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How 1o Begin &o'm _
Final Fantasy Adventme

P Select “NEW GAME” or “CONTINUE”

After you tumn the POWER on, a small portion of the Final Fantasy story will
ba shown. Press the START button on controller #1 to advance to the
COMNTINUE/NEW GAME screen. Use the ¢ Control Pad
ta salect NEW GAME (CONTINUE is used to continue 3
saved game) and press the START Button. The basic
controller functions are as follows:

4+ Control Pad — Move party and select options
A Button — Talk, search, or enter salections
B Button — Cancel/Go back one screen
Select — Change marching order

Start — Bring up status screen
RESPOND RATE

On the CONTINUE/MEW GAME screen, you can change the RESPOND
RATE by using left and right on the & Control Pad. A rate of 1 will result in
a slow message speed. A rate of 8 is very fast,

"HOW T0O SAVE (IMPGRMTU

Your Final Fantasy Game Pak is equipped
with & battery that allows you 1o SAVE your
game in order to CONTINUE at a later time.
Itis a good idea to SAVE your game often,

* The easiest way to SAVE is to stay at an
INM. You can also SAVE by using a
HOUSE, CABIN, or a TENT. These will be
explained later. Always hold in the RESET
button when turning the power off!

[

QASSEMBLING YOUR PARTY

After you select NEW GAME, you will see the screen shown below. Use
the & Control Pad to choose a character type (occupation) starting with

the upper left character. Refer to page 34 for more information about each
character type.

CHARACTER TYPES [rrommren | [ ‘

Each of the diffterent character types has its | & | =
advantages. For instance, the Fighters are good i ]
at using weapons, but a Magician may have trou-
ble with some weapons. As you learn mone about
the game, you will find the characters that will
wiork best for you.

AFE. HMLT |l'a-lH|'.I'I-
i ;
W |

ENTER THE NAMES

A letter selection screen will appear. Using the
& Control Pad and the A Button, spell out each
character’s name (up 1o four letters.) If the name
is less than four letters, use the space below the
‘T. Repeat the process for all four characters.
Then press the A Button to start the game.

Sample the Game With
the Default Party

To get into the game quickly, jusl
press the A Button repeatedly until
the game starts. Later, you will want
o rename them, but it's a good way
o sample the game.

FIGHTER
i

TH IEF

. BHELT

=

— Pl

Lising the default party will ah-:wr ].'GI.I bo get
inta the game quickiy.




Your Adventure Begins

n
{:astle Town
piaas of the people The townspeople will
wlthln tha castle will also mssist you on your
gulde your guast. Use quest. The usa of thalr
their indorrmation wisaly SHOFS, INNS, and
CLINICSE &5 vital. _J

Walk into the castle to

- — - entec As you enter the

'Hﬁm! = castle, the screen will

Your adventure pariy's lead closs on the castle scene.
characier

When it re-opens you will
e “ be insde the castle.
This castla is two stories tall. Explore the ground floor making sure 1o talk to
ee@ gveryone. Keep an eye out for the staircase leading to floor 2.
L J ; é::. : : E; .- .:: -... -.:-: . - - - S - E. : :: A Suge

CASTLE CONERIA — 1ST FLOOR

G FParoet A Scholar <
Plains Tiavel here is G- Stairs A Door
Travel here is un- E:;. el e ; % {IEI'L‘[(EEI]
Emiled.
u N Jane, the At
Queen LE
i 4 z - ™
Port | Ocean A*Door
A ports your SHIP can To navigate the .%‘-r 3%
dock, allowing you o oceans and seas o) d_J
aiplorg new lands, or fo you must use your 0 _Jg._’-::—"
| return home. LEH'P' wEles y A G .
vard Exit

g



3 Fi e While in a castle, town, cave of
1oTrTRAalion

o : dungeon you must talk to every-

ER)

one, even animals! To do this
simply face towards them and
press A, Make sure 1o search out
all the inhabitants of any area
you visit. The gathering of infor-
mation is basic 1o the playing of
any Adventure Game. When you
wish o cancel the corversation
press A again.

Faca the guard
o bagin your
conversation.
Fress A 1o falk.
Than prass A
BCAE when you
Bl finish reading
B 1= message

You will mesat &
greal wanety. of
paople 85 you
trewed on Some
will 18 you all
thiat you reed o
lonoey winika oin-
ars Wil - pre-
ey ool & miyshery

Mary areas will be

ol closed off o wour
2] view upon first
entering the cas-
tle. Do not worry though, many of these can be opened 1o reveal what is
hidden inside. If a door does not open, push A to investigate the trouble.

i Walk towards the
door, and continue
through. The ceil-
ing will disappear
E allowing you 1o
f, guice the Warriors
: fBRE to what awails
LA T AT T inside.

P

A Y S S O B 5 e e

Face the Queen, am Jane, Gueen of Princess Sara has
and press A, nEheay, ThRIns 3V ELTL bean kidnapped!
She will reveal

her dilemma.

.E .

Mot all of the
doors that you
will encounter
- can be opened
at the beginning of your adventure. Somie of thn:lge :Im}rg wara Ir:u:_:l-:ed long
ago to keep out unauthorized personnel, and inexperienced Light War-
riors. Luckily for you, those that locked the door left the key. Unfortunately

- - _|.

3

o o g o

S

Ca
Sl

L,

TP

Yews push and push against the doorn, Bul il just  Pushing A o investigale, you find thal the doar
mas Deen ocked.

wiom 1 open

T arber (he reasury
you musl bcabes the
mystc: KEY. Alter the
EE Prince greas i 1o
o, - nabuen e 1o
N ACONSS

CLIMB T0 THE SECOND FLOOR

To climb up or down a stairway, walk across the top of it. The screen
will close on the current scene, re-opening on that of the next floor. Make
sure to search out and investigate all of the stairways that you find on
wour lravals.

i A L o e el
: m’{g‘r—.‘-‘:ﬁ:ﬁﬁ

Walking over the
Dioeen shaincise wall
return you bBack
ona fioor, bl don
do this ungl you've
ecamined his nes
fhoear

Walking ower the
Up siaircaze will
take you 1o 1he newxt
B ©o0r how, a whole :
new lloor of this'"
Cashe can be imees-
tigatad.

r4



3
CASTLE CONEH!A 2ND FLOOR

——

On the second floor of the
Castle Coneria, lies the
Throne Room of the King.
The guards say thal he is
looking for you, the Light
Warriors.

The King

A Guard

A Guard

On the secw::nd floor
you will find clues tell-
ing you of a missing
princess. Search
avery corner 1o
receive every clue,

Tha King pleads for tha ras
cua of Sara, his daughber,

it's no greal mystany whese
Garland hides, Go gat him

(Use Tl 'Tr"frﬂ‘*lﬁ'_“"’_h pensieni ] e ING UP |} GOING DOWN
n 1 e e il = =} -
ﬁt:f-pllq“ll1ltt E}H'ﬁ‘lill‘ .&l"h%‘:

Walking directly over a stairway will
allow you to go up or down, depending
on the stairs direction.

White Magic Shop

—Cf' NEIEBOOK. 7 e
‘# The Princess needs to be rescued.
-C'J “* Garland haseiudnappcd,thﬂ Princess and In;las
* to the Northwest in the Temple of Fiends.

—CJ ® The Treasury is lncked am:l thc Elf I‘rmce

,hﬁddsthel(ey

8

Ouitiit Your lTrek
[nt Coneria

Whmh Town Do I Go To?

Although what you

sae looks like six dif-
CONR'A Inside Coneria you will find more people who

ferent villages before
you, it doesn’t mat-
ter which you enter.
They are all the
SdMme.

will assist you on your quest. For guidance, talk
to everyone. Visit the shops to buy the tools and magic you will need to
defeat your enemies. The INN and CLINIC will heal your battle wounds
and casuallies.
Black Magic Shop CLINIC

Armor Shop
Weapon Shop




el e

SELL SURPLUS WEAPONS

Your journey to new towns, and the exploration of dungeons, will allow
you to find more effective weapons. Each Warrior is able to carry up to
four weapons at a time. When a Warrior's inventory bacomes full you
should sell your surplus weapons.

BUY WEAPONS

While in Shops or INNS, the keeper will
direct you to the choices available to you.
Using the ¢ Control Pad, point the ‘finger’
to your chosen action, then press A. Press-
ing B will withdraw your last selection.

PURCHASE YOUR IMPLEMENTS OF DESTRUCTION

There are difl‘areni WEAPON SHOP AFEMDH SHDF’ Salact SELL. choase who wil Mewt, choose which em you The shogkeeper wil make
1_5'p-l'_-'!'5 I:If stares in aach = i&l an jem and prass ihe wotiild hke o SELL you an ofier. Select YES 1o
Butlan Accent i

town. The stock and B
prices at each shop will §

vary as you move to |8

gach new town or vil- B8 [ Key To On Screen Symbols

lage. Some items will B8 ——— Weapon ArDr———is

be available at only one B N Staff W . Armor

particular shop. ® 4 DE‘QQEF @ Shield
i Nunchuck (> Bracelet

THE WEAPON SHOP g

Each storekeaper will ! SRS & Helmet

guide your visit to . Sword % Gauntlet

hiz store. Point the .I. Axe

‘finger' to your

choice, then push A to
exaecute. Make as
many purchases as
you wish before exit-

Each character uses different weapons. Some characters can't use
ing. Push Btocancel. w0 make 8 purehase? certain weapons. This list Shm'.rs which weapn:uns to purchase first.

welcome o omy shop. You You'd like o buy 8 rapery

Gharanter Types
o | Ftai:rler Chain '®
Rapier Wooden =
: Wooden 1 Wooden '®
Z-"fEEFledxh'Iage g Rapier Chain
It costs 100Gold, do you sl Who will carry thig fing  Your transaction is com- EWhHEMEEE ron .'i- Cloth
wand ir? waapon? pletad. |s thara aryihing alsa? i Black hﬁ_ﬂgg Small o Cloth

10 11



Before you go out of the town, you will need to EQUIP
voursalf with the weapons and armor that you have pur-
chased. If you don't, vou may find vourself face to face
with a group of enemies with nothing but your hands to
protect you.

EQUIP

To EQUIP your weapons and armor you first need to go to the MENU screan.
To do this, press the START button, Move the “finger” to where it says
WEAPON and press the A Button. Then follow the directions balow.

| A u.ulu:[ IEIED  THATE rﬁIH-l
[l_rm!m [_.'lr..-ulll TRCALA AL I [ LA | -

Wilh he ‘hnges” on ECUIR Put the “linges” i drgnt of the  An CE" will Bppsar nast o the
prass e A Bulhon. waBDon you wish lohold and  #ern thad has bean equippad
press A,

TRADE

It vou would like to give 8 weapon or
armor from one character to another,
use the TRADE command. Use the
& Button to pick up an object, move
it and press A again.

EQUIP ARMOR SﬁME AS WEAPDNS

Equipping armor is done
the szame way as weap-
ons except that vou move
the ‘finger” on the
mienu screen to ARMOR
instead of WEAPON.
Always remember that
aach character can only = |
carry fowr weapons and F'u‘ b ‘inger’ on EQLIF and
four kinds of armor. prizss the A Bufton

DROP

The DROP command simply drops
the object that you indicate,

Setect ihe anmar you wish i
weisar andd push the A Bulton
IN.

12

rastore.

= Hera are the four
- GOLD Light Warriors.
= Each block con-
Lolrptions thal you tﬂm Bk |:|If wital
e

B

ress the START Button to WARRIOR’S NAME

to this screen! s A
: WARRIOR'S LEVEL
N WARRIOR'S HP
%au sach ke u: A (actual/maximum)
me _- .
BUY MAGIC EEEral Ko
Magic is a very important e
b o Pt v, [REERE EERaS
There are two types of B e =
magic — White and ::“:'f - '?.J-'i{_=_
Black. Magic level is not S
the same as Experience !

Level. For example, if vou
ara at level 4 Experience,
vou won't necessarily be able to cast level 4 spells. As vou gain more experi-
ence, the higher level spells will become available for use.

White Magic is usually
used for defense and
for healing purposes.
Black Magic tends to be
more destructive in nat-
ura. It's often used while
attacking.

The White Magc CURE spell
bedng used o help a comrade:

Heme & the Black Magie FIRE
apell i achion

13




BUYING WHITE AND BLACK MAGIC

In the towns you will find two kinds of magic shops. Different charactars will
be able to learn different kinds of magic.

THE ITEMS

Here is a listing of the tems that you can buy at Potion Shops as well as

what they can do for vou,
PURE ¢ {Pnl'icz}

HEAL § (Potion) . PURE & (Pc
potion will cure you

| Extracted from a rare
| trae, ft restores HP You you ama poiscned by an-
can wse i aurindg a fght or

while tranvalling.

Thig mes_-wge appears if tl'ba- |
character cannol learn the
apell.

5E|Ei|:‘1ll'lg the characler 1o

The list of spells sald in

bgarn the spall.

this shop.

L

A

MAGIC LEVEL
AND EXPERIENCE

up to 3 spells for aach spell level.

experience, they will be able to purchase higher leval spells. The most
useful fevel T spells are CURE {White Magic) and FIRE or SLEP [Black
Magic). Be sure that you obtain these if yvou can. Each magic user can learm

At the start of the
game wou will only
be able to learm level
1 spells. As your
magic users gain

nacassary funds.
Remember that
differant shops sall
different goods.

If you have enough money, it
is very wise to find a Potion
Shop and make some pur-
chases. Some wery helpful

Hara i3 & list ol iterns availabla for sale

itemms are available here, If you don't have very much
money it is wise to return as soon as you have the

al this Potion Shop.

14

This potion will restore o
file army charactor burmiid
10 shone by an enemy
spell, It warks ingtanily,
bl you cAn't s it during
A baltle.

CABIN

& CARIM that warks Sirmi-
liar B thar TENT, [t SAVES
your game dafa and
recowers more it points
than the TEMT.

SOFT & (Potion) ~, *wg

A magic TENT ithat you
can keeg in wour pockel
It can be used o SAVE
WOLF GaMe and 1o recover
gome valuehle hit points

HOUSE

Even betier ihan the
CABIN, the HOUSE wil
allow you fo SAVE your

peower [BAP

g ‘

gama and recovar & ot of [
hit points {HPY and magic P -
¥ !

Stayung at an INM will SM-'E WOLIF GEmEe, "r'c:nur hlt rmlntq [HF and magic power

(WP wall return to maximum alse. The nn-
keeper will always remind you to press and

fEf turn the power off
B to ensure that your

8 rmemaory.

hald the BESET
button on your
MES while wou

quest is retained
in Final Fantasy's
battery backed

To Save your data, put the Hinger’ in
from of YES and press the A Bution,

15



If you lose any of your
characters during a
fight, vou can go to a
CLIMIC to have them
revived — for a cost.
The price of being
revived varies from
town to town. MOTE:
A newly revived char-
acter will have HP of
1. Be sure to go to an INN before you continue.

Getling revived)

DON’T MISS ANY INFORMATION!

In the towns, you will find many people to talk to. Remember to talk to
evaryone and I:I-E aware that sometimes their stones chﬂngé'

v P ine '
im Lukahe' =

Try speaking v.ril things ather than
peaple. You naver know whal you'll find.

_ "Thé I’nnl:ess hEEﬂs to l':n: Ea‘h'cd gl
* Pfﬂﬁﬂkﬁ a city to the cast, has a pm-t” Th R
G » Lukahn, who Prﬂphﬁlfd }'l‘.}ur cnnungﬁ ham 4

 left for Grﬁscﬁnt Lake. _ TRy

16

Journey
To I h:e
Temiple

Fiend‘s

Garlamd is.a wvery
tough enemy. You
must be very serous
abaut wour prepara
tion pricr to mesting
him. Before heading
here buy sewveral
HEAL potions.

& Geizl has made short work of
[N them., “Lie-up’ bafore entesing
dangerous places.

LINING UP TO BATTLE

Your party of four always lines up vertically ——

I HOHH Al

to fight or travel. The leader {character at top [ ailas I

of |ir'||3-l.J|;'_'|:| iz more exposad to the enamy HETET % e HuET Py
attack. You should use a character with the §ESSE—.. 3 ' o 3
best ability- (usually defensel for this posi- o ' '
tion. To change yvour line-up, press SELECT, l PHIL | oo

paint to a character, then press A, Point out
the replacement and press A again. After the replacement takes pla-:e, another

can ba made. Press B wo exit this screen.

1r



ON TO BATTLE

When you encounter an enemy while travel-
ing, the screen will flash and the Battle
Screen will appear. Then enter a command
for each of your four characters. After thess
commands have been entered, the battle will
begin. Mow watch as your party executes

their orders. Continue until the'battle is over -| :‘”‘
leither the enemy or you are completely E I.'.I.r | {_=o]

defeated or you successfully RUM). Then o liso (80 PHIL

press the A Button to see how much Gold
and Experience vou will obtain.

HP__
)

When you win & batthe, yau gain Gald

and Experisnce.

wAIE
I
__I'TM

THE E SCREEN

HITRS

=

-_ F IO I-"|||;l '"'-_-:; | Pu”}rri H-P

‘n"nur charader

s

BATTLE COMMANDS

[_r FIGHT When you enter a battle situation, you should first
; look to see if you are greatly overpowered. If you see

Mowve the ‘finger” wilh the * = This i whal vou see whila
=& Control Ped and press  your chareclers are bat-
the A Button to selact  ilng

which enermy to FIGHT

18

that the enemies are too
powerful for you to defeat, it
is to your advantage to
choose the RUMN command.
Otherwise, select FIGHT
with the A Button to attack,
After vou chooses FIGHT, vou
must also choose which
engmy you will hit.

I:i-H AGIC To uze & magic spell during a fight, select MAGIC and

ks press the A Button. A subscreen will appear with a list
of vour magic spelis. Usea the 4 Control Pad to choose a spell and press the
& Button. Depending on the spell, you may need to choose which enemy to
use it on [some spells will affect all enemies on the screen). Some types of
magic are not for attack — some will protect or heal your party. You may have
to choose wha in your party to affect,

This i% the MAGIC sub-  Salacting the enamy to uss  Chodsing o use a spell an

soreen. The nember on the  the magic on. anathar parsan in e party.
right of the subscreen telis

you how many spells you

hawe bafl.

Cruring & battle,

the DRIMNK com- Drinking a

much needad
Bl HEAL potion
e | | during a batfle.

mand s used to consume a PURE ar
HEAL potion. Keep in mind that wou will
not be able to attack while you are taking
a drink!

ITEM The ITEM com-
mand allows vou
to use an ITEM |:||.1rrr|.-g a battle. Selecting Hi
an ITEM works the same way as the
DRIMK command. You will nat ba able to
FIGHT while you are using an ITEM,

Salect the
ITEM desired
I oo press A b
gxacule.

If you are oser-
powered, wou
can try to BUM. There is no guarantee
that vour escape will be successful — it
depends on vour agility level.

l He who RLiNs
el ey, livas to
el FIGHT another
By iy

19



WAYS TO RESTORE YOUR HP AND MP

If vour character's HF gets very low, vour character will begin
to look weak, You need to get their HP up quick! Here are
different methods of raising your HE

1) STAY AT AN INN

Staying at an INN 15 the most efficient way to recover HP and MFP Both
your HP and MP will be restored to their maximum levels, Your game will be
SAVED too.

Look for the Once inside,
Eﬁ 9 I i i any 2 S the Innkeseper
e O oy lenm

will great you,

§E
! ]
1
1
1
|
i
L

2) TENTS, CABINS AND HGUSES

Lsing a TEMT, EABIN or HOUSE is a
very convenient way to SAVE vour
gamea. A big advantage is that you do
not have to find a town to use them, All
of these items hawe been shrunk down
to a very small siza so that you can store
them in vour pocket. This means that
wou can cany up to 99 of each. When
yau use ona, it magically enlarges to
normal size. You cannot use them
msde of a dungeon.

This lzaks like a good place 1o camp!

B i

FPush the A Bullon il you
want to SAVE yaur game

Press START to bring up the
MENL =screen, then sedact
ITEM.

20

Choosa TENT and prezss the
A Button.

3) USING POTIONS

Litilizing @ HEAL potion 15
another way to regain lost HE
The PURE potion is very impor-
tant too. H one of your charac
ters is poisoned, PLURE will
‘purify’ thair system. An advan-
tage to potions is that you can

use thern during battle. One al the charac-

lefs I posonad!

el |

T TAWDE B
g lediice L

HEAA 1

Mo i “fnger’ 1o the par-
san that you wish o use the
pakion on

Press START to go to the  Own the ITEM Screen move
MEHNU Screen, sedact ITEM the ‘lingar’ to PURE and

and prass tha A Buttan press A

4) USING MAGIC

There are many types of magic that
can be-used to raise a character's HE

. . L tra-
The first spell of this type is the CURE v-aIqur.lrfaI;zt
gpell (White Magicl. Magic is very ver MAGIC
satile — vou can use it while in battle, fram H'."
or during travel. Of course, higher -':I:I:--einmanli
leviel magic spells are going to restore ibr&s'g A

more HP than low level ones,

LE o-m =T T L
[ L
e o Ll

Un this sarean, yoU can
sedect who you wish 1o use
{he spall an.

Choose the diesired spall
and ender it by pressing the
A Bulten

ThiEn salegl which charsc-
far's magic you would like o
uge and press A,

21



An adventure party that loses
an ally in battle should not fear
the temporary loss. In niost

THE CLINIC
CA.N REYV 1V o LG canibe E:l?umr;dn
A SLAIN ALLY A

— E__J

IJ-H-IF TikR |

REMEMEER!!
Aflter  revival,
yaur HF is onty 1

The Magk:hn asks you fo select  Your Banmd of Light Warriors
ihe candidete for revival, raturns ta & full staff,

LET’S GO SHOPPING!

When you return to town, or journey to new ones,
you should go shopping. You should learn new and
different magic spells, and stock up on potions and
TENTs. Don't forget to upgrade your weapons and
armor, As you enter new areas you will encounter
mare and more ferocious monsters. To quickly elimi-
nate your foes and protect yoursalf, yvou must con-

stanitly spend your hard eamed Gold. S0 many shops, with such

great things to buy. Starl
with any of tham

CLAS EXPERIENCE
NAME : LEVEL
ATTRIBUTE . ana | EXPERIENCE
LEVELS e el | POINT TOTAL
B BesRE Nl EXFERIENCE
STRENGTH & o POINTS NEEDED TO
AGILITY LEVELS g ADVANCE LEVELS

22

'F_—_'

g STATUS :
an the STATUS Scereen vou will find valuable information for making
rnany decisions. Knowing how many Experience Points you need for the
" next level is quite valuable in determining 'M'IEthEI to return tc: tuwn o
continue battling. LT

~ Each class of Light Warrior has different nharantmmtucs thar, Hﬂe ::uham-

" The attributes of that class, in combination with the Experience Levels

~and currently EQUIPped Weapons and AT, mnmhute to Ihe status ﬂf
a Warrior,

Use the strength and agility levels to help in your determination uf what
weapons and asmor to ECQUIP Higher numbers are more desirable.

L -

R ; : ; %

BEFORE VISITING GARLAND

You must take a short journey to the Temple
of Fiends to confront Garland. Before heading
out, review a few points that should become a
standard precaution before leaving any
civilized area. This will insure the easiest §

journey possible.

WEAPONS
AND ARMOR

H MErd L

Make =ura thal
gll of tha waap-
ons and armor
you wish o have
with you in batile
are EQGLIPoEd.
Tha lanciast
gword o shiniagt

S armor will 48 no
il good in the heat

of bafthe, unbess
it has Besn
EQUIPp=ad.

11 15 quiia wige 1o
take proviEione.
Baing able to
resstora wour lite
during your jour-
niy. ar aven in
battle, s impor-
lant. A paisoned
ally cannol Sur-
wWive long withaut
some anlidole
{PLIRE}.

On the pournay,
many monsters
will ‘allempt 1o
Stop you, Fight
through, or at-
temptl 10 HUN
from the ana-
mies that block

[| the path to your

desbinatkn.  Hat-
tie to gain Goid

B and Experience.

Aftar making all
olher prepara-
tions, it is a very
geod idea to
SAVE befora
leaving bown, |
WOU &g ungugs
cassiul an wour
MIBSHoN You Can
raslart from
hara.

23



g

N OART X {*;'L;' D DAY I év rYOITI Y. i While engaged in battle it is always wisest 1o plan ahead, Wise battle tactics
- i | T [ . ] L ) i, W B ' oot e T - . T -
L ) '1‘11..'; Y IV DAL L WiIdDEa 8. will minimize the damage to your party. Unwise battle practices will lead you

; to the CLINIC,

GOOD EXAMPLE 1 BAD EXAMPLE 1

L d L2l 4

L2 1)

Tra enemy party may b 1ihe Grey Wod sundvaes Maext concentraie an the
mans up ol sayveral ddlear I:.-'-;er he can inllicl man Gre bmipa, before working
mgrEars, Eliminate grst ihe damage then ihe weaker G e kmps i
monalars that pose {he B G

graassst thrast,

GOOD EXAMPLE 2

Congenad waur Spals wisehy The use of (b iSE spel has In rourg 2 of this caltle
By Daing awane of Yaur sng- rflictad 33 HP of damage anatiner soek is nob abeded
s’ mgamum HP and b dhe Cigree fo barmirate this Oone.

hired rmiwch damage can ba ;

inficted by your aliss

- = —

= =
ey aachn - | e _..-- -

dedke wih [he Salgs has D Minmime b urresEs s PHIL geves tha day wilh 8
taken & holl on poor SOW, ol a polion, tha Wasrior thal much needed HEAL i
Lhooge Ine Wamor with tha risks being =lain showld rastore sorme HE o g |
:'-Ig"'ﬁ's-: aglily o gar tha choose o light. waskanes HOWA i

Al pohcn.
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Euan |f wu alem to, there is no guara‘rtae
that you can safely RUN away from the
enemy. Each character's agility, regard-
less of anemy or ally, dictates the order of :
exgcution. Be awara that the eneryy S—

might hurt you before you RUN away.

gl RUMNRning
| away from
M| criemics
i bl e
B weak, can
B o2 & smarl
bl 1hing to do.

SSHNTY

I : 1) ] - u
. . | T e | F T
L T RW.E N .

l.ha-ma.p:apala from the Weapans and rrra.glcnflhalrl.ﬁﬂi.l = elfeciive agans
Lightning (LIT) category ICE categary ange most effec- Undead manstens, such as
while fighling #n, or ungdar tive against enemies using ghosts, Zombées, and ather
waler, and made of FIRE. non-living enamias.

- e i e
{.::' EI".'\-'.E':.-. :,. .:.'

LS E] i
ITEI'u'Is Can bu uaeful .
while in a battle. One |
advantage is that you
can use an ITEM that is
not EQUIPped, Often
this itemn will be used
o all enemies or on
wour entire party.

BATTLE TECHNIQUES

In order to survive battles and gain large amounts of Gold and Experience,

stopping to analyze your enemies’ weak points will bring you success. You
must experiment to find the most effective ways to use your magic and
weapons. Many strong enemies have a weak point that you should exploit
to your best advantage.
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Re ue the le

Th{:i‘ Temple of

Seated on the throne in the middle is Garland. He does not fear your coming,
and waits to battle.

A TREASURE LOCKED
ROX DOOR
PRINCESS
GARLAND SARA
A TREASURE LOCKED
BOX DOOR

The enemies that you run
into hare are quite strong.
Be sure to watch vour HP
very closely. Use HEAL
potions if vou nead to.

BEWARE OF FEROCIOUS ENEMIES.

Ghouls hived the capability to
paralyze members of youwr

& large group of wicked
wohms, Look ou!
party.
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Prepare your Party

w

‘HEAD WEST YﬂUNG WARRIORS

Upon entenng the tem
ple turn left to find some
Treasure Boxes to raid. In
The Temple of Fiends, as
well as in most dun
geons, you may find
waapons and armor that
can help you in upcom
ing battles. Seek thase
out and use them to your

Enter tha door 1o find & Trea-
best advantage. sure Box,

Cpaning the B you find a
CAP!

In order to obtain the
contants of a Treasure
Box, vou must first open
it. Facing towards the
bax, press A, If you do
not squarely face the
bax, it cannot be apened.

OPENING TREASURE B OX ES

LOCKED DOORS'

While exploring, if wou
find a door which can't
be entered, try pushing A
to investigate. Many
times you will be told
that the door requires the
mystic KEY to enter.
Whean you have the mys-
tic KEY, the doors will

¢ Courageous

GET READY TO RUMBLE! |

Garland waits upon his threne in the center of the temple. He does not fear
amyone whao walks through his door, least of all four youths who think that they
are the Light Warriors. Garland has no fear of you, 50 do not take lightly your
preparations prior to doing battle with him. Fully prepare, and you may win!

a4 e
entering
the oo
[+ the
Ihrone
Raoom

siop Lo
restoreg
wour HP

Unfariu-
nataly,
Garland

negotiate

N Hoesn't
wanl 1o

Mt

rh:- L:-auh: with Carland
iz done., Most hkely you
will have suffered greatly
and perhaps lost one of
vour party. Walk forward
to talk to the Princess.
After sha finishes press A
again - to  warp - 10
Castle Coneria.

A Fter
doing 50,
pracaad
lowards
Garland,
and Iry to
reason
with him

All War-
rograsa
shouwld
choose
ta FIGHT.
Magic
Uus&a&ras
ghaulo
u & o
MAaGEs

Talk 1o the gratatul Princass Frassing A again warps
yau hack 1o see tha King in
Casile Conerna
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Pushing against the door Prass & to find the door 15

doesn’| gain entry Tor yau, lacked with the mystic KEY



TALK TO EVERYONE ELSE TOO!

Az vou find itemns and accomplish yvour goals, the people will give vou new
clues. Write thase down in a notebook to help guide vour quest. In the event
that you cannot determing what actions to take, always go back and talk to

Vieanwhile,

Back in
Coneria
A ROYAL REWARD

The King, happy to see his daughter safe again,
cheerfully orders a bridge built to the main conti-
nent. Princess Sara, also wishing to help out the
Light Warriors, gives you the LUTE. Both of them
do this in fulfillment of Lukahn’s prophecy.

Sara gives you har mather's
LUTE.

The King has crdered the
buiiding of the Morth Bricioe.

Cartainty this will do maes
than play music.

efure

everyone again to find any clues that you have forgotten or missed.

Aftar you hawa rescued
her sistar, she is wary
happy,

B The Schaolar who was
concernad abaul Gar-
-1 land Enows the LUTE
has a purpose.

Thisg woman's concerm
has shifted to Matoya,
the victim of a crima.

A

Maybe you should go
morth to Matoya, tha
B lownspeopls SeEm Con-
i carned abaut her noe,

—C} hﬁ{tﬁﬁ, ﬂ;w;fch *whi:f_._hwaﬁt:_:

lI'I: Ve | “"$

l'--\.".'l'""': o H 'h.-\.d_-'--r':'-"'
R Ay I R
L ..-'"I Rt
P 'i-'_'n.:-w"r A
I SR
’-? . ”i
.'-"; ,:;';hf-'
¥ <M AT

S
Wil ot e
b

the.nurth néeds

1 ] _'a
el "".-1".."
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THE KING FULFILLS HIS PROPHECY

Az yvour reward for therescue of his daughmr thie r{mg has built this bridge.
Before |
s Dabore sthe &L
[Fn reescus
2 thera (s na
e Wy b cross!

After
ey The King's
S men  work
S fazi,  the
5 brigge was
g buill, just &=
he said.

BACK 10 THE TEMPLE 5

Back at the Temple of
Fiends, vou will find a
mysterious black Orb sit-
ting in Garland's former
throne room. This orb
sEems quite similar to the
darkened orbs that you
carry. Howaver, this orb is
nat black with the lack of
imternal light, it radiates
its blackness from within,

.Tha black Orb cannal be stacked.
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CROSS THE NORTH BRIDGE

Crossing the Maorth
Eridge ends the prologue
of this story. Sit back and
enjoy the opening credits
of Final Fantasy. Carefulhy
read the story, it i3 your
story, for this is your Final
Fantasy.

As you begin walking across T : : : aBiiSEe
the korih Gridge, it ssams thet
a battle is going to take placa.

Hhat awaits the

Foury Ther de

ot kKnouw,

i T
Ti1 LI

YOUR FINAL FANTASY HAS BEGUN
MNow your adventura truly

begins. If you are not satis-
& (e one)

Chopsing
A MNEW
GAME N
will arase
your  old
data.

fiad with some aspect of
your party it is not to late to
restart, The amount of time
that you hawve imested to
this point is quite minimal
compared o the total time
that you will spand in com-

RESPOND RATE 3

pleting this adventure. c 1987 E?UARE

C 1990 NI'ENMDO
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HOW T0 ORGANIZE
AN ADVENTURE PARTY

How you organize your party in Final Fantasy is entirely up to vou, Make it
up any way you like, it cannot be wrong. The game will require different
strategies depending on who is in your party.

To start your Final Fantasy, select NEW GAME when you turn it on, A screen
showing your Four Warriors will appear. Starting with the character in the
upper left, you can change the occupatiens by using the = Control Pad.
Thera are six different
occupations o choose
from. Press the & But- . i [ o
ton when the occupa- |
tion you want is shown.

= LRI TR - aner

Then the name entering screan will be
shown. Name your character (up to four
letters by using the 4 Control Pad and the
A Button. If the name you wish to use is
less than four letters long, use the 'space’
located below the 'T

After entering the fourth letter in the char-
acter name, the screen will return to where
the four warriors are shown. The ococupa-
tion selection and naming process then
proceeds with the upper right character.
This continwes until all characters are
chosen and named.

| TR R R

T T T T DR P | T

i
xu:__.-"

Each of the Four Warriors in your party must have an occupation. Here is
some useful information to help you choose.

FIGHTER

A prolessiana
f-g"lll?f Iresned an
tha use of all veea-
pons, Tha Fighler
= athle to waar
hisavy S and
1% =killful with
large swords
Evan wilth [his
by eouipmesl
QLECE Mowas ang

|
| po=ainia

BLACK BELT 151

A masher of mar
tial artz. Tough
It e rally &
phyaically. Fhis
Warnor car fght
altactively with
bare hands {no
A D T e

Using While
Magic. i char-
AclEr can hea
woLnds and cast
marmy - cefensiwe
gpals. The Wihie
Magicien g nol &
Mary Qoosn Rgniar,
put can laarn

poesar iyl manic

Mgty and destar
iy e e Sincancg
paints - of  Anhig
characiar. The
Thiaf iz good o
hawva whan you
nead G0 3o an
altack from 1ha
BnamY

RED MAGE

The Red Magi-
cian has e abi-
by 10 leamn some
ol hoth - black
ancl whidy magc
spalls and s o3

tairly good highter

; BLACK MAGE (b, mAGE)

his character i
skilied with Black
Magic WErY

powerhel spells

Lead o anack e
EMETT.

349
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four game's course of development waill
differ depending on the combination of
vour parhy. Make it up any way you like,
it cannot be wrong. Below are sug-
gested party combinations, and some
good and bad points of each.

This combination works wvery well
togeather. It is balanced and is highly rec-
ommended. The battle skills of the
Fighter and the Black Belt combine
effectively with the magic supplied by
the White and Black Mages.

This is the party that vou will use if you
do not change the selections, It is a bal-
anced party also and will do guite well.
Although it is somewhat weak in the
magic department, the fighting skills
af the party will more than make up
far that.

This combination is quite different than
the previous two. VWhile not recoms-
mended for those who are inexperi-
enced, the veteran player shouwld have a
lot of fun with this one. The money
saved by not having to buy expensive
weapons and armar can be used for
powerful magic and potions.

The lone Fighter's place in this party is
not just that of offensive attack, His
othar purpose, with the help of the
Wihite Mapge's powers, will protect the
Fed and Black Mages and allow the
dastructive power of their magic to
defeat the anemies.

Yo must like magee to wsa this party. In
the beginning, many frips will be spent
refurning to town for revival. [f you
could purchase HEAL potion by the bar-
rel yvou would do so. When this party
becomes experienced, the guantity and
types of magic spells that can be
brought into batthe is formidable

When thizs party goes into battle it is
strong and quite menacing. It will be
quite expensive to outfit this party with
weapons and armor The Gold saved at
the Magic Shop will be wisely used
buying potions. Until this party reaches
class change (see page 751 it will not
have the benefit of magic.

MORE PROS AND CONS

The course of your game's development will depend upon the make-up of
vour party, Enjoy the development of your Final Fantasy, the combination of
characters is your own making. There are over 100 different character comibi-
nations possible. Some parties will be much easier 1o develop than others.
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' LOOK FOR
THE ENTRANCE!

Tha entrance to the Cave
of Matoya is narth of the
Morth Bridge. Refer to THis i [
% 15 the cave. & ik
the map above. Maloyal =

" THE CAVE OF MATOYA

Here is what you will find inside the cave. Right after vou enter, look for a
door and go through it. Then search the area. (Tip: You can walk over
the skulls!}

MATOYA

TREASURE
BOXES

A BROOM

o
l'"_l‘.d:'i'_u

If you search the Entlre CEAE ',"EI'IJ '.-.rlll pmbdhll,.r Flnri Ma'ru:r:,ra I:hE witch. {If you're

hawving trouble finding her, she's up at the top of the cave.) Talk to her and find
out what she needs,

Afler you enter the
door, 0o up as far as
¥ou can. Find
M!Jl:l:.'E and talk 1o
b Ner. Aemembear what
A sha says. s wisa 1o
wriie cown a,n-,ﬂhing
N that you think is
gl impartang!

Dn the far left side of
the cave, you will find
threa Treasdre Boxes.
To open them, act as
if you were talking to
ane of them - stand
facing one and press
the & Button. Your
party will automati-
cally receive the box's
contents.

EASUTE [bos

GEgy foundtt®

b @ tEtl!ui‘-t box:
TTT [
RE

Hara vou will find a PLIRE poticn
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When exploring an area, you should |
examine everything. Even if it seems |
silly! For instance, in the Cave of B
Matova, you can talk to the brooms,
Thizy give you a very useful piece of
information.

hald & secral!

THE SPELL TO BRING UP
THE OVERWORLD MAP!

It you read the broom's text backwards, it says PUSH B SELECT, Go out-
sidhe the cave. Push and hold the B Button and press SELECT, The Overveorld
Map appears. Amazing! Youve solved one of the riddles embedded in
Final Fantasy!

FHNAT
TANTASY

.

Fushing B and SELECT brings up the Crerword Map. The litlle Rashing dols are iowns o
places of graat imporiance. Be sure bo visil ALL of thim, The flashing 'cross” s your location.
Thig wearld is HUGE!

40

Talking 10 a brogm?1?
IW's been said that
Brodms can lalk BACK-
WARDS, The brooms

TOWN OF PRAVOKA

The town of Pravoka has been under saige by pirates. Explore the town and

find out what's going on!

wEE
TITTIELIL
[ LIPS 11 1L]
O =[]

— POTION SHOP
ARMOR SHOP

r— BIKKE THE PIRATE

WHITE MAGIC SHOP —

INMN CLIP;JI’C

A ENEENNENE
R e

WEAPON S5HOP

BLACK MAGIC SHOP —

g1



with all of the towns-
people and see if you can
gather mone information, !
DONT talk to the pirates
vet!

Th |:-e_.r_||'|||:.~ of tha town cry

lar help!

j-ﬂuﬂn :-'-" ~F

:.’r.!:r.“.. -u.L.. i) I '-"

1' +- ,
1

Eefur:-r yiau hartle it nu: with the pirates, go
to the INN to SAVE vour game and
recharge your HE Another great reason to
SAVE here is that if vou should lose to the
pirates in this town, you can CONTINUE
your game from here instead of travelling
all the way from Coneria. It pays to SAVE!

A man wilh a8 blue mohawk
prostdas inlormation.

The INM in Pravoka is found at the tog af
1he awn, in thie cantar.

In F‘Ta'u'l::lka, KoL '.-'n.lrII
find Bikke the Pirate.
Talk to him and his
crew will challenge =
you to a fight. After
you defeat them
thopefully vou are
strong enoughl, talk
to Bikke again.
Since wyou have
beaten his crew, he
will give you his
SHIE

42

|"l.g,-| Mates. Hs Bikka the f—‘:ral;e-l

i
i
§
]
:
8

The pirates have baan deleated.

: %
. . o 3 L'_-'_puu_

| TOHY

| | HiR
P IRATE MFFIGHT  RUH | | HE
HAGIGO
DR THE oih |
HP
' [ ITEH @ Jj  aBs

ITEH

- 9 pirates? Think fasi!
Y,

ikke gives you his SHIF

The humblad B (out nat the

Mow you can sall {he high seas
rivars., yatl-

WHY CAN'T I BEFEAT THE PIRATES?

if you're having trouble Dan't concentrale on
dEfE:Etlng the pirates, here i one plrate. Spraad
are a few tips. 1) Spread
out your attack: Don't
have ali of your characters
attack the same pirate.
Have everyone attack
someone different. 21 Lse
the sleep spell: If you have
the sleep ISLEF) spell, usa

e Use the sleap
it! it works great) [SLEF) spell 1o put
those  big  burly

pirates awey.




ERSEET

LEAVE PRAVOKA Tl] FIND YI}UR SHIP! THE PEOPLE OF PRAVOKA COME OUT!

After vou defeat the pirates in Pravoka, the people that were afraid to step out
of thair houses are now free to come out, Be sure to talk to all of them!

Leave the town of |
Fravoka [(you should (8
probably go to the INN to B
SAVE your game first). S
You will see yvour SHIP ESR
docked at the port. To
board it, just walk on to S
it. You will natice that the B8
SHIP moves a lot faster §
than you can walk. Note
that you can only go
ashore where there is
o port. This SHIP rgally cruisas!

Your new SHIP is waiting
far pou. Lels go sailingl

AVE EEDAM

Your SHIP can anly be = F s " There"ave g minds
docked at a port {shown . ' Ly ' AL LITTLT
with white bricks)., You
will have to do some
exploring to find all of
them. Most importantly, |
REMEMEER WHERE |
YOU'VE DOCKED YOUR E
SHIP! It's very easy to § e . )

lnse track of where vou § il o, Useful |n||:.rna||nn rgr B lowrshalk. Another clua! The people in Melmond need

got out of the water, yaur halp

ENEMIES OF THE’ DEEP BUY WEAPONS, ARMOR, AND LEVEL 2 MAGIC

The ocean is no easy ride. There are many monsters out hera that would L’LE;‘-DT“:P !{:E 3 [_'?L:ﬁ ;%T:aepg;?fé H-’-HI{‘IE E'Ilﬂ.'ﬁcl‘g WEAPONS § ARMOR

L:ZIELT&ZT:;E up your trip. Here are some of the creatures that you will the Armor Shop are selling Lo I WM”_!_]
g things that you couldn’t get L2 A00 Lo 50

th ETE hHA Iu back in Coneria. Bemamber to R oaRs Gkort %= |l Chain W
. ﬁ" 2 G 1"'1 k‘f EQUIP the items that you buny §oe= aoco TS0 fu
; . Also pick up some level 2
magic. If you don’t have
enough money, go out and
fight for some more Gold!

THPRR Hand Irom W

-1;_
L2 aon 550 B

S0 Eﬁ:mtihl'ﬂﬂuﬂﬁn@
L2  A00 200 15
Ol ewes

B0
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NOTEBOOK .
() + The Elves live bev-::-nd th-: sea.
. + Their Prince is asl i
i The town of Melmnﬂd is Wﬂ&t r.::f I‘ram uka
. M-ﬂlmﬂnd is under attack.

YOUR WORLD EXPANDS!

Now that you have the SHIF, you can explore a lot of new places. It's time to
do some serious exploring. Sail everywhere you can and look for ports and
new towns. SAVE your game before you leave, just in case. Remember to look
at the World Map (B and SELECT] often to see where you are.

I he Ldbtit of ELff

Sail du:t‘l south of C r‘nn=~r|3
until you reach the coast-
line. As wou approach
this coast, turn and head
west to find ElfLand’s
narthern port.

Five years ago, Astos led a
raiding party of dark Elves on
this castla. Unable to find the
CROWN, he placed the
Pringce under a sleeping spell.

THE TREASURY

THE PRINCE




NOTEBOOK
= The Dwarves live across the Aldi Sea.
~+ Astos attacked, leaving the Prince under

Ejﬁﬂ'ﬁ'ﬁ?rr

THE PR

Entar the Throne Room
to find the sleeping 8
Frince, guarded by an &
attendant. He talks about
Matoya, the witch you
already met, who needs

: - a spell. : Lifg E
; O Only Matova’s HERB will cure the Prin-:',e:

« The Prince holds the mystic KEY.

her CRYSTAL back, : i i _-.'.E'_; L i
P T L e TR ﬂ' PLAN FOR OBTAINING |

Many doors locked with the mystic KEY have prevented you from
exploring numerous places. Follow this guide to get the mystic KEY.

DO YOU REMEMBER? THE MYSTIC KEY

While exploring the Cas-
tle Coneria, the Sages

you found outside the %E'é'aifﬂffl':%.:;“ | _ '

Treasury informed wyou & the mrstic KEY ] . ooy TSR e L TR T

that the Prince of ElfLand To The Brices ar ELFLAND ping. g |
was given the mystic for =safekeerins.

KEY.

DWARFCAVE [0 |
o [NORTHWESTCASTLE = o
MARSHCAVE [l i R
NORTHWEST CASTLE = =

MATUYA’S CAVE miﬁ ﬁm the t:'m*swl_' e

i . PI"- T ba o
CASTLE QF ELF  Fissthibbalifaiiosstl
Walk cloge bo the edge of the  Siil T wall, con- Fiave is the Treasury. T|;| —‘t-f.gim"m“‘

cAsile. tinua on around. bad tha daor i lockad! i
e .
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g ASTOS WMTS IN HIDING
(10 Shappm g’-'-l |
His disguise is so0 good

| T
g After r;mamng EI'I:Ldruj = e Aszlos” strike and dizappeasr
; 1 B ek Astos took a dlsgurse -‘..‘.'.:' _._: :-.-.;:.*.'. tactics cauza the Elves o be
<l ey = and waits for his opportu-  §
.a_l]( o - % nity to take control, and S fm s ot S
N - L 52 B become King of all Elves. & e '
that you may talk to him,
and not even know it

A spooky castie in the north- S8
wirit?  Light  Warrigrs §58
shouldn’t be afraid, -

POWER-UP BY BA'ITLING OGRs

_ In order to purchase the
: kel i Magic Shop. Don't womy yet about buying spells and weapons that
spells above 'rtlur maglf: level. You wall be making many return trips to this youl desire in EfLand, you

town, soonly buy what you can afford and can use at the time. will need to earn a lot of
Gold. In the forests sur-

BLACK MAGIC SHOP (Level 4) WEAPOMNS SHOP rounding the town, you
WHITE MAGIC SHOP (Level 4) CLINIC INM will find many enemies

who can be persuaded to
give you their Gold, Look
for the Ogre/Creep com-
bination to supply a good ]
share. Return to EliLand to spend your hard
marmed EOLOL

"~ NOTEBOOK . . -

"—G To get the mystic KEY the Prince must wakt
—() = A disguised Astos lies wmtmg

'—C} The Northwest Castle is a mystery.

ARMOR SHOP WHITE MAGIC SHOP (Level 3] :
POTION SHOP BLACK MAGIC SHOP * Level 4 magic is expensive!
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INSIDE THE DWARF CAVE

Herg is what you will see in the Dwarf Cave. Luckily, there are no enemies here
— just a bunch of friendly Dwarves, As always, be sure that vou talk to every
single Dwarf you can find and check every door,

A DWARF

THE BLACKSMITH

NERRICK

| ASTOS 3TﬂLETH?EGEE
T'I"||5 Dwarf II'I'fﬂ-I'ITIE vou that | ——— o
the dreaded Astos was the '

ane whio stole the CRYSTAL

from Matoya.

Wou've gal 1o find &
way Lo gel the
o CRYSTAL  from
As1os!

TI-us D-.-'-.-arf ls & master black-
smith. He would love to help
your out, but hasn't got the
raw materials needed.
Maybe he can assist you
later.

Laoks like you
§ should keap an aya
g out  for some
ADAMAMT!

A Dwearf namcu:l Nemck
twrns out to be a construc-
tion engineer, He needs your

help to complete his project. 8 \f you find any THT.
briindg 1l 10 Merrick.

—O' NOTEBOOK

““‘:’ Nerrick is building a :anhl and nﬂ:d.s TNT

——{j + The black-muth nbads ADEM&NT ;
= Astos is the one who stole Matoya’s CR:YSD%L

_O The carth is rotting from the west. .

) ‘There is talk of a FLOATER?

Ml T
i e PRl
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The Marsh Cave

Once inside it
doesn’t geem
all that spooky,
just deserted.
Your explora-
tion reveals one
lackad room
and a Lone
King on his
throne,

THE LONE
KING

TALK TO THE LONE KING

Alona the King sits on his
throne, He tells vou a tale
of woe, but doesn’t men-
tion what has become of
hiz subjects. OF courss, §
you are curious, What

could he be hiding?

Thex King 5its in seclusion.

A lerdble tale. Maybe you

DESCEND INTO THE HOLE

In this cave you will find &2
legions of enamies :”
whose sole purpose in °
lifa is to dispose of ama-
teur Light Warriors. Bring
many potions to restore
vour HF and to aid you if
vou gat poisonad.

Earn Gold for shopping near Then  purchase  many
1he town polions at the shog.

EXPLORE EVERY ROOM

Hidden inside of many rooms you may find Treasure Bowes, You will also spot
ladders and staircases that will allow you to descend to the lowest levels. It is
important to check all of thesa to find everything hidden.

You i found some arros Tor — That's it!- You found the

A ladder leading down.

can help him! fresl Remember to EQUIP . CROWHN.
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YOU’VE BEEN DOUBLE-CROSSED!!

The Lane King was actually Astos in disguise. He tricked yo
into bel |r|!'_:| e was in woub nd needed s you to retrigve

{v 1 it Ir-..F your battle with
Astos and 1 ave the CROWN,

The battle
bagins!

L ML Ly LT L
HOUMEF | RDME ek 6B

- - hEI||:I 'f'l:".l o -'.Ia.b:-:u
A hall mede af D@y STal ] :hE F'rII'IEEu ':'r
= ElfLand,

56

Return Matoya s
CRYSTAL

SAIL IN YOUR SHIP

When vou return to see B
Matoya, it won’'t be nec- S

gssary to dock at Coneria

and travel overland. The

Morth Bridge was built

high enough to sail

unider.

Even a 3 masted schooner
can it uncer hera!

MATOYA HAS THE HERB

In exchange for returning her CRYSTAL,

Matova will give you the HERB. The ERERIEE D5

HERB iz a powerful medicine that can

wake the sleeping Prince of ElfLand. ' . Onog you

Mayb e i i
the: EIf O 1 ™ [
Prince
| 1
ind Ehe
laghe,

HE T H e

By allmeans, maka the trade!




AKETHE SLEEPING PRINCE: I Remember All --
e — une Locked

L)Dﬂl's?
WAKE THE PRINCE WITH THE HERB

Proceed to the
room whera the

i s sy (R USE THE MYSTIC KEY TO OPEN ANY DOOR
% v [s : First, SAVE your game so that a group of wandering monsters doesn’t make

HERE to wake {i§ jam :
him. As & reward EEECEE you lose the mystic KEY. Now go see what's behind all of those doors!

the Prince will give  The HERE will wake jol BRSPS =l F. ibalel:
yvou the mystic the Pdnce from his : .

KEY. This iz, of -0 shep. _ — CASTLE |

coursa, a very useful item to have. The - Ei CDHEHI.& =i

mystic KEY will open any door! | - e i b b e

£

E E Hhs -h |
For being such nice Trme i |  iEn L e i -*.—-.----.-I-.v-.-.---.-.-.-.-.-.--.
Light Warriors, the Partinptins) - s EEIEE e L

Prince rewards you
with the myslic KEY.

CASTLE .
THE PRINCE IS AWAKE

Mow that the Prince is awake, the people in the castle and in ElfLand have

maore information to give you. As a general rule, after you complete a signifi-
cant event, you want to talk to people again to see if their stories change.

nd sarz an &IRGHIR An AIRSHIP?I?

B Sounds axciting!

i ] ] CAVE
e : o g OF
e Uk (B MARSH
Bettar chack cut T J Wrrie o h
_LI:IE;I-:M-& to the B | : : i b 4 ROOMS




I'ne lown or
Melmond

HAND OVER THE TNT

Give the THNT to Merrick and you will see that he is overjoved, He immediately
leaves to start work, The canal that he builds is logated a small distance south
of the Dwarf Cave. The neat thing about thns canal is that it allows you to sail
mtu::u & brand new areal

After you pass through the canal,
Melmond is the first city that you
will see. When vou explore the
town you will sea that it has been
virtually destroved. The towns-
people keep mentioning that a
Vampire is to blame.

[ MELMOND

Hera is the post
chose b Melmand.
Stop and wiait this
Boradnn.

BEFORE AFTER
A

Mamick wanis 1o get 10 work
now that he has the materials
that he needs,

Melmond sure looks different from any town
wea've been to so far. What has happened here?

---":l T
67 WHEN THE CANAL OPENS, ARMOR
o goua WORLD GETS LARGER A
A muuuhtnimf m;mnu .
0 H‘E- N
d look
[y ? WEAPON
~always, it's a B : SHOP
A BV ’m:ufﬁ'. . | WHITE MAGIC
- game bef0re youcan sstsnyuhere e SHOP
Sl R e - BLACK MAGIC

1 _—
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MELMOND IS IN RUINS'

Maotice the large number
of gravestones and
patches of destroved
land. The people here say
that & Vampire is to
blame for the surround-
ing destruction,

Ea-:l news! Lat's 0o ges
what's become of the
CLIMIC,

TALK TO EVERYONE

The people of Melmond have a lot of important information for you. Be sure to
talk to EVERYOME!

I‘hese pmr:le think that the A clee to traval south and
Yampire s responsible dor - mest with Sarda,
the rotting of the sarth.

Looks like thae CLINIC was
ihe vampires main farged,
¥ou won't be able 1o resive
any \Warriors hare!

Tt
|

Tha Tllan I-:I'.ras rues.

~ NOTEBOOK

Melmond.
"‘{:" Dr. Unne is here.

e revivals can take place here,

C The Vampire has ransacked Melmond.

—{() * A sage named Sarda lives in a cave to the south. It seems that the Titan
* The Earth Cave is on a peninsula mutil of will not let you pass.
'_G Remember the clus back

() + With the destruction of the GLIHIC, no - rubies? Looks like it's

* The ancient people used a ﬂuatmg stune* L e
—() -« The civilization to the north is also in ruins. HiR e ot

in Melmond that said
that the -Titan loves

".-'!.._ tiIiIE i QU E‘EEIH:I' Ili:lf a
o
HUE'-
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-You must pass through

Titans Tunnel in order
to get to Sarda’s Cave.

EXIT

THE TITAN




Enter the Earth gﬁﬁ?ﬁx

Lave

Plagse rafer to the Final Fanasy Dungeon Maps Posker,

SEARCH FOR THE HIDDEN STAIRCASE

On the first level of this cave
there is a stainzase hidden
from wiew. CALUTION: The
arm on the far left of tha first
floor is populated by Giants
that will. attack you with
evary step. This is a good
place to gain more Experi-
erce and Gold, but it is a
VERY dangerous place.

THE VAMPIRE IS ON THE 3RD FLOOR.

Use the map of
this cave to help
you get down to
the third floor.
Here you will find
the Vampire that
the people in
Melmond were so
concerned  about.
If you can defeat
him, there is |
bBound to be a sub-
stantial rewsard.

Giant

Lok oul for e Glants!

It's tme for you fo meet the
Light Wardars, Vampire!

I ¥ NCET 1L ..;.

It's a fight to the finish, | e
Wiatch your nisck! STEH

&4

" it's a stone plate that cannot be

B "ass lnrougn lltan s

k4
~ YOU FOUND A RUBY!

If vou are successful in defeat-

_ing the Vampire, open the Trea-
sur Box. It's a RUBY! Remem-
ber the Titan?

Open ihis Treazure Box to
find & ALIBY

A PLATE COVERS THE FLOOR . ..

When you continue past the
Vampire's area, you'll discover
something on the flogrn Pushing
. A to investigate, vou find that

You have accomplished a lat
in this sawe. Maybe itz a
good idea to get out of hare
and deal with ths stane plales
Inter.

mawied,

lunnel

GO TO THE TITAN

" You now have a delicious RUBY {well, the Titan thinks so anyway). After you
give him the RUBY, be sure to investigate the Treasure Boxes, their contents

" may come in handy.

ELI Ina,Fr Fasmi £iww

- IJ-lH'_ h T &k s
It Taxztes 1..:- L RTTEVE T
arm m¥ Fawerite.

G throasgh the exil 1o relurm h light of
day.
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Inside Sarda‘s
Cave, vou will
find lwhb
alza?l Sarda v a———.
the Sage. He . i |

must have E
EOME  great
information,

e P e e ey e ey

iy TH1 1 - | i AT

T b | o
e R B e byt Loy b e Ea B e T AR A L B B AHTHHE
FTILE
5 ]

-]

.:.-_..q.........-..l...._ﬂ.-:.._,...i..r.:.';

SARDA WILL GIVE YOU AN IMPORTANT OBJECT

Go inte Sarda's room and talk to him. He will gve you a special ROD and
some important information,

Vihere is that sneaky sage? Oh. he's hiding in hig bed-  Mow you'll b2 able to com-
raam! plate your investigatsaen of
tha Earih Cewe. This ROD
will move thail slone plata
that you faund,

66

blolve the My
hatth Cave

USE THE RDD

Work your way down to [ .
the third floor and go to
the stone plate. When
vou pry on it with the
ROD, the stong plate
braaks into small pieces. (e ———

Lisa the RCD by going ta the The stairway leges you fur-
ITEM scragn, Selecting ROD iher inte the depihs of the
ancl pradsing A Earth Cave.

FIND LICH, THE EARTH FIEND

Lize the map to find your way to
the Earth Altar Hopetully, yvou
have a large enough stock of E
HEAL potions to make it there.
Enter the room on the fifth ficor
and meet Lich, the Earth Fiend. "
If you succeed in defeating him, vay enter the room o 1,,.";|q'
proceed forward to the altar to a strange glowing Ball.
restore the power of Earth to
the Orb. After doing so, step
forward to warp
from the cave.

—

Stepping up 1o the altar
rastores the power of Earth
o tha Orb
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THE CIRCLE OF SAGES

Mear the magic shopsyou will find a break in the town wall that will allow you
to reach the Circle of Sages.

WEAPOMNS SHOP ARMOR SHOFP BLACK MAGIC SHOP

R [ . -

POTION SHOP INN  CLINIC WHITE MAGIC SHOP

VISIT THE CIRCLE OF SAGES

Travel the path you find through
the hole in the town wall near the
Black Magic Shop. The path
leads you to the Circle of Sages.
Here wou find Lukahn  the
prophet, in consultation with his
colleagues. '

&8

Be sure to raturmn here
later, the Sages have
gaod information.

.

YOUR REWARD, THE CAN DE

Az a reward, one-of the Sages will present
vou with the CANOE. This new wehicle
allows vou to travel the lakes and rivers in
your path.

“our reward for a job
will done will laad
v 10 & v goal,

CRUISE THE

| By using the CANOE, you will be amm@m tj-m: h"l:hi Ialﬁs»-and

Wﬁm?ﬂumﬂﬂmﬂhhaﬂtuauﬁﬂm;d .,thmwtﬁﬂyt!‘lwqh,wu
l“ |hﬂdﬂﬂtﬂnmitn Engu "uhlumntn e Fire Fiend. =

|:_|-'=ﬁ.
- Walking up o lmmmmhunw
mmnmmmn

.-'u'ﬂh ﬂ'ﬂ(&lNﬂE. Immlhnfwm
:_mballl-mapurl

0 NOTEBOOK
0 -Thctweth&gesarehﬁm :

« The Fire Fiend is at Gurgu Volcano.
=) - YﬂunmstusethﬂﬂﬁHDEtnnawgﬂem

y Gurgu Voleano. iy
=) - The apprentice s ooy RIS, "_'Fl.':ll"l Cﬂn‘l
O « Everything here is rxpﬂ:nswtl
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-, = - - WmET

AVOID WALKING THROUGH LAVA

Al throughout the wolcano wou waill
find puddles and streams of molten
lava. our boots will protect you o a
small extent, but to avaid unnecessary
loss of HR do not walk through the
[ava when you can avoid it

Tread lightly brave
wWarriors

BATTLE AGAINST THE FIRE FIEND

The Sages are counting upon you to defeat Kary, the Fiend of Fire, Wind your
way into the depths of the Gurgu Violcano, Fight to stay alive with each step.
By the time you reach the Fire Altar you would much rather defeat Kary and
warp out than retrace your path.

A WACKY, WINDING, ATERWA&'

By following the river A the faol of the Gurgu Mol
that leads from Crescent cano. A nice place 10 sel up
Lake you can find Gurgu
Volcano, Deep within the
fiery hollow of this
ancient place hides Kary,
the Fend of Fire. If you
do not stop her, she will
burn everything she can,

the and i
of Fire

THESB WE[’ETW&}E I"_"iil‘l b=
confus ng. e sure 10 make &
map|

MONSTERS OF FLAME

Weapons, and magic
AGAMA

gpells from the ICE
RED

category are the most
HYDRA

Dadeat this fiend 1o protect the woedd from the
fury of har flame|

Sha sura is borchy, isn't she?

affective against ene-
mies that are made of,
liva in, or usa FIRE. The
reverse is also true, you
should use magic
spells, and weapons
and armor from the
FIRE category when
dealing with ICE
monsters,

e

FIRE

Adtar defeating Kary, stég lorward 1o rastona
the Power of Fire o the O, Continue for-
wirrd 10 bé warped o the oulssge wornd.



Ithe lce Cave

Please raler w the Fingl Faniasy Dungaon Mags Foster

PADDLE UP CREEK

You must saill your SHIP north along
the coastline from the port near Cres-
cent Lake, When vou find the river, sail
vour SHIP to the mouth. You will con
tinue up the river in the CANOE.

With the CANOE,
parts are no longar
the only place io
gack

FIND THE FI_DATER

The lce Cave is a treacherous place for
Light Warriors with insufficient experience.
If vou just canned sunvive the trek through,
vou should gain more Experience before
attempting to find the FLOATER.

The FLOATER hasz
o be in thal box.

How can you ged
to it?

Wihat can this hobks be for? 17

Locate the slairwey fo the
it ficor,

72

Step in the hobe and warp
o the box you jusi eouldn't
get 0.

g
3

WHERETODOCK

Sail your SHIP to
the mouth of the
river east of the
Ryukahn Desert.
Weigh anchor and
use the CAMNOE to
get ashore. A short
journey west will find B8
the opening to this § ;
desalate, arid waste N h
larsd. Thi: Ryukahn Dasert, whare s 8

the AIFRSHIP? :

AN AIRSHIP APPEARS!!

Once in the Ryukahn Desert you can use the FLOATER to raise
the AIRSHIP from beneath the sands. So much time has passed
since the AIRSHIP has been seen. Everyone will be amazed.

Pese

Wheara is it? The Ehes said it
woulkd ba hare!

Go o the TEM El:man. sedact
FLOATER, then push & to
renveal 2% location.

s time to cruiee smound (R
your ewessome AIRSHIP
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WHERE CAN 1 LAND THIS THING?
Taking offin the AIRSHIP is easy. Simply walk over the top of it and press the
A button. However, landing is another story. Flat fields or grassy plains are its
only landing spots. To tell if you can land, observe the terrain marked by the.
- AIRSHIP's shadow. If the shadow is completely on a landing area press A ta
land, If the sight you picked fs unsuitable, the AIRSHIP will not touch down.

e

e L e LT T U e T

With the AIRSHIp Woir
a5 w:;!rrd has now Expanded
L 2'5:_% 10 its full limit. It Cruising
’éelj. speed is four tirmes wwh
eh YOu can achs v

Ve on ;
Best _nf al, thera are M0

a5 '!.l'ﬂl_r S0ar Vour wa

around the world complar.

2 o o e
= igNt o th

Orbs, ® Sther two

4

CLASS CHANGE

Each characler will mature info an adull state after certain
conditions are met. This will enable them to purchase some
magic spells, and EQUIP some weapons that they were not
previously able to. After class change some characfers will
become magic users and will gain a Magic Level meter on the
MENU screen.




SV ELT]

® LEVEL1 o

FOG (spell caster) .

RUSE (spell caster)

CURE (one ally) . . . . .'. :
HARM (all enemies) . . .

- HE il e raconanad STl

= The anemy s fooled ird SMEng  imulighe
| mages of the magkian. Evade rate in-
. oreacas A0%.

it Magic is m&dnmlrfmﬂmmmﬂwuradmrepawﬂanan
that Magic level is not the same as Experience level. :

Miyrls. Lindiedd marstars ranging from 200 to
a0HP

Shiakis oy emealipment in'a thick fog, Arricr
will inciedes B pOAnts.

® LEVEL2 o
LAMP {one ally) . . .

ALIT (all allies)
INVS (one ally)

| MUTE (one enemy)

- altEck

Third CUHE zpedl - HP n?a{ recover. by s:. 1.
128 e s

Aevives o shan dly, Cannct t2'usad I:Imrubm
$¢ C.iLJT:In:IN HP|5.|:|-|i:.r1 after eing resived.

Thn;l HARNE el Darnages ia U-"ll'.ll:aalﬂ IR
“shars raresd frorn B0 o 240 rAnts, -

Secand HEAL spek. HPnﬂlm‘h‘jﬁ.ﬂh
-ﬂﬂlﬂﬁ'll-%

Fermovas the aratnics’ AR doefs.

_ EXIT (all allies) . ...
| [FOG2 (all allies) . . ..
~INV2 (all allies) ...

hagic usars are randired unabie 10 apadk

Areslichining: meducis damagefeceed oy o
hay SR,

Irwisibdity 2000 increhse an abaty o Evoid

® LEVEL3 o

HRM2 (all enemies)
| AFIR (all allies)

| HEAL (all allies) . ...

CUR2 (one ally) ... ..

.

santFIRE  Epell reciices dams: fram fee

SOFT (oneaally) ...

.
e iy
. :

e 1 e

Aelaiss ans aJ*,. i a"emﬁfﬂi}rdE SF!EH,E

“Wwpmammre parﬁ'irm the duﬂ
* ey, bltdhoes mot work in batthe.

Secoind FOG, incraases armoe -::Ialensu ..'a rafing
A2 ponlg,

Secoad wviaibdity' spell. - Aasuts lin-a 400
gecreasa in 1he anamy attack. ;

® LEVEL7 o
il UR4 (all allme:}hi

~ HRM4 (all anenﬂ?y :

ARUB (all amesi
HELS3 (all allies] ders

Sarnnd LURE spal tHP wil feciwier rord 32 o
o B e ]

Serand HARM. Damaces o Undesd reonshans
vill range feoem 40 to 160 pounls.

epelis by 26 10 B0
; ’ b el

Restores 12 1o 24 HP

e LEVEL4 o
PURE (one ally) . . .
FEAR (all enemies)
AICE (all allies)

AMUT (one ally) ..

L]

Frurib ard micst posarid WE sl HF wH
e comp'eiehy resinnd ¥

Fourth and most powerhl Hmmﬁpau. Wil
garmage Lndead monsiens by B0 1o 320HR.
e s protdlion 'F'ru*mhe aremes AUE é,t-él.
Third. mm pn-mrru HEAL EpEII"-HF vl
recouet by 48 10 96 poins. ! 5

@ LEVEL & o

Mfarcal anlicea for poIeon,

Tt (i EneTies 100 1L ey, in hermr
AnfICE spall - deiFegees s ihe alfectfsne 25
ks B e ’
AntiMUTE  geell . will nullife ithie eoamiag’
MLITE 2psdl.

WALL (one ally) . ..
' XFER (one enemy)

LlFﬂ{nneanﬂ g o
. FADE (all an'aﬁnies}

=
-

Rlévinaes: a1 slany gty v.tlh u:rrnpfe'n reslnﬁﬁn:m _,-
o HE i ,

- ..':. | i - ¥
Cauges a'.'ull:-:lbagma : i,
Piaces @ profectve walianound one Warios
prevering the enemies uss of mago on him

76

Daprivas sirang enemies of their spacial l

diierse.
77



FIRE (one enen]y]

SLEP (one enemy]
‘ ~LOCK (one enemy) -
LIT {nne mﬂny}

L

£, el ik capabke of 30 o A0 HE o
damagais Innoeasaline oy,

Calges e 'erarn ol aleen leaving Him
unaole to defend Mt

“Lecksant the apamycfor atEskThe siecess
rene lindizling damsse incmases. oy g
LIGHTMING fs*firadl &l the enerry, - fom the
magicians Anpans. Damanas range oo 1005
A points.

Q I.E‘VELZ @

TMER (one ally) . . .
SLOW (all enemies)

| DARK (all enemies) .

ICE (one enemy] S

L]
i

The gald- dandand diang sroe of & bizrdn
ara” chiecha Ak the Bty Dlamages. ranps
frovrnd i r:l:l panis;

TI'-E: aramy 5 I:lind&::l bwy Ma&a

--'Ba.p-:- atr&'glh%-n..rﬂase:l,t:, 'Iup::-n's

Skavis the: anemies. thinkingg &nd actions.

- @ LEVELJ3 o

'HOLD [uﬁa-énamy}
| LIT2 (all enemies) .
LEJI{E {all enemies)

FIR2 (all enimies) :

}Second FIRE soal, aren tratalls fne dinsslisd

vk NE renamy - garty
2 phinge
Sirmlar 1o SLEEP, the engmy  bDecomes
cornalnss, Docs nobwork on soma enermies.
Second LIGHTHERS apal Tremend rea resuks
arz-possiole whan usad i1 waler,

darmiages Teom a0

Mot powerfid LDCK spall, works o et

SRRy parly, makng (ham easier o

@ ® LEVELZ o

SLFE (one gj;lemﬂ .
FAST (one ally)

CONF (all enemies)

ICE2 (all enemies) . .
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fiiost R SEEER spak

Faiaa Eﬂw nulfes SLOW and ncreases I‘rr,-
ralacfme::-::-q 2 fimeas,

Confusion-entars he "amemies | ennds. Thisg
cannpt, idanhy shairdenBany and vl Sitack
T MsEIN5.

Sacond ICE epsll Da'nagaarargalmmm +*

‘“Iﬁl;l.pl:lnls

_ =
" Black Magic is used offenisively,

for asssting your alies in battle, and as a \

...p.-imary attack.

® LEVELS5 o

=r 5;.1:2 (one enemy) ..

FIH3 (all enemies) . ...

Third ard rdpt oowasiil FIRE - soell. Diamagak;
rang ok 50 10 200 poinis

& wiapor brad ol potsontemoke will completely
[EFTINGRE TVRarTy EnEmics.

Telenons walr pErhy i the. praviols el of 8
dungedrn., Usa 'l wien W i ot 4

: l.-'-nat:-.:r-.'arﬁ.tlﬁﬂiﬁ;'-’.

. ® LEVELG o
LIT3 (all enemies) . ..

.~ RUB (one enemy) ...

| QAKE (all enemies) . .

T Eshd et II:E--.'a:-.:.ilr‘l:." LIGETHIMG S5l

- Diamagas rarge from Bl 240 painks

Erases an enamy from tha lece of @e eain
compsately,. Does - WOT \'.-I:-rk on Lindead
TN ISHETS.

J"-ﬂ atne ke oS the ground under Jhe
anamias’ feet, Whiert crivoles appaar thew ik i,

. STUN (one enemy) . .
. ® LEVEL7 o

- BRAK (one enemy) ..

BLND (one enemy) ..

. ICE3 (all enemies) . . . .

. SABR (spell caster) . ..

Paralizes any Bhemy of up 1o 300 HR

Mt Dowsartil ICE spak Ll.inage-r A T
?ﬂl\.‘:'ﬂl:lpurlh. *i._ ki
Beaks e encry info il ﬁm

Wl e weapon - shanpar magicalty, Suc:
CEss b ancriess Iy A0S and clamanes
ficreass by 1505

The - arairy. 15 Dindd, and cannot -see wel
encugh 1o efectively anack.

® LEVELS o
NUKE (all enemies) . .

XXXX (one enemy)

- e,

~ STOP (all enemies) .. .
ZAP (all enemies) ... .-

Abals wer yihing wilk Insmendous heat

Tine i stopped lor e enemies

Trube ey s voshod inlo- the-dth- dimension
Dl 1 v 8 et lirmws:,

U Emmitar o, B mang gfeciive fran BUB. Those

enemiss A deleatad comphbihy




