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BASIC CONTROLS

—— T

B Button

Town Mode (towns, maps, etc) Battle Mode

A Button Talk/Open Treasure Box/Search A Button

[Decide {Menu Mode)
B Button Cancel Menu/Run B Button
{while pressing Control Pad) Control Pad
Control Pad  Move/Choose from Menu START
START Open Menu (p.8) R Button

L Button Open Menu

ai Button

Decide/Open Command Menu
(p19)

Cancel Menu (Menu Mode)
Move/Move Cursor

Open Menu (p.8)

Display movement range
(press twice for Status)

Open Menu (p.8)










RECORDING PROGRESS (SAVE)

Make a record of your adventure (Save) when you wish to finish your game.
There are two save methods.

TOWN MODE SAVE
Saves can be performed at the Church {p:12); Speak to the priest and
select “Record.”

When the Save is complete, you will be asked if you wish to continue
your journey. Selecting “No” returns you to the Title Screen.

BATTLE MODE SAVE

Press START or the L Bution during battle to display the Menu (p10).
Select “Quit” to save the present circumstances and return fo the Title
Screen.







MENU ICONS FOR THE ITEM / EQUIP MENUS

USE
Use the selected ltem.

REMOVE A
Remove the selected Ifent. liems set under EQUIP will be moved to ITEMS, and
those set under ITEMS will be put in the ltem Box.

DROP
Throw away the selected ftems. Rare ltens decidentally thrown away or sold can
sometimes be found af stores as a Deal (p.11).

GIVE / (
! Pass the item to another character. Select which character:should receive it from the

menu.
















| TOWNS AND VILLAGES |

AT HEADQUARTERS

The Headquarters is where the Hero and allies equip themselves for
batile. The Headquarters is built beneath town, and allies rest there
between battles. You can hear various tales and advice here, so take
time to ask around.

Speak to Strategist Nova at the entrance fo display
. the following menu:

ADVICE
Receive tactical advice from Nova that refers fo the next
battle.

1 FORMATION
Decide who will join the next battle. A maximum of 12 characters, including the
Hero, can be chosen, Press the A Button to select a member, and a circle will appear
| next to their name. When there are fewer than 12 allies, all characters are selected by
default,

| BANK
If the Hero is injured in battle, he loses half of his gold. Money deposited in the

[ | bank will not be affected. ﬂ
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BATTLES

T

EFFECT (USES MP)
Use a Special Effect unique to the selected Card, Different Cards have different effects.

MOVE

The character illustrated on the Card can perférm two actions within one Turn. This
effect is not possible with non-character Cards.

IMITATE

Creates a dummiy manifestation of the illustrated character, This effect is not possible
with non-character cards.

Whether or not you choose to unlock the power of the Cards is entirely up to you, but worry not,
for Mawlock will offer advice on their use after he joins the party,

Some of the Cards are niot easy to get ahold of but if you keep frying, you're sure to find them.

R :




3 BATTLES

3) PERFORM ATTACK/MAGIC/DEFENSE/ITEM USE

The chosen action is performed.

On performing an Attack or Spell, the character will receive
Experience Points. The value of Experience is dependent on the result
of the action.

DEFEAT/RETREAT

When the hero becomes unable to fight, the battle ends in Defeat.
Money in the parly’s possession during the batile will halve, and
you will be returned to the nearest Church.

When the Hero returns to the town or Headquarters they set out from, the whole party reireats
as well (some Maps do not allow retreat). When the outlook appears bleak, a graceful retreat can
sometimes be the best strategy.
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MAGIC LIST

ATTACK {LV 1-3)  Increases an ally’s strength, temporarily making attacks more powerful.
QUICK LV 1-2)  Maximizes an ally’s metabolism, inereasing their speed.
SLOW (LV 1-2) Reduces an enemy’s metabolism, slowing them down.

SLEEP Sends an enemy to sleep, rendering them unable to fight {(skip the Turn).

EGRESS Abandon the battle and retreat to town. As with Supernova, only the
Hero can use this spell.

STEP (LV 1-3} Makes an ally’s body lighter, enabling them to travel greater distance.

BOOST (LV 1-3})  Increases the effectiveness of an ally’s magic.

COMBINING THE EFFECTS OF MAGIC AND CARDS

When combining 2 or more spells or Cards, the more powerful will take priority. For example, if a
spell is used to increase mobility +4, and at the same time a Card is used to increase mobility +3,
the effect will be a +4 increase {sorry, not +7).




ITEMS
MEDICINAL HERB
HEALING SEED
ANTIDOTE
ANGEL WING
POWER WINE

WEAPONS

SHORT SWORD
BRONZE LANCE
SPEAR

HAND AXE
WOODEN STAFF
WOODEN ARROW

ITEMS AND WEAPONS

Slightly recovers HP.

Recover more HP than Herbs.
Neutralizes poison infections.
Retreat to the Church during Batile.
Increases poteney of attack.

Easy to carry sword.for swordsmen and warriors.
Standard weapon for knights.

Vsefut for attacking at long distance.

Can only be carvied by powerful races; Tike Dwarves.
Standard weapon for mages and healers.

Useful for archers, attacking at long distanice




















