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SO BEGINS THE -
PALADIN'S QUEST

e —————
I n ancient times, the == e

highly advancedsociety | =

of Reiyold mysteriously
disappeared. Bizarre forms
of machinery were all that [ _
remained of this great city. | EEEEEi
Since then, eight wise and |
mystic Spirits were discov-
ered among the rubble.
Upon these ruins, a Magic
School was constructed.
Here, great wizards stud
the Spirits, trying to unloc
the secrets of their magic,
the key to power remaining
just out of reach.




Nearby, in the small town of Reiyold, great magic
potential was found within the mind of a small child
named Chezni. With much joy and some sadness,
Chezni’s mother sent him to attend the Magic School.
Having a natural talent for magic, Chezm quickly
became one of the school's toP students. However, he
will soon learn that having a "special gift" may some-
times do more harm than good

Far away, on the mp==
southern continent of
Lennus, the evil dictator
Zaygos has finally com-
pleted his plan for over-
taking the northern con-
tinent, home of the Magic
School. Unknowingly,
Chezni embarks on a
dare that will brin
about the demise of a
life as he knows it.
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“_ LENNUS WORLD MAP

_

The land masses of Lennus are split in two by the
mighty Equator Rivers. The continent of Naskuot lies to
the north, and Saskuot to the south. Ten tribes dwell in
these lands, and they meet in peaceful trade as A
often as they meet in violent battle. Naskuot ~ -~ ' = =
isarich farming country, while Saskuot =0
has only poor soil. Born in Naskuot, .
Chezni will sometimes face ﬂntagcn-
nism in the south.




The Throne of
The MAsTers

The Island
F Daphne

of Zaygos




QUEST CONTROL-

During the game, you will mainly play in two screens,
the Field Screen and the Battle Screen. The controls
work differently in each one.

= Field Screen ContrOllER —

In the Field Screen, use the - j'*\_-
controller as described here E.E
and on Page 9. To change a i
button’s function,see"SYS"on : 9P
page 13. The buttons are de- | .
scribed here in their default /' s}
setting. & 7 <
% N S

A BUTTON

In the Field Screen, to talk, land
the spaceship, examine places
and objects, or take other ac- % i

tions, push A Button.
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i  BBUTTON

Tocancelacommand, you
must push B Button. Press-
ing B to answer a yes-no
question. automatically
means "No."

‘When you want to enter
the Command Window,
push X Button.

Y BUTTON

To check maps when you
are in the Field Screen,
press Y Button.

=BatTle Screen ControOlleR =

On the Battle Screen, you will primarily use Control
Pad to take action. Below is an explanation of how the

Controller works.

CONTROL PAD

In battle, use Control Pad
like this: Push up for op-
tion #1. Push right for op-
tion #2. Push both down
and right for #3. Push
down for option #4. Push
both down and left for
option #5. Push left for
option #6.

A BUTTON

To choose the option to
the right of the cursor,
push A Button.

The L, R, Start, and Select Buttons
will not be used in this game.

B BUTTON

Press B Button to cancel a
command and return to
the previous one.
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- BEGINNING THE GAME

s e |

At the start of PALADIN'S QUEST, you can watch a demo
about the characters or return to an earlier game.

Mode SelecTtion

Tobegin play,insert the Game Pak into the
control deck and turn on the power. When
the screen appears, select one of the modes.

NEW GAME

If you are playing for the first time, or want to begina
new game, select New Game. To do this, move the
cursor to that mode with Control Pad and push A
Button. You can then choose to change thenames of the
main characters, Chezni and Midia.

— CHANGE NAME

Use Control Pad to move the cursor to a letter,
then push A Button. Push B Button to cancel.

CONTINUE

You can save up to four games.
To return to one of them, select
Continue mode. A list of the
saved games will appear. Move
the cursor to your game with
Control Pad and push A Button.
You will begin the game from
the point whereit waslastsaved.




of Lennus unfold and see the
main characters.
Game Over

When you lose all the mem-
bers of your party, the game
will end. The Select Mode
screen will then appear,and
you can choose one of the

three modes: New Game, -

Continue, or Demo. If you
have saved your game, or if
you want to return to a pre-
vious game, select Continue.
The game chosen will open
at the place where you Efst
saved it. Or, if you want to
start over from the begin-
ning and try a different
strategy, choose New Game.

You can always save your
game at a Hotel. You can
saveinother places through-
out the game, such as in
cavesorlaboratories, but this
happens randomly--don’t
count on it.

If you do not select any of the
three modes, or if you choose
Demo, you can watch the story

Save Game




THE SCREEN

You will automatically switch between Field Screen

and Battle Screen as you travel and meet enemies.

e | HE Fi1Eld SCREEN

Press X Button while you are inthe
Field Screen to bringup the Command
Window. In this window, you can
choose one of six options:"EQP, STR,
RANK, EXIT, MGC, and SYS.

89%% _mmmm
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When you select EQP, four more options appear. Move
the cursor to the one you want, then press A Button.

USE

Select characters to use their
equipped items. If the item you
want is not equipped, choose Item
Bag. You can use items directly
from the Item Bag.

ABNDN

Sell or throw away the items you
do not need.

EQUIP

Touse Weapons, Armor and ltems
in combat, choose them here. You
can only do this for Chezni and
Midia.

| ORDER

Put the cursor on an item, push A
Button, use Control Pad to move
thatitem, then push A Button again.

STR

Choose this option, then pick a character and push A.
Two new options appear: ABILT and MAGIC.

ABILT

This shows you the weaponry and
items of a character, as well as his
or her status.

MAGIC

Select this to check a character’s
Spirit Meter and spells. Pick a spell
and push A Button to see its effects.

N



RANK

The front member of your party faces the worst of
enemy attacks. Use this option to move the person with
the most HP to the head of the group.

EXIT

Tosend away a mercenary, select this command. Use
Control Pad to pick that person, then press A Button or
the button you have chosen.

H

Select Use to cast spells or choose Order to rearrange
them. You cannot rearrange spells when you are in the
Battle Screen. -

USE ORDER

Select this option, then the person  Rearrange the spells by using
who's spell you want to use, then ~ Control Pad and A Button.
the spell.

SYS

Select this option to change message speed; 1 is the
fastest. Also choose System to change the functions of

buttons. What this means is that you can change what
each button does. For

example, you can make
B or X or Y the button
you use to perform the
activities normally
done by A Button.
Modify the buttons ac-
cording to the options
provided.




YesThe Barrle SCREEN

When an enemy approaches, the Field Screen is re-
placed by the Battle Screen, as shown in the photos

below. Now you will mainly use Control Pad.

The Field Screen
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The Battle Screen

ACTION WINDOW

Before any action occurs, you must decide what you
will do. Four options are offered: SPELL, DEFEND,
WEAPON, and RUN. Choose one.

SPELL

This presents the list of spells
available. The ones with green
letters are useless for attacking.

—— WEAPON

Select the weapon or item you
want. It can’t be used unless it was
chosen under EQP.

R | T

The character will concentrate
more on defense than offence, to
reduce damage by half.

RUN

Use this option if your party has
low HP or an injured member.
Escape is not guaranteed.

Enter battle commands for all characters. When fin-
ished, you must confirm your choices. Pick No to make
changes. Answering Yes begins the fight, and you can’t
change anything until a round ends.

/N



IDENTIFYING SYMBOL

TheHP countforeach characterappearsat thebottomofthe
Battle Screen. Getting wounded or casting spells uses up HP.
When someone is affected in the following ways, a symbol
identifying the injury replaces the HP count.

—— POISONED

When a character has been poisoned, he or she will
lose some HP for each step taken after a battle.

—— CONFUSED

This is a dangerous malady that causes a character
to brutally attack friends as well as enemies.

—— PARALYZED

You can restore a person who has been paralyzed
only by using a special item or by casting a spell.

— SWALLOWED

A swallowed character can only be freed when the
responsible enemy is defeated.

— FROZEN

Only magic inflicts this damage. Recovery comes
naturally, but slowly. Remedy the condition.

—— UNCONSCIOUS

This injury takes all of a character’s HP. You cannot
restore that person until the battle is over.

HEEEE



IMPROVING BATTLE
SKILLS

To defeat the monster, and then challenge Zaygos and
win, Chezni and Midia must develop their skills.

b- ]
_ AbiliTy
As a character defeats enemies, his or her experience

Eoints increase. Once the points reach a certain num-
er, he or she will Level Up to a greater degree of skill.

The Level Up improves a

character’s abilities (de- SRR 1
scribed below). Chezni T 1207
and Midia must fight of- [k e
ten to Level Up. ENDITE =
—— [POWER LR L4
This measures a character’s Attack |':’|TT|r: ], l E
Power without counting any e -
Weapons or Items. ) F E 1 1 ti
SP TT ¢ ' 1 :Ei .-’
Here you see the natural speed of
a character. This also doesn't | ATTCK

include either Weapons or Items. i
P This is the measure of a party

ENDUR member’s Attack Power including
weaponry.
This indicates a party member’s
defensive capabilities without ——| DEFENSE
Armor or Shield. Look hereto seea person’s defense
LUCK ability with Armor and Shield.

Having a lot of Luck helps a ATTKSP|
character avoid enemy attacks,  This demonstrates the character’s
improvingthe chancesforsurvival.  agility with Items or Weapons.

A




@ @
SpiriTs
By combining the eight Spirits, you can
create 37 different spells. You can’t use
a Spirit to cast spells unless you have
the proper book. The power of a spell

will increase each time it is cast. The i ' '
\Emts are: B-Earth,@-Water,E3-Fire E .—Sky, .—nght

=Air, EB8=Heart, and EB=Sphere.
“

TOWNS AND VILLAGES

R ————————— . |

Visit every town and talk to the inhabitants to learn the
latest news. Each town has the following establishments:

One way torecover frominjuriesor save the
game is to stay at a Hotel. The amount

charged differs at each Hotel, but it’s worth the cost.
Everyone in your party will fully recover their HP.

TOOL HOUSE

The Eropr'ietors don’t accept trades, but they
will buy items you no longer need. You must
pay for new items.

LEARNING CENTER

In these shops you can purchase the Books
of Spirits. Each store offers two books.

WEAPONS AND ARMOR STORE .

You should sell old weaponry here, and
upgrade. Look around carefully for new

things to buy.
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 SOLDIERS OF FORTUNE

e

The maximum number of people in
your party is four. Usually, two are the
hero and heroine, and you can hire two
mercenaries. Sometimes Midia must
leave to look after her parents. You can
replace her with a third mercenary.

...Level ...Power .-i.:'.j.uck ...Defense Power
...Experience ..Speed - Attack Pawer- ...Attack Speed
] . .Hit Point ...Endurance ..Spirits i y.
: = il bt o e

Slayer
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You cannot give weaponry or ltems tosoldiers, nor can you sell whatthey

originally carried.
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QUEST CLUES

—————————————x|

As Chezni and Midia search for the monster, and later
go after Zaygos, they will need to look for help in
strange places and collect anything that looks useful.
Each must quickly build experience.

Be Fmendly

Take every opportunity totalk”
to people. If at first they are
difficult,don’tgive up. Ask your
questions two or three times.
Some people who give you one
answer may changeitthe next
time you ask. Be very careful

with the irritable people of Saskuot. If you feel lost or
without direction, go back and talk to more people.

Save Tthe GAME

When all of the members of
your party lose their HP, the
game will end. When you
Continue, you start at the
point where you last saved,
so try to save often. The en-
emies you face in the dun-
geon are fierce. They can
wipe out your whole party.
Save the game before de-
scending into this ancient,
man-made cavern of night-
mares.

A\



———Weapons ANd ARMOR=——

Upgrade the weaponry of
everyone in your group
whenever possible. The price
of armor, items, and weap-
ons increases as does their
power (see the poster). Pro-
tective armament can work
like spells or items when it is
used ina battle. For example,
the Fire Shield will shoot a
fireball justlike the spell FireS,
and the Svn Shoes will in-
crease your agility just like
the spell, SPUP.

Healing PoTions

When far from a Hotel, the
party must rely upon Heal-
ing Potions to recover HP.
Each of the four Potions has
itsown special kind of bottle.
The Potions have different
effects, as described in the
[tems section of the poster.
You canrefill Healing Potion
Bottles at Items Shops, so be
sure to do so before ventur-
inginto the country.Youcan-
not use a Potion in battle
unless the bottle is equipped

at your belt.
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Search the town of Ratsurk
for a clue.

Take time to visit Rester
Island.

Camp out at the famous
Skuruu site.

Find and climb Denebra
Mountain.

Wander about the town of
Hagudo for a while.

In Jurayn you will find
something of interest.

Doubor has much to offer
those who visit.

Go to the Equator and
locate Daphne.

Meet Strabo in the cave of
Dragon Mountain.

The town, Barsas, should
not be passed.

Explore the sacred place
east of Barsas.

You will find Rekuon town
by the Rope Network.

Show your respect at the
Throne of the Masters.

Return to the Equator to

- seek inspiration.

In Misuto you will obtain
valuable information.

Search the cave that lies to
the east of Misuto.

S888883E83E8888806
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Let yourself be captured by
the Resistance.

Spend time in the town of
Conshiuto.

Be a tourist in busy Karon
town.

Do not miss the Tower in
the southwest.

Go see the hideout of the
Resistance.

Take time to look around
the town, Roki. '

Carefully study the Palace
in the south.

Explore the rooms of the
Castle of Zaygos.

Inthe Tower, try tofind Noi
Gren.

Takeheartand descend into
the Dungeon.

Receive new lessons at the
Magic School.

Visit Chezni’s hometown,
Reiyold.

Take passage outto Dasdan
Island.

Locatethe Unknown Island
afloat in the ocean.

Find a path through the
Labyrinth of Crystal.

Climb into the ancient
machine, Dal Gren.



90-DAY LIMITED WARRANTY

90-DAY LIMITED WARRANTY:

Enix America Corporation (“Enix’’) warrants to the original purchaser that this Enix
Game Pak (“PAK”) shall be free from defects in material and workmanship for a
period of 90 days from date of purchase. If a defect covered by this warranty
occurs within this 90-day warranty period, Enix will repair or replace the PAK at
its option free of charge.

To receive this warranty service:

.
DO NOT return your defective Game Pak to the retailer.

2

Notify the Enix Consumer Service Department of the problem requiring warranty
service by calling: (206) 861-4927.

Our Consumer Service Department is in operation from 10:00 A.M. to 5:00 P.M,,
Pacific time, Monday through Friday.

3.

If the Enix Service Representative is unable to solve the problem by phone, he will
provide you with a return authorization number. Simply record this number on
the outside packaging of your defective PAK and return your PAK FREIGHT
PREPAID AND INSURED FOR LOSS OR DAMAGE together with your sales slip
or similar proof-of-purchase within the 90-day warranty period to:

ENIX America Corporation
2679 151st Place N.E.
Redmond, WA 98052-5522

This warranty shall not apply if the PAK has been damaged by negligence, accident,
unreasonable use, modification, tampering, or by other causes unrelated to
defective materials or workmanship.

WARRANTY LIMITATIONS:

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE
HEREBY LIMITED TO 90 DAYS FROM THE DATE OF PURCHASE AND ARE
SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL
ENIX BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RE-
SULTING FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES.

The provisions of this warranty are valid in the United States only. Some states
do not allow limitations on how long an implied warranty lasts or exclusion of
consequential or incidental damages, so the above limitations and exclusion may
notapply to you. This warranty gives you specific legal rights and you may also have
other rights which vary from state to state.
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