it took a litile over a year. The difficult pari
that took quite a bit of time was from the planning stage

OCCTTIVE PRODUCTE —
INTERVIEW

to the formation of the main structure. And alse he-
cause this is a computer game, the R&D takes guite a bit
of time. In that sense, the lime frame for two years for
AP games is not thal feng in my opinion.

Q. As the producer of LUNAR, car you piease describe
some of your duties?

A. {am the producer so befgre | make any cholces, |
work on the main scheme of the project and then ! choose
experimental methods, staff, and direciors. For exampie,
for LUNAR | oversaw and chese everything best in the
scheme for the project. If depends on each product even
with LUNAR. Usually Kr. Shigema who Is the original
designer, oversees the scenario and Mr. Kihooka pver-
sees the animation. This is the basic fine and the rest of
the praduction companies and directors for each of e
production companies will be ditferent for each series.

. We know that you're working on converting LUNAR 2 to
PlayStation, but everyana wants to know when do we get
to see LUNAR 32

A. Even though we would like fo cantinge with the LUNAR
series aind we have some ideas in the works- we haven’t
starfed yet. The LUNAR serigs was more or less com-
pleted with 1 and } and as for the new version, if we can
decide which is the best rovte to po, we plan to make it.

7



——— STORY ——

Lunar is a spectacular world filled with magic. Once, long ago,
it was threatened with exvinetion by an evil force, At that tine,
four heroes arosc and saved the world. The legend of these four
hevoes inspires many boys and girls, even today.

Alex is no different than any other kid his age. He has friends,
three to be exact: Ramus the rotund dreamer, Nall, lis con-
stant companion (and the rumored offspring of a white
dragon). And Luna, the orphan that Alex’ parents took in.



Alex dreams of taking his friends on fantastic adventures like

his hero, Dragonmaster Dyue. Dysie, one of the fous hetoes, is
said to have perished under mysterioss circumstances while
| safeguarding the Goddess Althena. A momument i his honor
is erected fuist outside of Alex’s village of Burg.

Alex visits Dynes memorial nearly every day gnd dreams of
the day he, too, will be able to go on an exciting journcy. Just
orce, e longs 1o know how it feels to have that rush of adrena-

line when facing off agafust life-threatening danger. Soon, much

sooner than he can itmagine, Alex will have the chance

to find out... %




w5 Alex dreams of one day becoming a Dragonmaster like
N his hero, Dyne. But to fulfill his dream, he must leave
behind all that he holds dear. Muich more is in store for
b young Alex than he realizes, Hopefully, he'l live long
enough fo tell about it!

Gt
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Alex's parents bave taken care of Luna since she was a child. She is Alex's
childhood sweethears, though shell never addmit ft. No oste can maich the
power of her magical songs. Like most adolescents her age, she has many
quiestions about herself, Unforsnately, they're about fo be answered...

’Y\Jﬂ«(«b' | ."( When Alex was a stmall child, a mysterious man |~
gave his father this strange, witged, catiike crea- M

tuse that unfortauately grew up with an attitude, /-

He tends to get Alex into a lot of trouble by | &

smarting off at the wrong time. But, he'll get

what’scoming to him...soonef or later!

Wi
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——CAST OF CHARACTERS——

This extremely overconfident magicians apprentice is an un-

derstudy to Ghaleon, the most powerful magician in Vane. If
he isn't studying for his latest exam at the Magic Guild, he
can be fotend trying to impress the woman of his dreams,
Mia. Too bad Nash isn't as successful at trying to win Mias
heart as he is with wagic.

)
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—— CAST OF CHARACTERS —
Y

Mia is the daughter of Lemia, one of the Four Heroes, and the leader of¢
Vane. Lemia has pwrm»de from the outside world forso long that she is /‘.4,"
oblivious to the joys and hardships found in the » orld below, Despite her !

#ild nature, she is actually a very powerful magician. If she conld learn o

one new magic trick, it would be making Nash disappear, ,
SEEsRRRNBNENRENRANERNNENOBRNRERENODRRRES $
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Affer winning the approval of Master Mel of Meribia, Kyl
"\ was put i1 chasge of protecting the Nanza Barrier. Despite
' s youth, e is a master swardstan, and well-respected by
$is loyal followers. He can't help but find himself attracted

S 10 Jessica, even though she can't stand his chauvinistic ways.
= He only has one flaw...his ego!




Jessica is the daughter of Master Mel, one of the Four Heroes, and the
governor of Meribia. As an apprentice priest at Althena’s Shrine, she
isa master of healing spells. Don'tlet the sweetness she displays around
her father fool you; Jessica is a very brave and independent woman,

She fs at constant odds with Kyle, hoping that one day he will treat
all women as equals. (Yeah, right.)

i
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e - Ramus is the son of the Village Elder in Burg and

/ Alex's friend. He hopes that Alex will ane day get
& over his fascination with Dragonmaster Dyne.
\ His one ambition fn life is to become filthy rich.
\He wants it allfast horses, expensive faad and
beautiful women. It's Ramus cravingfor fame
and fortune that starts Alex's adventure,

SRR aRRRENORRBRRAERRRRBRBRRAD
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——CAST OF CHARACTERS ——

ﬂ: kﬂ« Laike is an extremely talented swordsman
who lacks the ability to usemagic. This very help-

ﬁd and very friendly man usually appears out of nowhere
and sticks around justlongenough to impart advice to Alex
before disappearing from the scene.Never content to stay i
one place, Latke ts constantly wandering around the world.
Just wait ool his past catches up with him!

f
A The Legendary white dragon
W Quark is rumored to live in the cave
fust south of the village of Alexs hometown,
Burg. Asthe constant companion of Dyne, Quark once
fought alongside the Four Heroes in order to protect
the Goddess Althena, but no one has scen Quark since




}

eV Asthe leader of Meribia, Master M
has earned the respect and loyalty of the
townsfolk. He is known for his ferocious ﬁghrmqsgfe,
vehich earssed him the nickname “Hell Mel.” After lif
int the spotliglt as one of the Four Heroes, MJ settled
dowst and fathered a child by the name of Jessica. She
| is Mels pride and joy.. s lfe.

&\/ ﬂte,oﬂ' Ghaleon is the premier of the
@ Magic City of Vane, and the Magic

Guild's most powerful sage. He has never quite
been the same since he witnessed the death of Dragon-
master Dyne, his best friend. Whesever a threat to the
Guild arises, Ghaleon applies alf of his unrivaled wis-
dom and strength to suuff i out.

T L
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YWYy i & the IEhder of Vane, and the
founder of the Magic Guild, which instructs
athers on how to unlock their magical abilities. 1n re-
cent weeks, it seems that Lenria has been on the cranky
side, becoming quite harsh in her treatment of the
people. Even her own daughter, Mia, is wondering what
isgoing on, Is it menopause o madsess?

| 0, Dragonmaster Dyne had the abiliey
¢ to command and use the power qf‘thé
| # four Dragons in order to protect Goddess Althena,
| Unfortunately, none of these powers could save him
b from perishing under mysterious circumstances. With

W cach passing year, the legend of Dyne continues to in-
spire both boys and girls alike.
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10 Tunpesf lives in the village of Pao,
in the Stadivs Zone. With the recent epi-
n’mmc that has broken out in the Prairic, Tempest and
| Fresca areforced to leave their village in order to finda
cure. Tempest is a very strong and brave fighter who
doesn't back down from.a fight. Hopefully, hes strong
.38 enough to face what lies ahead.

¢ W Frescas hometown of Pao has re-

I ;i cently been struck with an epidemic that is
slowly killing all of the inhabitants. With no known ~-'

cure, Fresca and Tempest are faced with losing their

entire village. With the village in these dire circum-

stances, she and Tempest decide to leave the village in 7

order to find a cure before it5 too late.

43
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— CAST OF CHARACTERS —

-

63 With a severe case of body odor, 8
‘1/ Might stays hidden in his tower, away ||

fromthe hare-brained people of the outside world.
From this secluded location, he spends his time creating
one invention affer another. Howeveritis ramored that |=
he is working on an incredible flying maciine. Even [~
more incredible than his legendary B.O.

Q,Yl' Taben i an evil inventor who has be-

A gun work on a mechanized castle. He has

enslaved the peaple of Talon in order to mine for the

minerals that he nceds to complete the fortressknown asthe

Grindery. With the Magic Emperor backing him, Tabens

Gritdery will be unstoppable. Can Taben be stopped be-
fore he makes the Grindery operational?

Y
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—— CAST OF CHARACTERS —

%é@ Royce is a constantly busy prog-
nosticator of the future who operates a
small shop on Black Rose Street and consults with
Lewia Ausa, the leader of Vane and the Magic Guild.
While she doesn't mind peering into the lives of others,
shekeeps her own Iife toherself. Strangely, she and Nash
seent to have a speaal bond...

h &tnPhacfa is the head priestess of
_? Althena’s Shrine, located at the foot of the
Goddess Tower. Much like Althena, she has afriendly
demeanor and a hypnotic beauty that dazzles anyone
in her presence. In fact, many of the shrine’s inhabit-
ants are wnder the impression that she is the physical
representation of Althena herself. Could it be true?

LAY
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Tribe that inhabits the Frontier. The

Magic Emperor, with whom she is infatuated, has
given her extremely powerful mag:cai spells. One of|
her favorite spells allows her to mimic the physicalap- |8
pearance af another person. This hotty's going to make [f
Alex’s life very difficult!

% e’ﬂU 1/‘ Y Xenobia is the leader of the Vile

e -
W' with the added ralenss of Xeno-
z DT sia and Taben, the Magic Emperor
huas set n motion his plans to rule the
world of LUNAR. As his power continucs
B io grow,only a Dragonmaster will be capable of stop-
B 7ing hims before he destroys afl that Althena has built,
W Will Alex become a Dragonmasier in time?







4 (0. You've written both novels
and games, what are some of
the differences?

A. As for the noved, it is a
story where you construct a
world that yout are thinking of
with your owit senses. As for
tha game, someone will af-
ways be playing the game, therefore, the characiers in
the scepes cannot be cut off from the players. In the
case of the novel, the issue is vsually how te express
the characler’s unigue or sirony persenality. In game,
hewever, if you assign too much personality to a charac-
ter, the player might feel this is not me. Alex and the
Payer have to become one. In the scenario, the village
falks who surround him have to determine what Kind of
character Alex is. The people around him bave fa telf
him what kindf of person he is and the player has to ree-
ognize what kind of character he is from other people or
Trom other events naturalfy. That kind of story setiing is
the difference between a game and a novel.

Q. Describe some of your early ideas about the story of
LUMAR.

A. To set the stage on the moon was the very first step
in this project. We also fatked about what to dg next
and the first idea was that a boy would spread democ-
tacy there. Thaf was the original idea.

CRYIEW - PART 1

0. After your scenario is implemented into the game, what
are some of the things yvou look at?

A. The plan we had for the game on paper regarding
scenario, when actuatly played the game, sometimes it
was not quite right. In the game, when an adventure
fakes place the village folks conversation could take on
a different feeling about it. We reconstructed the sce-
natio by taking inte consideration things fike whether
the players were getting the correct information, if we
hadn't lost the current yoal in the game, if the players
understand the story correctly, if the main characters
principal role is conveyed, or if the cutengss of the hera-
ing is getting through to the players.

. How did yau go about showing the ever evolving rela-
tionship between Alex and Luna?

A. I'tionght that growth of mind would be shown through
the APG game. As a symiel of that | wanted fo describe
the changes that oocurred between and within Alex and
Luna. In thaf sense, the Alex who use to be considered
as a little brother changed to somegng wha she thought
she could rely on. Luna feft that her relationship was
skabig, but in the process of doing this adventure fp-
gether, she notices that something was different. That
feeling of uncertainty must also exist in Alex’s mind, She
realizes that her feeling Is changing and although she
can’t tell if it is good or bad, she nonetheless )

realizes the change, =R
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mation, the Title screen will be displayed. There are

# ‘ " three options on the Title screen: NEW GAME, CON-
: TINUE, and OPTION. Each of these commands 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 on the Title screen. The game |
will start from the beginning.

CONTINUE

Load a previously saved game. After choosing CONTINUE, the
Load screen will be displayed. The Load screen displays currently
saved games and the Restart option. To help differentiate between
different save files, each save file will list the following informa-
tion: current location, Alex’s level, and game time. To start the game &
from the beginning. select Restart. t =
It is possible to decide which Memory Card to use during a save or load. For a detailed description see
page 38. To load a game, first select which Memory Card Slot to use by pressing the il or Bl buttons.
Next, move the cursor to select which file to load. Press the @ button. Confimm the decision 1o load the
. file by sclecting, “Yes”. The game will then load. To cancel. select “No™. Please do not
z—% remove the Memory Card during a save or a load.

r'l % If the START button is pressed during the opening ani-




Adjust game settings. Allows the following game settings to be
changed: Sound, Change Lines, Message Advance, Message e
Speed, Shock, and'Name Spells (described below), Fach of these
options can be configured before the game and also during the gamc
by accessing Nall's $ysterm menu.

‘Mm Zpells

MESSAGE ADYANICE

Select how the sound is heard

in the game: Sterea (VERY (it

illating!) or Mono (dullt);

Changes the speuj at whiu.,[
messages are displayed on the
screen. There are three speeds:
Fast (Nall), Regular {why ves,
thank you!), and Slaw (Ramus).

Determines the order in which

guipmentapd items are dis-

played in the tem window. |

tie opnon is set to Equipment,
then @Jmpmcnt will be hsted
first i the Jtem window. Ifit is
set t0 [temgiterns will be listed
first. then eguipment.

Activate or deactivate vibration
for the Doal Shock™, Select
“Yes™ to favé the shock active,
‘or “No" to gy off the vibration.

Pecide how messages on the
sgroen are advanced: Anto or
Manual. Aurto allows messages
lo ddvance without needing the
confination of & button press,
Manual requires that the & but-
ton be pressed before the next
message: is dlspldym

r .

Determines il tha nam

spells will be displaved: onitthe
Combat screcn during céimbat,
Select ‘Yea" to d;s;}h) the

T TRER————— VN TR o SN







B Ho‘..rclidyou gnabnuireveal—
ing the uncertainty that Luna
felt?

A. This time, with Mr.
Kubooka's wonderful anima-
tion, we iried to express this
feeling of uncertainty. There

- is ascene called “Luna on the
Boat,” where she sings a song that expresses this un-
cerlainty she is feeling. There is 2 scene, where fire-
flies are flying that captured Lona’s feelings. In the ofd
version of LUNAR, we couldn’'t express this senfiment
very well, so this time, we trigd to rewrite this with alf
Bur energy and throngh that wonderful animation scens,
it appeared as If the animation that resutted was as au-
thentic as in a cinematic presentation that one would
never expect to come from a pame was created.

0. How important is the music in the world of LUNAR?

A, I think the music is very important. There is a good
change that 70 - 80% of a scene’s emotional impagt can
be affributed fo the musie. For example, this thne we
hail the very talented Mr. Iwadare from the very hegin-
ning which was very lucky, | think.

Q. How da you view Ghaleon?

A. We made several version of LUNAR, hot Bhaleon be-
tame the core of the LUNAR sevies in refrospect. He has

TVIEW — PART Il

O WRITER—

such a complicated character that I don’t even have a
good grasp of him even now. This character Is very in-
teresting even when I'm writing the novel of LYNAR in
terms of what his goals are, or how he wanis to live. |
think he might be a rather clumsy person.

Q. What about the relationship between Ghalgon and Dyne?

A. Ghaleon and Byng were diametrivally apposed char-
acters, 1think Ghaleon is the one wha thinks about what
is right and wrong In a Ipgical sense, while Byne pro-
cesses things with his instincts. Ghaleon prokably did
not understand this quality in Dyne.

0. How did you waork with Mr. Kubooka in creating the
characters for LUNAR?

A. We set up rough character notions and the scenario
fines, e.g. the kind of things they say in conversation
and bipgraphic information along with their habits to Mr.
Kuhooka for his consideration. Then after 2 short period
of time, he will make a rough pencil sketch. Given sev-
eral cholces, we pick the closest pne and Hen Mr,
Kuhooka will refing that one. [ den’t get involved with
the detail such as the design of the clothing worn, ets.
For the male characters, Mr. Kubooka would only draw
two or three choices, which is fine, but for the girls, he
always drew so many female characters that | had a hard
time chaosing antif the end.

e




The Normal menu can be accessed by pressing the @
button. The Normal menu allows magic and items to be
used, weapens and armor to be equipped, or a
¥ character’s status to be checked. By moving the Di-
g} rectional Buttons to the right or left, or by pressing the :
or [E8 button, additional party members can be ||
selected. The Normal menu screen is described below,

The menu commands are in
the form of icons. The four
icons represent the follow-
ing: Magic, Items, Equip-
ment, and Status. Noje:
When Nall is selected a spe-
cial menu will appear. See
page 38 for Nall's menu.

(5) SILVER ———

LAY WIHDO

Current amount of silver be-
ing carried by the group.

- Yy
L

Shows the magics/skills a
character has learned, or dis-
plays their personal inventory.

Displays the characters who
are curresttly in the group.
ane their current status. The
status shows the character’s
name, current level, and the
current/maximum value of
HP and MP.

PP
Displays currently selected
option along with a brief de-
senplion.




]:a:,h oi the characters in LUNAR has the ability to use magic or
special skills (except for Ramus, he’s 2 Hule on the stow side). When
a character has been selected, the magic or special skill that they
N have learned will be di splaycd in the t‘orm of icons. Locatcd in the

Mgic points: reqmred touse the magic, as wcll as the mldl number of available magic points. Make
sure that the eharacter hus enough magic points available in order to cast the spell Note: Ifa :.-mysc'
Bame isnotwhite, it can't be itsed-at that particilar time due to insuffic ;

applicably at that fme.
-
a4 .

|'I Tocast aspell, first move the cursor to select a character that will cast
! pell. Pross the @ butten. Next move the cursor to the desired
ell. Press the & button.

It the spell only affects onc party member A CUTHOr w111 then appear |
around the characters at the top of the screen. Move this cursor to
select which character will receive the spell. Then press the & but-
ton to cast the spell.

[ u spell affects the whole party. simply press the € button Y
| to cxecute the sclected spell. &



TTEMS

Item management. Fach of the characters can carry up to six dif- §
ferent items {not incloding weapons and protective gear) in their
inventory. The Hem menu is subdivided into three main areas: Use |
Item. Give Ttem, and Dvop Ttem. Each of these options are de-
scribed below.

i Rar BTl Use items to benetit the parfy. Only items that are highlighted in
a ﬂ /'3% S4BT {ll}
AR whuc can be used. To use an item, first sclect Use Ttem from the

o] screen o select a character. Press the @ button. Next, move the
cursor to select an item. Press the @ button,

MWM

A cursor will (hen appear around the characters at the top of the . : 138 YAl
/ma Z15T Ilgs

screen. Move this cursor to select which character will use the itern, [N $ a0t oo oaade
Press the @ button, The character will then use the item. i

_,.% H the selected item can be used to benefit the entive party,
z, simply press the & button to use the item.




GIVE TTEM e

Trade items with party members. Weapons, protective gear, and
items can be given to other characters. H a character is sitting down,

| can carry the item in their inventory. A character will tarn around if
they arc unable to receive an item at all. In order (o give an itern o
i another character, select Give Item fromt the Items menu, Press the
£ button. Then move the cursor to select which character will give the iiem. Press the & button.
Next, after moving the cursor Lo select an item, press the & buiton

A cursor will then appear around the characters at the top of the fi- w3 Ik P
screen. Move this cursor to select which character will receive the §§ ne’ gg B
item, Press the & button. ‘The item will be placed into the character’s Stavdizhi ;
'iJ'WEI]tGI'y. SRestoren ul b GEMP

AR

) Dmc% unwanted items. To reinove an item, lirst select Drop
: ;, '.,:-' Item from the Ttems menu. Select which character will drop an
L 1 item. Press the @ bulton. Next move the cursor to select the Herm.
| Press the @8 bution. To drop the item, seleet “Yes”, The item will
be discarded. To cancel, select “No”, Sinece discarded items can-
not be recovered, use this command with extreme caution. m
NOTE: Some items cannol be dropped. =




EQUIPMELT-

Equip or vnequip weapons, protective gear, or ilems. |
Each chagacter can equip up to six different items: |

and two accessories, such as rings or charms. Note
S Only items that ave highlighted with bright white B
descriptions can be equipped.

will first list which status will be affected (Atlack, Defense, Wis-
dom, etc.), und the character’s current numerical value for that sta-
tus, The value on the far right will display what effect equipping
the item will have on the character. If the number is written in red
tetters. the status will decrease. That's bad! If the value will -
crease the status, it will be displayed in green. That’s Good!

To equip an item, move the cursor in the Item window and select an
itemn. Press the & button, The itern will then be placed in the
character’s Gear window.

Me LY2T

To unequip an item, first select the item in the Gear window. Press
the & button. The item will then be removed and placed x

eyl A .
}agfg in the character’s inventory.




STATUS

5 Character’s current status, The

Status screen is divided into two
sections. The left side of the

: a il screen shows the characier, their

present level, present experience

points, and the number of expe- I

rience points to the next level.

On the right side of the screen are two groups of numbers. The
nmumbers on the left show the current value of HP and MP, and
the condition of the character without their weapon and protec-
tive gear equipped. The numbers on the right show the maxi-
mum value of HP and MP, and the current condition of the char-
acter with their weapon and protective gear equipped. Move the
Directional buttons to the right or left to view the character’s
equipment and magic spells. N or E& butions will switch to

another character.

Esrape Song

| Hp
i Hir points.

| aw

Magic points
ATTACK

—_——

Character’s attack power.
DEFENGE

————
b Character's defense power.

e et
Chararters resction speed during bamle. The
I character will react guicker when the value is
i higher.
WISDOB
ol - ’ .
The higher the value, the more effective a
character’s magic will be.
BACHIC BN
e e PSS
Muagic Endurance. Abilily to defend against
magic afacks,
FATTACK _
£ Number of aitacks. The number of times a
charscter can attack consecutively during ore
rond of combat.
RANGE

| The distznce a characier can move during coméat,

d ) ocx

# The higher the number, the more damaging 3
i charactec’s anack will be. It also
determines: their success in avosd- r—
ing cnemy atiacks. e









Nall has his own special menu in
which to aid the party. Nall’s menu

is divided into four key.arcas: Sys- |8
tem. Items, Tactics, and Formation |§
(described below). ;

¥S

There are three System commands: Save, Load, and Configure. The Save scregf allows the cur-
rent game (o be saved. The Load screen will display previously saved games that ¢can be loaded. To
change certain game seitings, use the Configure screen.

SAVE —

Save the game. To quickly access Nall’s Save menu, press the @ &
butten. - The Save screen is divided into three areas: the top of the
sereen displays which Memory Card will be uséd 't save the game,
the middle of the screen shows the savesdata slots, and the bottom of
the screen shows current location, Alex’s curment level, and game time.

In order to save the game, first choose which Memory Card to use
by pressing the ISl or B butfons. Next. select which slot 1o use 1o
save the game. Press the @ button. To confirm the decision to save : j

the game, select “Yes”. The game will then be saved. To cancel, T
select “No”. Please do not remove the Memoiry Cand diir-
ing a save or a load.

,‘l-




Load a previously saved game. The Losd screen is divided into
three sections: the top of the screen shows which Memory Card will
be used to load the gatne, the middle shows the save data slots and
the Restart command, and the bottom of the screen shows current
location, Alex’s current level, and game time,

/{ \In order to load a previously saved game, first [

nse the or B buttons to select which

~ Memory Cardwyiil be used to load the game.

W Next, choose which data slot (o use to
% load the game. Press the & button. Con-

A firm the decision to load the game by .

seletting, “Yes”. The game will then, {B8 Howt _L.:}

load. To cancel, simply select “No*. 2 < TUSZESHIH LLS0M

Also, on the Load screen, there is the Restart option, Restart allows the
game to be started over from the beginning. To start a new pame, select
% “Restart”. Press the @ button. To confirm the decision to start from the
beginning, select “Yes”. The game will start from the beginning, Ta
cancel, simply select “No”. Please do not rerove ithe Memory
Curd during a save or a lnad. 21{%



CONFIGURE-
Change game settings. Allows the following game settings to be 8
changed: Sound, Change Lines, Message Advance, Message [

helow.

SOUND

CEANGE LINES

Seleci how the sound is heard
in the game: Stereo (VERY tit-
illating ')y or Mono (dull').

MRESSAGE SPERD

Changes the speed al which
messages are displayed on the
screen. There are three speeds:
Fast (Nall), Reguolar (why ves,
thank you!), and Slow {Ramus).

A
g V2.

Determines the order in which
equipment and items are dis-
played in the Item window, If
the option is set 1o Equipment,
then equipment will be listed
first in the lem window. Tf it is
set to Item, iterns will be listed
first, then equipment.

SHOCK

Activate or deactivate vibration
for the Dual Shock™. Salect
“Yes” to have the shock active,
ot “No” to turn off the vibration.

Y

CR ADYATICE
Decide how messages on the
screen are advanced: Auvto or
Manual. Auto allows messages
to advance without needing the
confirmation of a button press.
Manual requires that the € but-
ton be pressed before the next
message is displayed.
HAMIE SPELLS
Determines if the names of the
spells will be displayed on the
Combat screen during combat.
Select “Yes” to display the
names, or “No” io furn off the

display. J







NALL'S MENTU

ITEMS —

ltem management. Nall can carry up fo 96 items in his personal
ifwventory. Nall cannot directly nse items, but he can use them on |4
the other party members. The Item menu is subdivided into three gy Use ltem
main arcas’ Use Ttem, Give Hem, and Drop Itemn. Each of these
menus are described below.

*Select an atem to tise

USE ITEM —

Use items to benefit the party. Only the items in Nall's inventory
that are highlighted in white can be used, To use an item. first
sclect Use Items from Nall's Item menu. Press the & button, Next,
move the cursor to select an item. Press the € bution.

A cursor will then appear around one of the characters in the parfy.
After selecting which character will use the item, press the @ but-
ton. Nall will then use that item to benefit the character.

If the selected item will benefit the entire party, simply
2@% press the @ button to have Nall use the item on the party.



NALL'S MENU -
GIVE [TEM ——————

Trade items with party members. Weapons, protective gear, and
iterns can be given to other chavacters. If a character is sitting down,
they cannot nse that weapon, protective gear, or item; however, they
il can carry the item in their inventory. On the other hand. some char-
acters will not accept certain items. A character will turn arcund if
they are unable to receive the item. To have Nall give an item to
another character, select Give Item from Nall’s Items menu. Press the € button. Next, move the
eursor to select an item in his inventory, Press the & buiton,

A cursor will then appear around one of the characters at the top of
the screen. Move this cursor to select which character will receive
the item from Nall. Press the & button. The item will then be trans-
ferted from Nall’s inventory to the character’s inventory

DROP TTEM ' =

Discard unwanted items. To discard items from Nall's inventory,
first Drup Item from Nall's ltems menu. Press the € button. Nex(

drop the item, sclul “Yes Nail w1ll discard the item, To cancel,
select “No™. Since d]suarded items cannot be recovered, use fhis

command with extreme caution. Note: Some ftems cannor z}i,g
r y 3 2 gy




NALL'S MENTU
TACTICS =

Set battle tactics. The Tactics screen allows three different pre-
defined combat strategies to be configured for the party. The Tag-
tics screen can be used to program how a character reaets dunng
one round of combat. The Tacties screen is divided into two sec-
tions. The top of the screen displays the charactets and their €om-
mands. The bottom half shows the current tactici one, two, or three.
A box will be placed around the currently sclected tactic.

To create an effective factical system, carry out the following com-
mands. First, move the cursor to right or the left to seleet which
tactic twsetup. Once a tactic has been chosen, move the cursor up or
down to select a character. Omce a character has been ghasen, press
the @ button. Next. decide how the character will react during battle.
This is done in the form of six icons: Command. AL Attack, Magic,

Items, and Defend. These icons are described below. Y

Allows the charucter’s actions to be programmed mane-  The character will nse a selected mapic during combrat.
ally during combat.

Al

s
Artificial Intelligence. The computer will decide how the A W jm will B used during a battle
characier reacts during combat,

ATTACK DESID

A The character will attack, or move to attack the closest enemy.  The cll'dfélcter will iry to defend from an attack.

S



To decide how a character should react during battle, |§
move the cursor to the right or the left to select the [
appropriate action. After an action has been selected,
press the & button. The character will then carry
out that command,

- | If Items is selected, the character’s inventory will be displayed. Next,
| move the cursor to select the item. Press the @ button. The character
will then use that item during combat. Remember, only items that
are highlighted in white can be selected. NOTE: Once the selected
item is gone, the character will defaudt to DEFEND.

If Magic is selected, all of the spells a character has memorized will
be displayed. Move the cursor to select the desired spell. Press the &
button. The character will then cast the spell during combat. NOTE:
Once the character's MP is depleted, the character will default to
DEFEND,

There are times when characters will not execute the 1actical options that have been selected. This
1s usually due to the fact that the character doesn't have enough MP or items to carry out the
Apecified action. Before combat, make sure each character has enough MP or items to camy out
their programmed tactic. When a ¢haracter is unable to do the programmed option, the -

aption will be graved-out on the Tactics screen. E‘



NALL'S MENK 1 -
FORMATION

Change attack formation. The Formation screen is divided into
two sections: the box on the left of the screen shows the cufrent, or
old, configuration, while the right box shows the repositigned, or
new {ormation. When arranging the characters it is best to put stron-
ger characters in the front while keeping the weaker characters to-
ward the back. This way the enemy will generally attack the char-
acters in the front while leaving the others alone.

A box will be displayed around the currently selected character. Use
the Directional buttons to move the character to the desired loca-
tion. Once the character is moved, or if no change 1s necessary,
press the @ button.

will appear: Ok, Adjust, or Cancel. ChOOM Ok ic have the char-
acter order changed to the current configuration. Adjust 1o modify |
the current arrangement, or Cancel to exit the Formation screen and
leave the options as they were.

¥
230
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+ . When exploring certain areas in the game, the characters |

will come face-to-face with some of the most fearsome
beasts ever beheld. The only way to suc-
cessfully defeat these creatures is 1o

N o T
A e Confila ! - o
| to become familiar with it; otherwise. there's Al
only one butt that’s gonna get kicked! Just a little hint: it’s not the enemy’s.
—-JE ; L 2y ki

the form of icons. The four | §

BIENU ICONS

The combat menu is done in

icons represent the follow-

master the Combat menu. Take the time

ing: AT, Command, Tacties, f+ 1

and Rim.

—_—— - —
Shows the progression of the
battle.

i)
g LY

List the monster’s name(s}
and the number that arc at-
tacking.

- STATUS

e e e
Displays the characters who

are currently in the group,
and theit current status. The
status shows the character’s
name, current level, and the
current value of HP and MP.




COMBAT MENU

CHECK THE CHARACTER'S STATUS-

Itis necessary to watch the character’s status during combat to IFRleIRe) ()
see how well they are doing. There are four colors (green,
white, orange, and red) that represent the current status of a
character’s HP or MP. Consult the box to the right for the HP or MP

percentage values for each color,

Since the majority of the enemies have the ability to cast magic spells, one of the party members is
bound to get naled. A character can be in one of the following conditions: Good, Poison, Stoned,
Confuse, Sleep, Mute, Paralyze. or Faint.

CO0D

The character’s status is npemal.

| POISOR

o OF HP/MP
(iucll 100

== ___l — —

Red 24-0

SLERY

Cannot carry ont commands.

If a character is poisoned, their HP will gradually
decrease during combat.

The character cannot move, but they can be healed
by magic or special ilems

QONFUSE

Afier being atacked,
they will awaken.

MUTE

—
The character has been silenced and is wnable to

uiter a spedl.

PARALYVE

The character has been knocked senseless and will
attack anyone within range

—
Guone, comatose, dead, wasted. The char-

The character will not move, and it is difficult to
heal them.

acter 15 useless vmtl they're resurmected.



—COMBAT MENU
CHANGES TO THE CHARACTER'S STATUS (CONT) —

When there arc changes to a character’s status during 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.

] WENTR

-‘g’ § This displays damage to a character's HP,

E Disptays a critical hit to the characier's defensive

ubilities.

—_—
P Displays the damage done when a character has a
_-.L special item to ward off an atsck

Artificial Intelligence. The computer will decide how 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
lost. The Al icon will appear in the upper right hand corner until f
the battle is finished, or Al is cancelled. To cancel Al simply press
the ® button. After the current round of combat, the Combat menu [
will be displayed.

=aday
BXY




COMMAND

The option allows command options to be selected for each indi-
vidual party member. Each character can choose from these six
commands: AT, Attack, Magic, Items, Defend. and Run.

o Ar

L

A

Artificial Intelligence. The computer will decide
what action the selected character will take during
combat. Unlike the Al commund from the main
Combal menu, the Command/Al only automates the
character that is selected and oot the whale party.

ATTACK

During combat, the character will use their weapon
to try and oblierate the enemy. Afier choosing At-
tack, move the cursor on the screen o select which
enemy will receive the brunt of the assaull. Press
the @ bamton. The character will witack that enemy.

MAGIC

lU.

e — —

Ust spells or skills, Adter selecting the Magic
icon from the Command menu. a list of spells/
skills a character has learned will be displwyed.
Move the cursor 1o select a nagic or skill. Press
the € hutton. Next, choose who te cast the spell
an, friend or foe. Press the 2 button. Once com-
tat beging, the character will cast the spell.

| &,

Use items during combat.  Afler selecting the
Item icon from the Command menuo, the
character’s inventory will be displayed. Move the
cursor o select an jiem. Press the & batton, Next,
choose who will receive the itlem. Press the @
burion. Once combat begins, the item will be used.
Ttems that are not highlighted canmot he vsed

DEFEND

Defend against enemy attack. After selecting the

A Defend Tcon, an apparition will appear. Move the

apparition, 13 a safe location on the screen. Press
the @ button. Once combat bepins, the character
will then move ko that location.

Selecting u:us apon. wiil make ONEY the selected
pt to run away, If they are suc-

party
cessful inzetreating, they will nol secgive a"%
any experience points. L <



TACTICS-

Battle Strategies. Use strategies that can be set up under Nall's
Tactical menu. There are three tactical icons, as well as the Com-
mand icon, on the Tactical Menu. If the Command [con is selecied,
then individual commands can be set for each partymember. To use
a factic, select which one 10 use by moving the cursor to the desired § o 5
tactic. Press the & button. The character will then perform thieir i3

assigned tactics. After the tactics are carried out, the Combat menu will once dgam be dmplayed
The tactical option lasts only for ONE round of combat.

| RUDN e o

™ Flee from battle. After sclegting this command the entire party
will try o flee from the attack. Howeves, escape is not always pos-
sible. Tfthe pamty is tinable 10 escape, they THhave to endure a round
{ of pummeling beforethey can fight back. If they do run away suc-
| ecssfully, noexpetienite fointy will be rewarded.

. Characters must receive cXpenence points ingrder to increage their leveis.
If their leyels don't incredse, their physical Strength, skifls, or magical
abiliies will not increase,” This will obvicusly lead fo them getting a
) severe thrashing during whattle. Of course, nolhing can compare to the
? }J) many frustrating hours that one would have to endurc raising a characters

leve! in order to beat a Boss. Be wise, doa't run mmy [from bartlesuniels
absclutely necessary! |



The end of it all. If all of the party members
are killed during combat, the Load screen will
appear. To avoid unwanted setbacks, save fre-
guently! Nothing sucks more than having to
replay a whole section of the game just to get |y
back to where the churacters died, Remember, B
save is vour closest friend.
To load a game, first sclect which Memory Card Slot (see page 38 for
a detailed description) to use by pressing the K or Bl buttons. Press
the & button. Next, move the cursor to select which file to load. To
load a previously saved game, choose a save file to use. Press the & |
button. Confirm the decision to load the game by selecting “Yes”. S

remicve the Memory Card during a save or a load.

RECOVER HP AND MPY

Before leaving a town or journeying into a dungeon, make it a habit to visit a

WY Gaddess Statue. Usually a statue can be found in every town and temple. Make

Ky q b stre {0 take advantage of their mystical healing power. These statues are rumored
N to be in the form of Althena and can be used to recover the HP and MP of the party
S " members. Torécover HP and MP, simply press the £ button while standing next 10

-~ the Goddess Stame. The HP and MP will be recovered for each characier.

=
ot






=ISAO MIZOGUCHI, MUSIC—

(0. Where do you usually decide
10 put songs for a gama?

A. Well, at the beginning ev-
erybody tends to decide where
to put the songs in, and they
will make the game so that
particutar spot will be the
highlight of the game. Uso-
ally before the singers sing the songs I temporarily sing
the songs and record them and 1 give the tapes out, fo
everybody, fo each creator. Therefore untif the games
are completed, for neariy a year or so evaryhody has to
fisten to my song and some peopie can’t stand listening
to my voice.

0. How did you go about casting the voices for the char-
acters?

A. We receive a paper with a character expianation on it
anid what kind of veice we should attach 1o if. There are
many voice actors in Japan we pick them out from many
different voice production companies. In the case of
LUNAR, we had many auditions ta choose from.

Q. How do you choose which voice actor would fit eash
part?

A. I pre-seiected a fow candidates and either the de-
Signer or scenario writer will choose the finalist with
me atier the audition. With a voice attached to a char-

INTERVIEW

acter, It can become very sexy and you can almast smefl
the person. The image of real human beings spreads
inte everybody. At that moment we gain a sense of
reality.

Q. How did you and Mr. Iwadare go about creating the
music for LUNAR?

A. We made this game a little different from the previ-
ous ones. Before when we received the work from gach
game company’s producer, for example, each scene that
require the music, scene by scene, and we made each
song accordingly. Bul for LUNAR, we said we don’t need
that. We don’t have lo make each song, but first let us
make the big theme. And we ask them to please give
us about two months to make this theme music. And
we fold them that we would make gther songs to match
the big theme music.

Q. Is there anything that you regret with the sound?

A. Ameng the machines we use for existing computer
games, il is good although | would like fo see the guality
we could listen to by audio monitor. We made it less
than haif by dropping the sampling data and its too bad.
it becomes half the sound since the time of our record-
ing in reality. We've been very picky about low sound
quality ssmetimes, but all those sounds get cut off and
that’s very regrettable. When we gef better
equipment for better sound, we will give you m
hbetter quality. Everyday there is progress...



— SHOPS-

As Alex and his party journey to new and exciting lands, make sure to visit all of the many towns
and villages along the way. Upon arriving in 4 new town, make it a habit Lo visit the local shops to
upgrade weapons, protective gear, or items. [l funds arc becoming low, sell the character’s un-
wanted equipment for some cold hard silver. Then use that silver to invest in the latest and greatest
weapens and protective gear, Doing so will make them more effective during combat. an t forget
1o stock up on items. Items are essential in keeping the characters in good health during their
journeys. The shop and its two options, Buy and Sell, are described below.

SHIOP MENU scmzmw -
PARTY 3 |

Displays characters in Ihe
party. If the character doesn’t
move at the top of the screen,
they cannot usc or equip the
item.

(S) suLvER ———

Amount of silver the party
has collected.

Displays weapons, profective
gear, or items that are for sale.
The name of the weapon, pro-
tective gear, or item will be
displayed along with a brief
description. The purchase
price is displayed above the
party’s silver.

Displays the effect of equip-
ping the weapon or protec-

m tive gear to the character.



S SHOPS-

Purchase Goods. After selecting “Buy” from the menu, move the |
o+ cursor to seleet which charaeter will purchase an item, Press the &
Jbutton. Now select some equipiment 1o purchase. Press the & but- | * suee :
. There arg three options ie cheose from: Equip, purchases the e 8 CETEN '_
lem and automatically equips it to the character; Buy, purchases , ; F
thc item artd places {in the eharacter's inventory; or Cancel, voids L "
{he'transaction. Afterselecting “Equip” or “Buy”, simply press the & button to purchasc the item.
o stop the purchase; select “Caneel”. The equipment will not be purchased.

There ardua couple of things to pemember when purchasing weapons, armor, and items. First, if an
\ ftem is not written in white legters. the characters do not have enough silver to purchase it. Second,

if a character docsn’t movegthey are unable to equip that weapon or protective gear. Finally, before

purchasing weapons ang protective gear for a character, make sure that they increase their attack or
. defensive power. Usuially. it's best only to purchase items that improve a character’s status.

SELI,- e

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 to select which charac-
ter. Press the & button. After choosing an item to sell, press the €
button. To confirm the decision to sell the item, select “Sell”. The
item will be sold and removed from the character’s inventory, To
stop the salc of the m:m, select “Cancel”. The item will not be sold. Make sure not to sell
Yan item that may be nceded later. Nore: Some itéms cannot be sold







Q. Did you have any formal
training?

A. Since I was little, I toak
piana lessons and also played
the trombone in a brass band.
I entered a musical colfege
and studied about synthesizer
related subjects. After that {
used to piay keyboard in bands at various places. | en-
tered a company that made game music through an in-
Iroduction by a frignd. | then started fo compose game
music. Eventually, 1 encounter the company Game Arts
and the work in LUNAR. Through LUNAR | have come fo
he recognized.

(0. How do you iry to convey the emotion of the game in
your musicat scores?

A. I'm not sure if if is true for the entire world, but §
befieve, the music that moves peaple’s hearts orlyinates
from the one’s own heart. Persenally, { try to call upon
my own gxperience when | have been sad or appy, joyfuf
or hard; | try ta incorporate the images from those experi-
ences in the melody line of the music § write. ! am not
sure if this will be accepted by everybody, bul this pro-
cess seem to work for me. LUNAR was published and well
received by the pulilic. 1 am trying te express mysoif ac-
cording to my honest emations.

. How do you go about writing music for an RPG?

e 4

(I TWADARE, COMPOSER —
INTERVIESW

A. In the role-playing game, there are about four typical
scenes: town or village, dungeon, battie, and fields where
characters walk, and of course apening and ending, but
those four scenes. First as to the town scene, to distin-
guish it from the battle scenes, I Iry to choose music that
is peacefil and relaxing. The music for the dungeon
scenes are fense with a louch of fear hecause when you
are deep inside the cave, anything conld emerge from the
dungeon. it some segments we have fo ron guickly to
escape and fn those segments, | choose 3 busy, anxious,
rushing kind of music. There are two lypes of dungeons,
natural ones itke caves, and then the man made fype like
underground walkways. My choice depends on the scen-
ery ar even the calor of the sceaery. in the batife scenes,
{ persanalfy don’t like batties so rather tiran providing figft-
fing sangs, | write music that would enconrage the persen
hattiing to have courage in their fight. In the field type
scenes, f pravide a song reffective of walking from ang
fown to the next. 1 try fo make a song with an encourag-
ing feeling in ming.

Q. How many pieces of music did vou create for LUNAR?

A. The lotal number of pieces of music is now over a
100 in number which Is three Hmes as many as hefore.
These refiect the conception | had of LUNAR in my mind.
§ wasn’t sure how I did initiatly, bot the peopie’s reac-
tion refieved me since it was very favarably
received. B



Very effective in battle,
especially when you want
to keep a safe distance
2> from the enemies.

T~ P R SR YITNE- N
This small dagger has a very
low attack level. But, most
characters can use it.

—_— s
; The slender blade and light
1, handle makes this sword easy to

use. In the right hands, it can
¢ be a very powerful weapon.



| |
— WEAPONS, ARMOR, & ITEMS—

Low protective power: how-
ever, most characters should be
able to wear these stylish
clothes.

- — <~ -~ __—c =T S ]
Used o identify all those who
study magic. It is bebeved that
the Goddess Althena protects
those (hat wear it.

HRAVY CLOTHES

U S —
These durable clothes are worn
by truvelers for protection from
the eiements. They offer low

protection in battle,




RO ARMOR

Offers good protection from
close attacks. Since it is made
from iron plates that are riveted
together, it is a bit heavy and
cumbersome.

This urmor offers good protec-
tion from enemy attacks. It is
made by fusing together the
shells from bizarre creatures that
Tive on the southern continent,
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- —WEAPONS, ARMOR, & ITEMS—

: ’
This will neutralize the poison
from monsters if it is sipped or

applied to wounds.
c @ These mystical items are able to
@ o revive some of the character’s
- magic power.

This herb can be used to recover
the HP of Alex and his friends.
However, its healing power is
quite Tow.

w4,







AT —————

' LUNAR s a world filled with magic. With all of the many §
different branches of magic, Alex and his companions are §
each adapted to a certain field of magic. For instance,
Nash’s magic is mainly offensive while Jessica’s magic is

used for healing, Magic abilities will increase when |
levels are gained. The following pages will pre-
+ view the magics available for each character.




— MAGIC

Each character’s magic has an effective range. A magic might affect just ene character/fenemy, or
several characters/enemies. The chart below 1s a key to the range notations (labeled as “R”) that are
found in the following charts.

s a © o | Magic Effect: Only affects the selected ally.
4 4 o ?|Name: One Ally, IAhhn:viulion: A
TS Magic Effect: Affects all of the allies in the party.
A b Name: All Allies. [Abbreviation: AA
a%a 00 o | Magic Effect: Affects only the allies thal are in & selected area.
Al Name: Ally Zone, |Abbreviation: AZ
L, Y o | Magic Effect: Only benefits the person casting the spell.
A o y g e
a4 ?[Name: One’s Self. |Abhrc\'imiun: OS
A.‘u a 00 © | Magic Effect: Affects only the selected foe.
4 & 0 9IName: Onc Enemy. |Abbreviation: 1E
ey DU © | Magic Effect: Affects every single enemy on the screen.
s o “|Name: All Enemies. [Ahhrc\'imiun: AE
4 O o | Magic Effect: Enemies located in a selected area will be affected.
ac A ) 2
o ©[Name: Enemy Zone ]Ahhn:viutiﬂn: EZ
alda 00 o | Magic Effect: Affects only the encmies that are in the line of attack.
4 o “|Name: Single Line. |Ahhrc\' iation; SL




Alex strikes one

SWORD DANCE,
unfortunate en-

emy with o rapid LUSKIEHNIS

series of devastating slashes.

Alex will leap
into a group of
enemies, proving Ll
white men can jump, and trig-

ser a fiery blast.

Alex  dashes -
MP: 18 R: AE

across the battle-
large cuts in his enemies’ guis.

field and leaves

VIGOR

Alex magically
pumps up his
own

atrack LALRICRANEE]

Everyone in
Alex's party is
shielded from
the effects of one enemy spell.

Q

O

power.
Alex rains down

DRAGOL ANGESR
very large and

very damaging [LLSEEEERY

fireballs npon his foes.

E DRAGOM HEALING
i Alex 1estores WEa

3 = D everyone in the |
£ - &% |party to full
o= health, including himself.

| DEAGON CRIER

All the enemmies
are sucked into a
| magica! limbo,
bringing a swift end 1o
the battle.

rat=
Ay



Lnna

HRALIG %??ﬁ

Ny e "
Tunma uses her 2% b1 Luna cures the |
magic to heal - Mnessies) of one

the wounds of party member.

ome ally. =
T CABOALYE BONG
3 . attack and defen-

' MP: 10 R: 1A

- Er
2 |sive power is
i N hoosted by Luna’s sweel voice,

TEMPEATON SOHCH 1] SR ULL SO
Luna croons a _ 5?
#{ tune o restore Gy
A some HP o ev- LSRBIHEES oo

Luna puts ev- - i
ery monsier on
the battleficld LRI
ery character. L

into a deep sleep.

Luna vses the
| power of her
| goiden pipes 10
A scare away all the momsters.

L0
A

'1'\-.“'_‘51_
o P




AGIC

THUNMDER SOMB[

A proup of on-

oneunlucky foe | - ermies 15 show-
to receive (he = ered with vio- FlESERER A sl =
. fent voltage, = S
THUNDIER, THIUST SO BALL, -

Every enemy on

Nash shocks a

the battlefield is i 2k group of en-
: ép, | Jolted for heavy A emies inte tern- [[RRIINEA
B ja | damage. - porary paraiysis.

ZLREY COMBUSHON

e e e

Nash (eHs sto-
ries about hin- |
self to put a

group of encmics into & coma.

Nash uses his
hocus-pocus o
baffle a group
of encmics.

T.

&= group of en-

MAGHC BOXK

Vdsh ',;Iemes a

MP: 8 R: EZ

emies Lo pre-

.41 vent Lhem from casting spetls.

SIOUE,

Nash {fumns a
group of en-
cmies into
staticsque versions
of themsclyves.




ge.s.sim

\GIC

AL LB

One character o)

regains a mod- b

erate amount of" [l STy Ry
HP, B

CALAL LTHARETY

Everyone in ihe
party regains
some (bat not RIS

all} of their precious 1B

Wy
b

d —
Every character
e rogains a small

S amount of HP at LilePRRERS

T | ALt L_z*&‘\f‘ff

Jessica Testures
every single HP ;
io a single Jucky LLANITSRNEY
advenluyer,

MIBCLR LUy ‘337‘"“— CLEGEE LIy -
s - s 3 »
Jessica callsf =] oo e * Tessica cures 5 -
upon the God- i 2 P L3 one characler - %“’ Pf_j
dess to resur- yis of bad condi- [LAEERTHREY | ‘
5 tions — poison, muting, hali- f + 'i_ﬂr £
— %18, etc.

L Jessica scares _
.| the bejeezus out.
A of a single en- KNGS

emy, who flees the battle.

The entire party -
teleporis. o the
| entrance of the [HLAPINERGSS

| curreat dungeon.




Mia

GIC

FLAME BOMB FLAME CINCLE,
Always con- 15 Mia uses this fi-
corod  with - = d|ery spell to
cleanliness, R £ .'.i 1] badly burn 2
Mia gives & fieball shower P = eroup ol enemies,
10 OIS CHCMY.
FLAMARIA POWER DRIVE

| Massive swords o

of magical fire

rain down trom MP 30R: AE

- [ ihe sky, pulling the Ginsu to
— shanme.

Mia raises the { = ;
attack power of } = & ¢
a friend. be-

cause it's the right thing to do.

HOE LANCE

Mia impates a m — a

single enemy
cross of giant jeicles.

with a criss-

£lash A
Mia hombards
a groop of en- .
emies with bip [NEIETY |
nugpels of frozen waier.

A raping show- | :
storm  blows i i
across the battle-

field. chilling out all the cn-
chies.

108 SEILT,

Mia increascs
the defensive
sttength of one

ally — the hard way. g s
Beree! &Ex_‘




Ryte

M&fﬂ_& é;mggﬁ o BR

Kyle dishes out -
one  massive
hack to one LileERNIS

monster of any size.

BUWER SWEEP

Kyle swings his _ 5
sword in a mas-
sive arc, hitting (lESERAATY |

any nearby critlers.

Kyle fires an [
energy  ball
aCTOSS the [IEYY

- battlefield, hitting any mon-

ster i its path.

POWHR UP

1 | Kyle boosts his
| attack power a
smidge, giving [N

| his cgo 8 bonst as well.

Tempest lobs [
an explosive ar-
row ab an un- Dlgeae

| wary group of enemies.

T | psh Wi

% | 4 Tempest calls
|| upon the forces
Df nature to
blow all the monsters off the
battleficld.

MP: 10 R: AE




OIEERIT0 =
avery monster m

Supernatural
on the baltiefield, and kill |

Hames engulf
then.

Explosive
shards of magi-

all the monsiers, and destroy |4
them.

| TORPA0
A vortex of 0 20|

wind picks up ef

34 and then drops

= the monsters from a great

height. They don't survive.

of

Dozens
bouneing houl-
o ders Gall onto adl
the monsters, and crosh them,

MP: 10 R: AE







pealing to the public?

A | think it is because the
'] characters are vividly de-
picted. The scenario writer
and {, and of course all the
others, took preat care as fo
how we were going to depict
each character. |feel that the people who are very fond
of Limar were able fo sense that fact in some way or
anpther from the production. Otherwise, I think Lunar is
difigrent from simitar video games because it has a much
simpler story.

. What was it that made LUNAR an interesting project for
you?

A. Usually, when you are invoived in a production as an
animator, your invoivement is very restricted. For in-
stance, as an animator, you might work on iflustrations
only, or on character designs only. There aren’t very
many chances to fake part in the entire making of the
production. But in the case of Lunar, I was able to be
invoived iin not only the plot, but also the seenario, and
aven part of the game making. That made it very chal-
lenging and worthwhile, and | was able to have a dif-
ferent exparience that wonldn't normally be possihie
in other animation works. Of course there were diffi-
cilt times, but I myself was able to have a fot of fan.

Q. What makes LUNAR s0 ap-

0. What were your inspirations for the overall art direction
of LUNAR?

A. [ have gained inspiration from many productions,
and I cannof pinpoint any of them specifically at this
moment. | could say my inspiration is from the accu-
mutation of the many past works Fve done, movies I've
seen, ete.

0. What are some of the differences in creating anima-
tion for a film versus animaticn for a gama?

A. The difference is that in games, it is a rule that the
main characier is equivalent to the player, and the ani-
mation is effected by this rile to a2 certain extent. Spe-
cifically speaking, there are many cases where scenery
seen from the main character’s point of view must be
used, and many times if is distinctly separated as to
whether or nof you can use ebjective itlustrations of the
main character and other characters. If we use oo many
scenes where the main character is obfectively fifus-
Iraled, we go farther and farther away from the rule that
the main character Is the player. And when this hap-
pens, the player feels more and more distant from being
the main characier, amd wili end up becoming a thivd
person, objectively watching the game. In order to pre-
vent this from happening, each scene must be consid-
erad individually.




Original Japanese Lyrics

Fay, far into the distant horizon
bets ride forgotten on wings in the wind.

Sometime we will suvely meet -
as the charming future
beckons us on.

Lets start the journey
to a new world!
Open the door to a memorable Jegend!




Byour dreants,
wagical thoughts...

duniless you drearmthey’re not.

Tt your dreams,
love is the plot
cartiedon wings of Trope.

Bach of our souds
#mtertwine, when we do.

gngdz.sﬁ Lyrics

Instantly we see it
the time to grow and be it
when everything is pinned on a hope.

Let rise the dreams of your heart,
that innocent youth
careless and kind.

Free to roam the breeze in love
only when two
briliantly shine as one...




—— BOAT SONG LYR)
Criginal Japanese ,Lzrw.s

As teayeling across the sea,
from the unknown country,
the wind passes gently behind my ears,
will you tell e if people Tive with the same bewildering fecling #iside?

To love sosmeonse,

or to be Joved by someone -

Twosder what those feelings are like?

I can only feel vaguely from afar.

1 want to cherish the feeling that has just started inside me,
the faie trembles my heart ke the wind.




T SONG LY?
gngtf.sﬂ ,szrir;.s

Wishing ont a dream that seems far off Is att angel watching clascly over me?

Hoping it will come today. Can there be.a guiding Bght Tve yet to see?

Into the starlit night, ;I;Inow mﬁ: };;M Zhoukigu df me, b

Foolish dreamers turn their gaze, ares i o re g

Watring on a shosting star. What will fill this emptiness inside of me?
7

But, what if that star s nof'te come? i1 10 besatifed withowt krowing].

Will their dreams fade to nothing? Towish, then, fora chance to see

When the horizon darkéns maost, Now all T need, <dtspemtet)’>

We all need to believe theréds hope. Is my star 0 conie..
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0. What msmred the costumes
for the characters?

| A Itend fo get stuck in imagi-
&1 nation for costumes, so f look
through many fashion maga-
Zines and movies. Sometimes
I just sit at my desk and
squeeze out ideas. There isn't
anything specific | can think of. | suppese the movies,
magazines, and people in the cily that | saw at thaf ime
Inspired me. For instance, the blue scarf Luna wears is
an idea { got from the strong impact | got from a nurse’s
oatfit at the dentist { was going v af that time. I was
hoping to add as many Igcal features as possible, such
as adding geometric patterns, ete. and § tried fo study
coflections of fashions from around the worid as well. |
designed their costumes hy arranging what I'd seen.

Q. Do you have a favorite character in LUNAR?

A. My tavorites have changed as the years have gone
by. At first | liked a character named Mia in Lonar 1.
One reason may be because I like that type of person-
aflty, and another Is probably hocause Mia was easy to
write for me. |was very ford of Mia. As we continued
to remake, Luna became easier for me fo draw than
bofore, and is hecoming my favarite.

Q’. What are the advantages of digital animation compared
with animation from fifm?

e

A. The fact that It Is possible ta redo, and also that it
is quick, are the merits. Usually for a fitm, you wouid
send it to a developer, amd there is a time period you
must waif uniit it is done. Bul for digital animation,
there is no such waiting time. Everything can be tested
on the spot and cain be seen right away, which | think is
the main benefit. Also, there are some effects that
can be done digital that are very difficuft to do on regu-
far fitm, and | think this is another great benefif, Usi-
ally. retakes after the film is developed makes the
scheduvie very tight, bul being akie to check the gut-
come on the monitor beforehand, replaying the sceng
over and over, Is a big meril.

0. LUMNAR is a very "bright” game, compared with the
dark and sinister laak of many other games. Do you pre-
fer to create scenes with this fook, or do you also enjoy
darker looking designs?

A. The answers to both questions should be yes. Iper-
sonafly like bright atmespheres fike that of Linar, and |
basically aisp like comical touches. I'm not suggesting
that Lunar is comical, but 1 feel that I preferred to do
his type of work all alony. Looking back, | suppose that
is niy preference. £ven so, there is probably a dark, evil
side in me also, as there prababiy is in any human being.



Well, here we are again. It's boen a hﬂg toad % hrmg just the right semake'al
the LAINAR series 1o the US. Now, with EUNAR: Silver Stdr Story CONPLETE,
we can finally say thut yow ave plagati or abmlt u ol rhe hmt v%‘rmmn 01‘ L l

NAR | ever created. Because LUNARb "-
Our company, we cxhausted o
with the host-ever. presentati _p
both eounts, bul as always, ¥ou ate the f“na] Judg&
] Before kiulk aboéithe game lmp‘p;wcm
exivas. W littsally scourcd the world for the st possib c{mmm&ﬁs for th}s{iaci-:
./ Bze. We uoked at dezenis ol masial cowers; board stock; Toils. pa qtheTy giues
Pretty nidr Soi name il, we evaltmted it The' manugl had to he (he heky Tgiadly, we wanted cloth-Hound.
witl foil qtampmg bm 1un into problemy i fextprotuictivn  because the foil dan’L 1iks to gtick well 10 the
3 i ¥ 8o instead, we went with the Tather-tagkiny ] Avhich held
the foil miichBetter and showed off the delomboss of the PlaySeation fogo such bctte’f The cloth map alés
went througtisiany different iterations; Weknew we wittited it 1o hav :
maltitude b eioth types and styles to sortHhrough and literally o ¥ ; e :
task of el thom at the guality level we desired. The “Maki EUNAR? featiire was inithally qupposéd
to take three months to shoot and cdit. #n a1, fl wok about twice!that, svith the raw foelage from two continatits
ruhmng at over 30hours! And fingdly, the rearranged and expandd soundtrack, which redlly ferped out 1 be
Guite speiial, had its share of tediifations as well. Remakizg or expanding thernes that many of you Wil
recognize from the Jrsfversionof LUNAR jvas a big job, and\\re ook the task very scriously. Tnput og which
track# from the first game o hring Buck was accepdp@iFom our website message board chiep://
wygh workingdsefens. com undet the forums section), and Vidésmail. Qur bigpest goal wastomalke a soundirack
CD (hat,wastistenable {rom beginningtc end, with no “dogfracks, One question pgkple may ask regarding
the soundirack is “Why no track paracs and numberd on the label for reference? This was a conscious
omission o encourage people wdisten to the C as a whole, beginfifhs to end, and notpick and chibose. Don't
hatttis Bébange welre contegt freaks!
_ Now, to walic about the changgg made 1o impptive the actual gamer Agafn, gince we rgaily
ted 10 present the best possible LUNAR, we kad a long wish §5t of cRanges. Moat of the

(e
s ¥



-— Tﬁ;ﬂﬁﬁﬂi 1O HOTES -

ehunges made it b i, wi added duat Menmory Card support. Then, wo cxpanded: the maximum
"Pa%lhh num hcr of savey per cart to fiftoen from the initial lnmt of three. llus w ‘ty ‘if a pl..lyer hag two

became it provided a brcak i ihe shakmg, -Whl(.h prow achyspell has a special
shgek.(shuking) sequence. All these sequenres had o be i ~cd1ted and syncod which wax o arduous
tasi given the imprecise natire of the dual shock system wesfiplemented. Ry and large, the fipal imple-
Fientation Dual Shock in LIINAR exceeded our expectatians: Also, due to @ fequest we received on our
message hoard, we also added suppfm‘. for a sécond gpnlrolles so (wo frie st share c,unlroT Ywithoul
Pagiing a single controller back and forth, I twogdntrollers dresed, Sither.one will work, but if both
are acesssed al the same 1mie, (be first coniolier alwa ays tkes prinmy Hopedilly some of you find the
implementation of this “speeial reguest feamre fi.

e thing we did remove was the short vocal clipsthat o piriied the bromide viewing: Initially,
_rhree of the girls iad a shost vocat clif that sang as the brof as displayed. We dagided to go with
ust andio onfy for two reasans. Tirsh we weren ' dortain we could gk the-masic samree in time 10 re-
fecord the lyrics ingo English, and second; the Hcals i that seetion Seemet rwally, really forced in
Eighish. It just played better &ith niasiconly.

It secims Iike I say this = 1ok, but this sameios iiith-wiater mark for ns. The taugliton
Procéss was edsily the most difficelt we've undcrtakcn due siEtpiV fo theshder size of the Jext and.audio
nvolved ip the Eonversion process. "gll -nightérs Were Mot uncommon during the texueniry, reprogram-
wing, and testing phases. Everyongworked realfy hard to make this the best possibldgsstersion.

Enaugh shotit the behind the scenes stif. Emuy the game, the enundn-ack,, ual, and the-maovie, and be
¥erfin totel usitvhat you think! E-mail webmaster@workingdesl g i o shail il withe sdidress on
the back of thefigckaging. We say ifaor! but we really mean il: We're vothing withont you! 2_:'?'_’
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Working Designs warranis to the original purchaser of this Werking Designs prodect that this CD Dist is
free from defects in material and workmanship for a period of ninety (90) days from the date of purchase. This
Working Designs product is sold “as is,” without expressed or implied warranty of any kind, and Working
Designs is not liable for any losses or damages of any kind resulting from the use of this product. Working
Designs agrees for a period of ninety (90) days to either repair or replace, at its option, free of charge, the
Waorking Designs produet. Send product postage paid, along with daled proof of purchase, to the address
shown below.

This warranty shall not be applicable and shall be void if the defect in the Working Besigns product has
arisen through abuse, unreasonable use, mistreatmant or negiect.

THIS WARRANTY IS N LIEU OF ALL OTHER WARRANTIES AND NG OTHER REPRESENTATIONS OR CLAIMS
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 {903 DAY PERIOD DESCRIBED ABOVE. N ND
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 do not allow limitations as to how long an implied warranly lasts and/or exclusions or limitations of
consequential damages, so the above limifations and/or exclusions of Gability may not apply 1o you. This warranty
gives you specific legal rights, and you may also have other rights which vary from state to state.

Customer Service W5
(530) 243-3417 ext 112 :;‘
Where to find us Orfine: WORKING DES[@M5®
Web Address: hitpifiwww, workingdesigns.com
America Online:  KEYWORD: Video Games 18135 Clear Creek Road
Usenet (Iaternet): rec.games video.sony Reddin g CA 96001
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. This is the first time in Working Designs history that we've included an in-depth
anlkthrough of the game within the manual. We’ve always believed that people whe play
£ ole-playing games should actually try and discover everything for themselves—hence,
“the term “role-playing.” On the other hand, there are those players who want to have
3. pverything spelled out for them, and these are the gamers we hope to embrace with this
section. Not literally, of course. We love you, but not in that way.
. There are several unauthorized LUNAR: Silver Star Story COMPLETE strategy puides
.available in bookstores and on the Internet. However, none of them feature official art-
W work, detailed maps, or any of the cool stuff that we”ve packed into our Official Strategy
E‘-'.(_}uide. Also keep in mind that the other guides were based upon the Japanese version of
@ LUNAR, not the U.S. version. Since we’ve changed the locations of certain irems to
-'f,n;;ake more sense, or add continuity, and added new in-game events, their information is
=t ﬁ\i‘rong! That’s another reason we decided to release the Official Strategy Guide. . .because
| no one wans (0 waste their money on a book that does them no good! (You should hear
E{the calls we get from frustrated gamers who were unfortunate enough to buy an unofficial
b " gnide for one of our other games.)
. The walkthrough on the following pages will guide you from the start of the adventure
g 10 (spoiler approaching) the point when Alex, Nall, Luna, Ramus, and Nash (spoiler im-
M minent) board the Hispaniola and sail to Meribia (spoiler complete). The walkthrongh
i will also let you in on a few of the intriguing secrets to be found on Caldor Isle.
i Here are a few reminders before you proceed with the good read. 1) Not all of the
thpons, Protective Gear, Items, and Monsters are listed in this section—only those that
can be found on Caldor Isle. The Official Strategy Guide has complete lists for every area
f the game, along with a huge cross-referencing index. 2) This is an abbreviated excerpt
_drem the Official Strategy Guide. In order to fit all of the information into the pages
- Brovided, we had to condense it somewhat. This means that the maps are smaller, and
A at some intcresting but non-crucial data (“Retrochecks” which document the differ-
. ences between the 16-bit and 32-bit versions of LUNAR, interviews with LUNAR’s cre-
vators, locations of secret items, etc.) has been omitted. And that's the last of the disclaim-
'Br5—enjoy the walkthrough!



These are used for hacking, stashing, slic-
ing, and a touch of dicing.

m Basic ppinted weapon Altack +6 100s
Short Sword Adventurer’s blade Attack +11 | 200s
m Sword Length DOES matter Atack +16 | 360s

These weapons launch projectiles with
which to bean the bad guys.

m ‘Throws stones Attack +4 fifks
m" llﬂl‘ls Pointy projectiles Attack +8 180y
Small Bow For archers on a budget Attack +10 | 320s

s These vital items deflect attacks to protect
IEI.ns your butl {rom harm.

Almost a shield Defense +2 2A)s
Wooden Shigld [ 1.umbering defense Defense +3 | 100s




Evervday upparel

The most important protective item you
can buy. No, seriously

Defense +3

£is

Heavy Clothes

Cold-weather workwear

Defense +5

14k

| Leather Glothes

Kinky yet comfy

Defense +7

220s

Leather Armor

Reinforced rawhide

Defense +9

2608

Holy gurment

Defense +11

4005

BANDS

0
¥

JESGI NI

Wrist puard

They raise your defense and make vour
forearms look kinda cool.

Defense +1

6s

iron Braceist

Heavy gauntier

Defense +4

Hiks . i

HEADGEAR

fashion statement.

Lassos long locks

Protect your fragile noggin while making a

Defense +1

Silky, soft, and warm

Defense +1

Orange chinchilla fur

Defense +2




Name
Antideta

HEALING ITEMS

Deseription

When vou're taking a righleous beating, #'s time
to use one of these health-restoring poodies.

Neutralizes poison 20%
lierb Restores a bit of HP 405
m Water Cures paralysis Olks
lllll’s Tear Revives fainted characters GO0y
star I.m Restores 2 bit of MP §,000s

SPEGIAL ITEM

Deseription

There's nothing ordinary about them. Some of
Lthese ilemns are needed to advance in the game.

'I'MY 'ﬂilﬂ Escape dungeons 1005
“ﬂ‘s Bromide 1 Nash's Treasure N/A
m ﬂﬂﬂ Detailed ocean map N/A
Ill‘il_]m Illm Symbo] of hereism (Defense +1, Magic Endurance +2()) NiA
M Mamond | Pricetess butt nugget 20,0003
(RIS Dearing | viakes beausiul music N/A
Flame m Tncreases defense againsl water and wind attacks (Delense +t, Atteck 41 N/A




_The following pages go into frightening detail on the various monsters of Caldor Isle,
i = After all, the key to defeating any enemy is to learn everything you can about him, her, or
- it. Take the time to become familiar with your foes!

'+ Bosses are not listed in the Monster Data section; instead, their data is given in the
* walkthrough section of the Stratcgy Guide. This gives us more room to describe the
different attacks that the bosses use, and how not to get killed by them.

" Here's a sample of monster data to show you what all those numbers and letters mean:

MUNSTER NAME

P ———
Displays the name
of the monster.

MONSTER DATA
= i These are the vital
' = Magic Endurance — 4 seatistics thar the
No. of Attacks —— 1 monsters don’t want |
g Range g | youtosee. i
Experience Points — 1
Bilyer ————

g} This i= the zonc of
| LUNAR’s world in which
the monster appears.

This is the lecation within the
zone where the monster appears.




Hit Peints ——13 47

. Attack ——— 39 £ B2 70
u i Defense ————— 6 i ] Defense smmma.
Agility ———16 etiion E 0

Wisdom ——— 6 b P8 Wisdorn ————— 0

Magic Endurance ~- 4

Mayic Endurance — 4

No. of Attacks i [ No. of Attacks :
Range ——— 8§ Range ——— 12

Experience Points — } Expericnce Points — 7

il vgr —————f R e —
SYNAPSE RUARD
Hit Points § Hit Poines —— I8 NP
Attack | Atrack —————— 58 —
ji=-} Defense ———20 1)
§ Agility ——— 20 ?7
M Wisdom 4 f | Wisdom — 10
Magic Endurancc — 6 | acation Magic Endurance — 8
No. of Attacks I No. of Attacks 1
Range «—— [5 Range ——— 10
Experience Points —2 | Experience Pomnis =3
Hilrey —————————7 ] | Silver ———— 1% A




Hit Points
Attack =—————-45
Defense ———o—H
Agility ———11
Wisdom ——— 9
Magic Endurance — 4
No. of Attacks I
Range ————— 14
Expetience Points — 4
Silver ——m——-249

Magic Endurance —9

: Experience Points —Y

rd

1d

40

Magic Endurance — 6

Experience Points — 6

Magic Endurance — 18

Experience Points — 4




Hit Points 20
AACK s 5
MNefense ——— 19
Agiity ———— 31
| Wisdom ———— 22
Magic Ladwrance — 18
No. of Attacks == |
Range ——— IR
Expenience Points —4
T S ——rY

it Points 34
Aftack —s—e 65()
PR R e &)
Agility ———22
Wisdom ——— 22
Magic Indurance — 18
No. of Attacks 1
Range ———— 15
Experence Points = 11
S L) Gt

Agility
Wisdom

No. of Attacks
Rangc

Silver

—_ || -

Magic Endurance —24 Location

Expericace Points — 1)

[ i
P |
26|
30
1
14

%

Hit Points s 2{}
Attack ————————70
Defensg ——— 35
Apiliy e ] |
Wisdaom 1]
Magic Endurance — I8

No. of Antacks 1
Range s |3
Experience Points — 5
Silver ——— 14
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STORYCEIEEI

You {and when we write “you,” we mean Alex, for in the
world of LUNAR, he is you and you be he} start the game
at the solemn monument to the fallen Dragonmaster, lo-
cated just north of Burg. Your moment of medilation with
the deceased dude you idolize is swiftly shattered by the
codependent Nall, who can’t bear 1o be without your sweet
love & moment longer. Awww, yeah! Nall also mentions
that yowsre supposed to be making music with Luna. Awww,
no! Leave the Memorial and walk south: the ground shakes
(for the third time in a week, Nall mentions) just before the
approach of the advenifiire-and-donut-hungry Ramus,

dizmond WTthln the nearby White Dragon Cave,
and Chunkus Maximus Riguares the two of you
should retrieve it. Hey, it's either embark on a
great adventure or get a summer job rofling
burritos at Taco Hell, Not a tough choice. man.
When Ramus splits, fo_lléow him into Burs.

A Ramos ise't fat, he's biy-
bo._nab, hes (al, Not that he
seems 1o nind his heft.

G} A PRAYER FOR THE DEAD

S don't vou ex-

pand yaur ho-

i rizons  and

§ start hanging

| out in grave-
vards "

P Nl noles [
the recent and
dramatic up-
swing jn seis-
mic activity. (£
Could Purg be jF
Incated near fu
Redding, CA? S

A Follow Ramus into Buicg
and Yo vbd:lhe:m bagun_
your great qif\"? e



WEAPON SHOP

Herb ———— 4i}s
Antidote ————— 205
Cleunsing Waler — 6ils

Shor, Sword 2005
Peison Darts 1805
Heavy Clothes = 140y
from Armlet ——— 63
Wooden Shield —— 1005
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Vslt ) our housc n thc northw est corner of Burg
andtalk {0 Momand Dad. (Dad’s name is Noah,
but Mom’'s narme is strangely never mentioned.)
Mom mentions that Luna is waiting for vou at
the Burg Springs outside of town. Has she an-
swered your booty call at last? Take the time to
fondle Luna’s possessions and check out the
basement while you'resdere. You can’t open the
chests vet, untortunately.

FIND

As you cross the bridge, Nalt hears Luna al the
Springs ard taunts you for being so late. Well,
since you're already in trouble, you might as
well check on ‘Ramus, whose house is 1o the
wesl of Althena’s statue. Unformunately, he ain't
ready yet, and won’t be until you find Luna
{There’s a red chest in Ramus’ room that's
locked fight, you won’L be able (o open it, or
any other locked chest, until considcrably Jater
in the guesl.) Walk nm%t_cuﬁt past the watermill
t0'Burg Springs. \

LUNA!

QKHOME IS WHERE THE CHESTS ARE

A What secrats could these
chests contain? Mom’s eol-

& Tver the strict parent,
Mom shoos Alex away tothe
Springs e (oo bis Tlute,

& Nall's bad postore reflects
bis disappoimtment at Ales’s
thoughtlessness,

A Ramus is oo busy doing
an ipventory count of Ding-

Dongs to leave just yet.




[ MAKING SWEET MUSIC

lk rorth to find I_mm fa- 1d—lcung her heart:

out\_You_fw b]p out your instrument to join her in

4 quick jam session. (When read with a dirty |

mind, the previous sentcnce is extremely
naughty.) After your shocking confession thal
you're headed for the White Dragon Cave, and
after a fatile attempt to guilt-trip you into stay-
ing, 1.una decides 1o come along. She also sug-
gests geliing into thosa.ehests in the basement.
Smart gal! Leave the Springs and return to Burg.

SIURICHECK EQUIP EVERYBODY!

Reiwm to Alex’s hovse and try o open any of
the chesisin the basement. Luna helpfully sug-
gests (again) that you talk to your parents about
it. Chat with Dad, who acknowledges thatyou're
a big boy now, and hooks you up with & Dag-
ger, Sling, and Flame Ring. He also grants yvou
permission to open the basement chests, and
even givis you directions to the White Dragon
Cave. (If he would give you the saddle for the
cow, he'd be the umlqet dad ever.) Go down to

the basemeiit 486l open the locked boxes
sy for fun stuff.

the house with this..

& “Freebird!”

A When Lumg gives you the
slink-eye, yeiidam well tet-
ter J3gloty: mh{f Pty

& A Dragontly Wing and
other things are all yours
omee Dad gives the okay to
crack open the clists.

A “Mow, Alex, promize my
that you won't rum around

you
could put your eve oud”

=5 ;_
L'_ g,



SIORITHTEGK VISIT THE WEAPON SH@P

G to the-Weapon Shop (which wasn't open forbusiness until this point)
und get ready for a chotce. If you sell the Angel’s Tear and Star Light
you got from the chests—and you most likely aren’t gonna need ‘cm—
vour' H have BD0s, enough to buy one of every item and still have enough
left over for a few Herbs at the Item Shop. If you wisely go for the trade-
in, remember to sell your now-useless stuff—Dagger. Sling. Peasant
Clothés—-and don’t I’nrﬁcl to equip your new purchases.

A Sell off tﬁe - Anpel's Tear
und the: Sise Taght/for big
bucks and bbb sguipiieat.

SORIGLEZCK TOUR THE TOWN

After you've cquipped Alex and Luna with their swank new stuff, go to the village entrance and
tadk to Ramus until he joms you. At this point, you could head straight for the White Dragon Cave,
but why not relax and talk to the kind folks of Burg before you leave? Among the more inferesting
people you can speak with: e

# The hlueshaired boy in the southeast corer of the village, who asks Luna to sing gt
for him. (Oblige the youth's request for a lovely a capefla vendition of Althena’s
Theme.)

7 The grumpy pay on the second floor of the weapon shop, who wants his 30s back
after being conned by Ramus. | Yes, this subtracts 30s from your total, but it's funiny.)
# The kids on the second floor of the house closest to the village entrance. Roth of
them think they're magicians, but only the boy’s spells have real effects.

# The chickens, Make sare to “speak™ to them twice,

A The child clawed bis ears
out after | tpa besan singing
What we're trying to say 15, tatk to everyone when you reach eacl new <1 win Alwiys Lave You.”
Incatipn. You’ll taugh, iinu 1l cry, and you’ll learn more about the world of 1 UNA'R,_."

i

1
s ol gk

o



ice wilh the Flame
Ring his father
gave to him. Now
how did Dad know
about fhat?

KEY ITEMS
DRAGON DIAMOND
DRAGON RING

ITEMS TO FIND
4 HERBS 1
STAR LIGHT
250 SILVER
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| MONSTER MADNESS] =

You'll experience Lhe glory of com-
bat for the first time hece. You can
ol giway with gsing Al every now
and then, bul you should try isso
mg commands manually at least 4 §
few times to get familiar with the §
trterface. IF baena runs realty low
on MF and you stitt have a while to
zo betore Quark’s Lair, return to

Burg, heal up fand buy better
‘:-. equipment for Ranms), and come
@ dek o by dgdm

@222 v THE DRAGON'S WHITE, AND THAT’S ALRIGHT

R R T D e T R e T D T e el T T e e T T PR, [ P R B R B Rl S T (B

Adler Ramus” silly attempt to con a Dragon Diamond
out ol Quark, the very wisc and very old dragon sends
you into the dark depths of the Cave to fetch the
> e, and completely heals your party be-
fore doing so. Return the jewelry 1o him and you're
given the Diamond, causing Ramus to void his blad-

der with glee; you're also given a second A Ramus is dehmtely not o & Docs this mean Alex ant
master of negotiation. Quark are engaged?

37y healing for the trip back to Borg.



(Check 2 g WHEN BABOONS AT TACK!

(T (g™ T ST

T Py T e R T B T B ) B e T S B e B P B Tl B Tl T R D B
The Albino Baboons {or whatever term for “large, hairy creature”™ you pre- .
fer: Abominable Snowman, Sasquatch, Ed Asner) are strong enough to
smash through the ice chunks that block the way to cerlain areas and chests,
including the lock-box with the Dragon Ring mside. The calch is that you
have to provoke the short-tempered beasts into churging at you. Approach
a Baboon until it growls, then scurry bohind (or near) the block you want
removed, and revel in the wanton destruction of frozen water. [T you lool-
ishly kill a Baboon before he breaks the blocks you need him to, simply
exit the area and come back to find a brand-new Buaboon,

SIORIGHECK SECRETS AND LIES

As you return © Burg, Ramus ploats aboyt the Diamond
and Nalt grpans from exhaustion. Walk up to the state of
‘Alithena and press the & batton to heal the party. (This litle
sequence is here to enlighten you on the purpose of the stat-
wes, if you didn’talready know.) Try 1o sefl the Diamond at
the Ttem Shop; the owner can’t alford to 4ake the precions
Jewel off your hands, bt he and several other Burgians sug- A The statue of Althena & The foul peatants of
gest you try the port of Meribia. Leavél the Shop and Luna  #orks evenif yoor HMO  Burg can’ allord to pue-
sggests you go home. As you cross the bridge, Ramus de- Moo i chase. thed et
cides that you and he need a Titlle privacy. After Luna goes
hotne, Ramus eonvinees you to come with him to Meribia—
and not o tell the ball and chain about your plans. When
You'te ready to rock andigell, walk west out of Burg and
o the Weird Woods,

A “Tid Asner angry! Ed
Asner smash! Aargh!™

« Ramus expiais how
e Temake .:x__!“i.pd Works,
And hc’s:ﬁyh_.ﬂ-'.ly tight.
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Anlimla!e
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LARGE GUT, NO GUTSY

TR B T l e e T e B R B D B e e e R T Sl e e e T
The first time you explore the Weird Woods, Ramus reveals his 1?2:;{{?:;‘::}1;
shiameful lack of boy parts by getting more and more frightened ':)r'he- s afraid of
as you trudge deeper into the fog, eventually running back to the  Weird
Burg with his undies around his ankles. You have to return with z w| Woods. (Pra}'
Luna before you can travel all the way through the Woods.

@9 S]ING]ING ][N TJH[]E FOG

T o B e D R e R B R A DR M el B R e B R B R R

After you run out of the Woods, vou cun’t come back until Luna 4 Not even
Tejoins your party. As you re-ender, she sings a song that clears e Lt:;; h;:,dﬁ ;r
away the fog, If only clearing up Ramus's rump acnc wis so powerdul pipes
simple... L manage o

make the haze
oo bye-byve.

@zs> KICKIN' BUTT, AND TA]K]IN NAM[]ES

T A R M e T e R (B ) B R e e e e e R e 0 e B e e R D e R
In a large clearing near the end of the Woods, you're surrounded and
attacked by a large group ol beasts. Just before they strike, a chortling
middle-aged man arrives and offers to help you kill the critters. If you
tum him down, you fight an army of six Goblins and two Gorgons.
Turn him down a second time and you fight another wave of six Gob-
Tins and two Gorgons. (Keep in mind that you don’t get a pause to heal
Up between battles; all vou can do is reply to the middle-aged man) °° o, it
Just say 1o a third time and you fight a iird wave of Goblins & Gorgons. ::;::;;; :szsr,:;c;m- 2@
i - wlr

A The brarded beret-



@73  KICKIN' BUTT, AND TAKIN' NAMES (CONT.)

o L B 0 e B L e B R T S T R R B TN T R B R
All three of these [ights are much casier 10 win il Alex and Luna are at Level 10;
Alex uses the Explosion Stall auack (especially effective when all the monsters
crowd mio the middle of the sereen), and Luna uses the Tranguil Song to heal
everyong at once. L you agree to let the man help you, he squishes the monsters like
roaches under his heel: he’s at Level 99, with 500 HP (1), and can slay three encmics
in & single round of combat. & Feelt! Monsters!

4 Alex once
again manages
to push Luoe's
buttons with his
lowlish actions.

Luna gives you a scolding if you accept the man's help, but yon gain
plenty of experience {62 XP per battle) if you fight without it, so
here’s a good compromise: make it through the first two battles by |
yourself, then accept the man’s help for the third baule. You get the :

XP for all three fights and make Luna grampy. :‘

SONEYIEY APOLOGY MZOE]P”]D :

After Ramus scurries out of the Woods, rezurn 10 Burg and walk back to your house. Ramus splits up with
you at the bridge and, after an all-toc-briet momeni of humility. agrees to try and get through the Woods in
the morriing. Enter the homestead and talk to Eana; Nall aceidentatly spills the beans and severely annoys
your gal pat. Talk to Dad about your travel plans; he sug-
gesls you make up with Lana. Talk 10 Mom and tell her
“Ptn sormy. . amy mind is made up.” (v the other one—it
doest’t matler) (W receive a very cool 1000s. OF course,
this means you don’t get an allowance again vntil you're
35. but hey, Speak o Luna again and apologize (or your
lics. Now she’s coting with you to Meribia! Say vour good-

byves to Mom_(s&k oy her twice for a good tangh)

A Alex’s mom gives hee A& Aftge
::!{l}'{i}, and Dad o mtodtically go to slosp.

lillle boy every penny shic  groved
hars. . what a sucker! her



9110010 H {0 DREAMS AND DOUBTS.

In the widdie of the night, Luna has a disturbing dream, wakes up, 4 Luns and
and wallows in self-doubl. (Chicks...not onty don’t guys under- Alex discuss
stand them, they don't cven undersiand themselves.) She then hears :’:;Ni;ar;u:i
soft music in the distance and walks 10 Dyne’s Monument to find fur the big g
Alex Blowing a happy litile tune. Nothing rclicves stress like play- Then they et
ing with: your tlute, let me il ya. Aller an innuendo-filled (not |l nitheel {No. ner
reallyy conversation, Lup& returns home and Alex goes back to his .‘. 5!_3'3!3}'-! -
havnding music.

| Poberty has
rot been kind
T ung’y

mental state...

After Al and Llll‘ld walke up and appear cutside the house, talk
to Alex's parents, then walk to the village entrance and talk to
Ramus. Refurn to the Weird Woods, where Limna husts oul a se-
lection of phat (unage (0 clear away the fog. Everyone’s extremely
impressed—except for Luna, who doesn’t know how her voice
was able to do it. The mystery dccp«,m the plot thickens, and :
Ramus gets elnbdrrasﬁ%}y excited. . 5 _(E‘,-,t

STORYCHIEEI WEIRD GUY IN THE WEIRD W@UDS

As you approach the west exit of the Weird Woods, you'Il meet (and
most likely fight alongside) a thickly bearded and easily amused
adventarer named §aike, who bonds with all v altin front of u toasty
fire, and learns about Alex's ambitions to become a Dragonmasier.
Bur whet you wake up in the motning, Laike is gone, and he’s taken
his old-whiff with him. (If you nceded his help in hattle, Luna scolds
"Wom at this point.) Continie through the Woods znd on to Sailh.

4 “Aad il
also pive you 4
seTious cise of
the munchies!
o bar, hiy!”







| WEAPON SHop
Short Sword 2008
Poison Dty 180s
Heavy Clothes — 140s
Tron Armlet (31839
Wooden Shicld — [00s
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SIORICHEGY TALKING IS FUN

“Walk around the town you’ve worked so hard to reach & Bl =3
and speak to the citizenry. Of particular interest is the
blonde old man residing on the second story of a house
on the west side of Saith; he tells vou all about the
T‘our Heroes. There are also a couple of harlots who
throw themselves at Alex, and a house in the south- & “No, but we do kaow s This Iocked chest pulls
west corner with a locked chest. You'll be back to open when we're about to read your pasts” dowa and
it Oh, yes, you'll be ik, several plot poings...” Launts ytzu...fr_ Ao ;

SIORICHTEGY CAPTAIN CHOWDERHEAD

Enter the dockhouse at the south end of town (conve-
nigntly located next to the ocean) and talk to the Cap-
taint of the Hispaniola, a ship which routinely sails
between Sarth and Meribia, The Captain did a very
bad thing: he gambled away the Sea Chart he needs [B
to find his way across the ocean. (If he were a real & The Caprain doesa’t A The “harbormaster,
captainyhe’d just use the stars to navigate. Bah.) Talk  have the prized Sea Chart, however, hts 10 problem
to the harbormaster next; he thinks you can find Breit, :m e w;“;t SyoLpin. Ef."‘?g. y%*'how -
the guy who won the: Ehaﬂ at the nearby drinking LTEERS - m ! |
establishment. o

25,



After talking to the Captain and harbermaster, go to
the bar (found just north of the dockhousc). Sho nutf,
the infamous Brete is gloating from his cozy seat in
the northeast corner. Chat with the shifty fellow and
agwvee to gamble by saying “I reckon we will” The
grizzled gambler chooses to engage you in a dramatic
game of. . :coin-flipping. Brett will beat you twice, no
matter what you choose, and win 100s from you each
time. After the second loss, Ramus deduces that Brett
is cheating, and asks to challenge him again,

Talk to the gloating Brett a second time and Ramus
offers up the Diamond as a betf...then shoves Breil
away from the coin and righteously busts him. The
hormiliated gambler {who suddenly loses his accent)
gives you back the Diamond and the 200s. Talk to him
a third tdme and he confesses that he traded the Chart
to an old woman in the forest northwest of Saith. He
hands over the Fortune Cane and suggests you try trad-
ing it Back for the Chart. After giving Brett a few much-
deserved pimp-slaps, visit the Saith Weapon Shop and
upgrade your equipmeht, then leave town and hike
northwest to the Old Hag's Forest.

A You can't gel the Chart & But he'll win both con-
antil you accept Breit's tests no matter whal you
coin-tlipping challenge... choose, “cause he cheats.

S

B R SRt o ld
T

A Ramus deservedly & But yon find out thut
gloats over his trinmph the Sca Chart is in the
after Brett is busted... hards of'an old hag.
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TTEMS TO FIND
3 HERBS

| STAR LIGHT

1 400 SILVER
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(Gdeck (=g BOOBY-TRAPPED CHESTS!

(R Rl PR B e et B Ty P e B R e e B R L0 e B N ) BTl B 0 R ST
The Forest is the first time in the game you’ll encounter L6 ST =
booby-trapped treasure chests; in this case, opening a :
trapped chest summons one or two groups of three Killer
Flies into the Forest. Of course, you might want to inten-
tionally open the chests (o fight mo’ critters and build mo”
experience points.

A What could be inside? & Actoally, it’s a swarm
A big pile of money or a of flies. The words “total
chewy caramel center?  bummer” come to mind.

@zze>  TRAPPED LIKE A (MAGIC-USING) RAT

On the way to the Old Hag's abode. you lind someene caught T i
in one of the primitive traps on the pathway. Liberate the
prisoner and he fills you in on his personal deets: his name is
Nash, and he’s a third-year disciple of the University ol Vane
with slightly chauvinisi tendencies, Check out his inventory
to find Mia's Bromide 1, a pretty picture of Nash’s non-girl-
friend. {This is the first of several Bromicles in the BANS— 4 s oinst your better & A hairstyle that the
and they only get better, we type with a lecherous grin.) judgment, you pickup the lawyers of Bah's Big Boy

“trap” to reveal... will be very interested in,
LUNAR DIGTIONARY EXCERPT

bra®mide (bro'mid) n. 1. potussium bromide, used as a sedative 2. a
trite saying 3. a picture of a scantily-clad chick (from the Japanese
promaide, pcture of a famous person)

A Raid Nush’s inventory
for the first of LUNARs
hard-1o-find but very-
waorth-the-effort pictores
of scantily-clad women
{aka Bronides).

s
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[CheckShog BOOBY-TRAPPED CHESTS!

D B R g RN D D B R S R L PR B R S D S NS SR G T RE B ST
The Old Hag is wailing for you on the second floor of her —I gl
humble home, but she doesn’t want the Fortune Cane: she
wanls the Water Cane that Nash is holding. Ramus can't con-
vinee him to trade it for the Chart (although you should have
him try anyway for fun); fortunately, Luna is more than per-
swasive enough. If, alter receiving the Chart, you talk to the
Hag three more times, she takes the Fortune Cane. No good & We cut the cannibal & Nash cannot say na to
deed goes nnpunished! joke for this caption...it a beautiful woman, Get a

- B _ was in poor taste. (Heh.) backbope, man!
STORYCHIECI SEE MONSTER?
Return_ té Saith ali.e; ac.qui.ring.tht: Sea Chart; as you fs—B——— FFFF .- EEZ

4
enter town, Luna notices how busy everyone seems (o
be. Return'to the dockhouse and chitchat with the cap-
tain, who has another slight problem to share with you:
amonster from the briny deep is eating his ship. Talk to
him again and say “Yes, we are.” 1o be escorted out 10 5 == !
the Hispaniola, whereupon the Captain and his crew & The Captain shares his & You quickly redlize the
ship away like cold weenies. You can save the game just  lztest personal crisis as Captain and his erew
before walking onto the ship, or even return to Saith if ~¥ou retem (© Saith. won's be helping you.
you've lost your nerve {wussy). Make sure everyone in
the party is at Level 11 or above (building experience in the Old Hag’s Forest) before you confrontthe
critter; anything less and the monster will most likely beat you like a redheaded stepchi]é_. If you have
Herbs ‘and/or Star Lights you'd want to use in bartle, give them to Ramus now. Also g yake sure you
haye al east a few thou*ad silver in the bank, s you'll be making an important pummi‘g_ '

SOOT, ‘]br
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(jjg BEAT THE SALINE S]L][M]E]R'

LUNAR has aunique way of determining the strength of the big, bad bosses; =L A
their combat stats (HP, Auack, Defense, Agility, Wisdom, and Magic En- 'B’ Hit Points — 80xAL

durance] are derived from Alex’'s current experience level, This means you're Atfack ——————2zAL
gonna get a challcn@'f)g scrap no matter how much you “power up™ before a boss |Defense —————— [xAL
battle. For example, the Saline Slimer’s “base stats” are: HP 80, Aftack 2, De- [Agility ——————— [xAL
fense 1, Agility 1, Wisdom 1, Magic Endurance 1. [Wisdom ———————— [xAL

The base stais are multiplied by Alex’s current level to determine the “final [Magic Endurance — 1xAL
stats.” Thus, if Alex was at Level 13 when fighting the Slimer, its final stats No. of Attacks ————— 2
waould be: HP 1040 (80 x 13), Attack 26 {2 x 13), Defense 13 (1 x 13). FEange ——— 40
Experience Points —— 150
Silver —————w==— (]
AL = Alex’s current level

.atd so o, Confused? Then forget about the stats and focus on the strategy,
since it remains the same no matter how strong the boss.

Since the party doeesn’t have many spefls yef, vou don’t have very many op- :
tions in this very first boss battle. Alex should use a regular attack in the first round (before Luna has blessed
him with the Caseade Song), then the Sword Dance until he runs out of MP, then back te the regular attack
(or use a Star Light on him). You could also have Alex cast the Vigor spell on himself if he’s at Level 12 or
higher. Luna’s choices arc slightly trickier, since she bas five songs to choose from. For the first round, she
should cast the stat-boosting Cascade Song on Alex. After that, it depends on the current sitiation, If only
one character is really low in HF, usc the Healing Song: if everyone’s hurting, use the Tranguil Seng;: if
everyoné’s healthy, have her attack. {Every little bit hclps, right?) Nash should cast Thunder Magic over and
over. Ramus should constantly attack and use items when they're needed. Before the battle, give Ramus the
Star Lights and Herbs to heal the others, '

How the battle goes depends a lot on what the Slimer attacks you with. If it sticks to
slaps and Crelatin Breath, youcan defeat it with your party at Level 11. If it attacks eugly
and often with Mucas, you need higher levels and/or considerable tuck to win. There’s
another giant factor inv : the Slimer heals almest 100 HP of damage at the end of
each furn! This roeans ARK's Sword Dance is the only atsack strong enongh to do more
damage than timer can heal. Which also means that if’ Alex is trapped by

2@‘_}; the Mucus attacky you're screwed, dude or dudelte,




BEAT THE SAL]INE SLIMER (CON;T )
T j ‘ One of

CIRE your party

Whan the Slimer 15 doing
; L il Slimer can members
hackward somersaults inside A A will sulfer
the sficky stiff, it's preparing to deal two low- 4 e ¥
| one thing... several sa-
damage sldps to one character. 1 line slaps

4 When ~
| the Slimer |gmpfse?
floats
peacefully
| inside his |

y When the Slimer is tilted upwand
MB inside the saline solution, i"s about

0 unleash Mucus. One unfortunate characier is bound |
insigde a bubble of bile for several tounds, and be can’t
be froed with spells; hcjm wiggle around uil
e eventually breaks free. ¢ characteris bound,
it's badywhen two are hound, i's nsually fatal.

LUNA S DECISION? :

1 Having vanguished the Slimer and saved the ship, you hand over
the Sea Chart and win a free trip lo Meribia. Whens vou get control
of Alex, walk south and talk to Luna for a dose of heavy drama: she
decides to stay behind and return to Burg. The sereen fades out and
9 fades in again to show Alex, Nall, und Nash setling sail the next
morming. But as the Hispaniola starts 10 move, [una changes her
mind and decides to come along after all. She ledps acToss 1o the
ship and is dragged aboard by Alex, who disloga

, and it feels so good! shoulder in the process. What he won’ tdnforthrsx' éﬂk

M 8 When the Slimer is simply

sloshing up and dow, it's go-
ing to attack with Gelatin Breath, an explosive
spitwad that docs serions damage o one character.

A A dis-
Frusting
dunk in &

AA!:ieI Lzmeful LU!lSIdLTs A T‘hen she dcc1dc< 1o
tton, Lona decides to Lxﬂ along instead. Re-

tliss yow and retoen honte. ar




You’ve saved the Hispaniola from destruction, and you're about to set sail for the Katarina
Continent. You're also on your own (shameless plug immieent)...unless you buy the
LUNAR: Silver Star Story COMPLETE Official Strategy Guide! Not only does our
humble book feature a complete full-color walkthrough, but it also leatures. . .

Animechecks! Transcriptions of every delightful word of spoken dialogue n
LUNAR’s spiffy animation scquences.

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

Boss Strategies! Learn all you need to know about LUNAR's strongest
monsters—cvery attack they’ll use against you, and every tactic yon’l] use 1o defeat them.

Bromides! Discover how to collect al the portraits of LUNAR’s lovely ladies.

Interviews! Words of wisdom from the creators of LUNAR that you won't find
on “The Making of LUNAR” CD, because those guys at Game Arts really like to ramble.
and we can’t distort the space-time continuum to fit it all in a 30 minote documentary.

) : Stickers! Two fun pages of Memory Card and character stickers. Trade ‘emn with
your friends! Put ‘em on your wall! Just don’i use ‘em as Band-Aids!

Poster Offer! Explicit details op how 1o get your grubby little hands on an
exclusive (and absolutely free) LUNAR poster,

To order the LUNAR: Silver Star Story COMPLETE Official Sirategy Guide, drive
yourself to 2 videogame store near you, call Working Designs at (530) 243-3417, or visil
our website at http://www. workingdesigns.com.










STLVER STAR ST



	SLUS-00628 pag001 Aline Jollie
	SLUS-00628 pag002 Aline Jollie
	SLUS-00628 pag003 Aline Jollie
	SLUS-00628 pag004 Aline Jollie
	SLUS-00628 pag005 Aline Jollie
	SLUS-00628 pag006 Aline Jollie
	SLUS-00628 pag007 Aline Jollie
	SLUS-00628 pag008 Aline Jollie
	SLUS-00628 pag009 Aline Jollie
	SLUS-00628 pag010 Aline Jollie
	SLUS-00628 pag011 Aline Jollie
	SLUS-00628 pag012 Aline Jollie
	SLUS-00628 pag013 Aline Jollie
	SLUS-00628 pag014 Aline Jollie
	SLUS-00628 pag015 Aline Jollie
	SLUS-00628 pag016 Aline Jollie
	SLUS-00628 pag017 Aline Jollie
	SLUS-00628 pag018 Aline Jollie
	SLUS-00628 pag019 Aline Jollie
	SLUS-00628 pag020 Aline Jollie
	SLUS-00628 pag021 Aline Jollie
	SLUS-00628 pag022 Aline Jollie
	SLUS-00628 pag023 Aline Jollie
	SLUS-00628 pag024 Aline Jollie
	SLUS-00628 pag025 Aline Jollie
	SLUS-00628 pag026 Aline Jollie
	SLUS-00628 pag027 Aline Jollie
	SLUS-00628 pag028 Aline Jollie
	SLUS-00628 pag029 Aline Jollie
	SLUS-00628 pag030 Aline Jollie
	SLUS-00628 pag031 Aline Jollie
	SLUS-00628 pag032 Aline Jollie
	SLUS-00628 pag033 Aline Jollie
	SLUS-00628 pag034 Aline Jollie
	SLUS-00628 pag035 Aline Jollie
	SLUS-00628 pag036 Aline Jollie
	SLUS-00628 pag037 Aline Jollie
	SLUS-00628 pag038 Aline Jollie
	SLUS-00628 pag039 Aline Jollie
	SLUS-00628 pag040 Aline Jollie
	SLUS-00628 pag041 Aline Jollie
	SLUS-00628 pag042 Aline Jollie
	SLUS-00628 pag043 Aline Jollie
	SLUS-00628 pag044 Aline Jollie
	SLUS-00628 pag045 Aline Jollie
	SLUS-00628 pag046 Aline Jollie
	SLUS-00628 pag047 Aline Jollie
	SLUS-00628 pag048 Aline Jollie
	SLUS-00628 pag049 Aline Jollie
	SLUS-00628 pag050 Aline Jollie
	SLUS-00628 pag051 Aline Jollie
	SLUS-00628 pag052 Aline Jollie
	SLUS-00628 pag053 Aline Jollie
	SLUS-00628 pag054 Aline Jollie
	SLUS-00628 pag055 Aline Jollie
	SLUS-00628 pag056 Aline Jollie
	SLUS-00628 pag057 Aline Jollie
	SLUS-00628 pag058 Aline Jollie
	SLUS-00628 pag059 Aline Jollie
	SLUS-00628 pag060 Aline Jollie
	SLUS-00628 pag061 Aline Jollie
	SLUS-00628 pag062 Aline Jollie
	SLUS-00628 pag063 Aline Jollie
	SLUS-00628 pag064 Aline Jollie
	SLUS-00628 pag065 Aline Jollie
	SLUS-00628 pag066 Aline Jollie
	SLUS-00628 pag067 Aline Jollie
	SLUS-00628 pag068 Aline Jollie
	SLUS-00628 pag069 Aline Jollie
	SLUS-00628 pag070 Aline Jollie
	SLUS-00628 pag071 Aline Jollie
	SLUS-00628 pag072 Aline Jollie
	SLUS-00628 pag073 Aline Jollie
	SLUS-00628 pag074 Aline Jollie
	SLUS-00628 pag075 Aline Jollie
	SLUS-00628 pag076 Aline Jollie
	SLUS-00628 pag077 Aline Jollie
	SLUS-00628 pag078 Aline Jollie
	SLUS-00628 pag079 Aline Jollie
	SLUS-00628 pag080 Aline Jollie
	SLUS-00628 pag081 Aline Jollie
	SLUS-00628 pag082 Aline Jollie
	SLUS-00628 pag083 Aline Jollie
	SLUS-00628 pag084 Aline Jollie
	SLUS-00628 pag085 Aline Jollie
	SLUS-00628 pag086 Aline Jollie
	SLUS-00628 pag087 Aline Jollie
	SLUS-00628 pag088 Aline Jollie
	SLUS-00628 pag089 Aline Jollie
	SLUS-00628 pag090 Aline Jollie
	SLUS-00628 pag091 Aline Jollie
	SLUS-00628 pag092 Aline Jollie
	SLUS-00628 pag093 Aline Jollie
	SLUS-00628 pag094 Aline Jollie
	SLUS-00628 pag095 Aline Jollie
	SLUS-00628 pag096 Aline Jollie
	SLUS-00628 pag097 Aline Jollie
	SLUS-00628 pag098 Aline Jollie
	SLUS-00628 pag099 Aline Jollie
	SLUS-00628 pag100 Aline Jollie
	SLUS-00628 pag101 Aline Jollie
	SLUS-00628 pag102 Aline Jollie
	SLUS-00628 pag103 Aline Jollie
	SLUS-00628 pag104 Aline Jollie
	SLUS-00628 pag105 Aline Jollie
	SLUS-00628 pag106 Aline Jollie
	SLUS-00628 pag107 Aline Jollie
	SLUS-00628 pag108 Aline Jollie
	SLUS-00628 pag109 Aline Jollie
	SLUS-00628 pag110 Aline Jollie
	SLUS-00628 pag111 Aline Jollie
	SLUS-00628 pag112 Aline Jollie
	SLUS-00628 pag113 Aline Jollie
	SLUS-00628 pag114 Aline Jollie
	SLUS-00628 pag115 Aline Jollie
	SLUS-00628 pag116 Aline Jollie
	SLUS-00628 pag117 Aline Jollie
	SLUS-00628 pag118 Aline Jollie
	SLUS-00628 pag119 Aline Jollie
	SLUS-00628 pag120 Aline Jollie
	SLUS-00628 pag121 Aline Jollie
	SLUS-00628 pag122 Aline Jollie
	SLUS-00628 pag123 Aline Jollie
	SLUS-00628 pag124 Aline Jollie
	SLUS-00628 pag125 Aline Jollie

