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A\'ﬂ!ﬂlllﬂ Bafore playing (his game, read the Xbox 360 Instruction
Manual and any peripheral manuals for important safety and heaith information
Keep all manuals for fulure reforence. For replacement manuals, see
www.xbox.com,/support or call Xbox Cusiomer Support.

Many years passed, and the reason for the anclent civilization's downfall was
all but forgotten. Our story begins in the tiny village of Talta, located in a
remote corner of the world where violet clouds have ominously appeared
annually for the past 10 years, bringing with them great destruction...

Important Health Warning About Playing Video Games

Photosensitive Seizures

A veary small percentage of peopls My axparisncs & seizuns when oxposesd o
cenain visual images, including Nashing lights or patterns thal may appoaar in
video games. Even peophe who have no history of seizuns of epilepsy may have
an undiagnosad condition thal can cause thess "pholosansitive epllaplic seizures”
while waiching videc games.

These seizures may have a variety of symploms, including lightheadedness, A bright and curious 16-year-old boy n
alterad vision, aye or face twilching, jerking or shaking of arms or legs, whose parents died during an =
disorientation, confusion, or momentary loss of awaranass. Selrures may also epidemic several years ago, leaving (-]
cause loss of consciousness or convulsions that can lead to injury from falling him to live with his grandfather =
down of siriking nearby objscts. Fushira, a blacksmith. Shu loves to -
Imwdhmlylmﬂﬂﬁrvmdm‘:_iammwﬂrﬂm explore the forbidden ancient ruins
symploms, Parenls should waltch for o children about the above near Talta Village. His cou -
symploms—children and teenagers are more likely than adults 1o experence mmmm.n“umrm?
these seizures, The risk of pholosensitive apileplic selzures may be reduced by e
Mimlmtmmmm:.&thMMhm;muTm; Dragon Shadow >
in & wall-lit ; and do not wh af . '
play in a room; and do Aot play when you! s Uroray or felig Shu's Shadow takes the form of a =
i you or any of your relatives have a history of seizures or epilepsy, consult a fierce dragon with two homs and
doctor befora playing. mnﬁc w’inﬂﬁ- 2
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Shu's 17-year-old classmate. In contrast 1o Shu's daring
nature, liro is all about careful planning and prudence,
Though he is quite smart, he sometimes makes
miscalculations, and can become discouraged
when his plans don't go right.

Minotaur Shadow

Jiro's Shadow is a minotaur, a
mythological creature with the body
of a man and the head of a raging bull,



CHARAMCTERS

STORY

than her age implies. K
a year ago in the annual disaster
her loss brought her closer to her friends Sh.l and Jiro. Like
her parents, who were physicians, she has a kind and
caring nature, and she s always willing to
fight alongside her friends.

Phoenix Shadow
Kluke's Shadow is the legendary
phoenix, a mythical bird reborn from

MLRUMARB

A member of the Devee THhE{H ra::en-f
bat-llke humanoids), Marumano's age is
unknown, but he has the energy and
enthusiasm of a child. He usually talks
louder than necessary and is often tactlessly
honest. As. is customary among his tribe, he
uses Devee Dances to express his feelings.

Saber-Toothed Tiger Shadow
Marumaro's Shadow takes the form of a saber-tooth,
a powerful prehistoric beast with terrible fangs.

A mecha robo who has sworn allegiance o Nene,
Szabo is always by Nene's side, protecting the old

man from harm

g L Rl

: ‘wise guidance. Although she rarely shows her true
feelings, she proves to be a very strong ally.

Killer Bat Shadow
Zola's Shadow is a ferocious Killer bat.

¥}

A mysterious old man who s able to
manipulate the ancient machines that are
scattered throughout the world. Nene wields

a Shadow that is far more powerful than those
of Shu and company. He lives in his giant Flying
Fortress, shrouded by violet clouds, and enjoys
tormenting humankind.

To what end, no one yet knows...

Deathroy

Mene's little companion, who may have besn
found amid some ancient ruins. The lower part
of Deathroy's body is encased in machinery,
which is tethered to Nene's shoulder.
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Press @ when you see the message “press START."

If no games have yet been saved on a storage device, select a storage device
for saving a new game. The game will start in Talta Village, the home of our
hero Shu.

Try moving Shu around using the left stick. Get ready for an exciting adventure!

EDNTINUING A SAUED GAME

To continue a previously saved game,
select “load game” and press . Next,
select the storage device containing the
saved game and then the game you
want to continue, pressing @ each time
to confirm.

Selecting “new game” starts the game
from the beginning.

" Our adventure takes place In a big, wide worid. The Field Screen

Switching Discs

Blue Dragon™ consists of three discs. If you
have a saved game from discs 2 or 3, you can
continue a game directly from that specific disc.

the camera.

contains controls you should familiarize yourself with.

SCREEN DES{!RIPTIDIN

Character: The characier you Mansters: Monsters that Shu and
assigned Lo lead the party (on his friends. batibe.
the Main Menu).

Simple Status: Status
of party members.

Map: Map of the surrounding area. On the World
Map, a compass appears instead of the map. YWhen
traveling by mechat, & red compass displays when
you cannod kand In the current area.

='| Simple Status

Lise the left stick to move across the field. Move it slightly forwand to walk, and
mowe it all the way forward 1o run.

EWITEHIHG CAMERA &HGLES

While mming. pull the left trigger 1o switch the camera to the default Wﬂlﬂﬂn
which is behind your character. You can also use the right stick to move

'ﬂﬂih mﬂ

-—

ek A Ry iy ! T

asTand

H 33423265



SCREEN

FIELD

When you get close to an important item in the fiskd (suech as a treasure chiest
or machine), @ appeans in the lowerdeft of the screen. Pressing @ at this time
aliows you to investigate the item. You can also open doors and push buttons
by pressing @.

Mote that there are other places you can investigate, even when @ is not

displayed. So if you 56 Something interesting, press @) 1o investigate. The
miesssage “ROTHING® appears If thare is nothing thire,

a71314

MAIN MENLU

Pressing () brings up the Main Menu. Use the Main Menu i check character

status, use spells and iems, get accessonies and weapons, change Shadow
classes, set skilis, and a few other things. (For more information, see page B.)

MENU

M3I3HIES

FIELD

Pulling the right trigger displays the Field Menu and the Encounter Circle. On
the Field Menu, you can select and choose which monsiers in the Encounter
Circle you want to fight. You can also set a field skill, (For more information,
see page 13.)

Press the START button to display the World Map. You can use the left and right
bumpers 1o 200m in or out.

:

STORES

You can buy and sedl accessories, spels, and
Ootivi it al Siores,

To buy or sell an item, Select the Rem,
spacily the quantity using the left
stick, and then press @

Speak with the innkeeper to find out how much it costs for a one-night stay.
Steying &t an inn allows characters to recover all their HP and MP and even
recover from an abnormal state (such as Polson, Stink, etc.).

SAVE POINTS
Yiou can save your game by finding a glowing blue cube, touching it, and then

pressing @ The Save Screen appears after you select a storage device. Select
where you want to save your game and then press i to confirm.

Once you pass 8 checkpodnt, even if your antire party is wiped out, you can
continue your game from that checkpoint.

u Switching the Confirm and Cancel Buttons.

@ “confirms” and @ *cancels” by defauli,
bt you can Switch them by going o the
Main Menu (@), selecting Settings. and
then selecting Controls (General).

* Mote that @ is always confirm and @ is
always cancel when controlling Xbox 360™
console functions, For mone information,
check the buthon guide thal Appears an Screern.




Gold: Amount of money you have.

Madals: Number of medals you have.

Locatlon: Party's current location,
Tima: Total time you've played Blue
Dragon.

Leader: Character at 1

z the front of the party. |
| [

]

=

- Menu: Available menus, Hedp: Information Stats: Status of

- on buttons 10 use to all party mambears.

control this screen.

=
a8 Stats
s Help
Switch (to Front): Use the left or right bumper to move the star to the character
you want at the front of the party. That character will be the one you control in
the field.
Quit Game: To quit the game, press the BACK button. Select Yes and then
press @

8

v Levval Amack Phaysical altack pownt
HP Remaining HPMMax HP Defense Durloresive power agains! physicad
NP Remaining MPSax P Magic Atack Magic aftack powes
EXP [Experience Poims Mage: Dederse Diedesmaive: power Bgainsl magic
Mext | Experience Poinis required 10 gain a kevel Aglay Quicknass
8P Shabiow Points [Expenence Poinis o Tha Rank Rank of curment class
current clasa)
Maxi I+ | 5P required 1o aitain e red ciiss mnk

28 Types of Abnormal States

Characters may end up In an abnormal state after suffering certain attacks from
monsters (or from another cause). An icon appears on the status screen 1o tell
you what state your character is in. Most abnormal states end when the battle is
over, but the effects of Polson, Stink, and Petrify continue after battle until they
are cured or dispelled.

targe talls asleap for a sat Poison: The argel receives
rﬁln&:ﬂEMWMr dampge & predetemringd inlervals

Stink: The can ba found mone easily
on e field, ncraages g probabidiy
of the tanpst being stunned during batie

Stun: The tanget carrot move or parform

g Welslon: The targel s Inslommed o & fog.
any actions for a tima

iy crasan 00 & e, Howvegr, fTAcks that
e target inflict less damage.

-ﬁ perdorms Paralyze: The targel is sturrid lof 8 ime
aciions for a paniod of tma, bul
retumns o rorral when b with damage

Puirity: The I8 lumed o stona
The game ends il all party mambars
becoime Petrified.

KO'd: The loses consoousness. Ad the
o of buie, HP gats 10 1. The
(e gndts: il al MEMmbers &% knocked
IFCONSTIOUS.
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MENU

MAIN

SHADOW

ére you can check a Wmmrw andmwﬁ.ﬁiﬁiﬁn

r;n.!nga classes here.

Changing Shadow Classes

Push the left stick up or down to select a party
member and display his or her current Shadow
class, and classes that have been unlocked
and their ranks. Press @ to change class,

Push the left stick up or down to select a class
and check how the character's status will be
modified if you change to that class. Press @
to confirm the switch.

This is whara you can check and change skills,

Changing Equipped Skills

Push the left stick up or down to select a party
member and display the skills and basic skills
he or she currently has equipped in the skill
slots and basic skills slots. To change an

equipped skill, press .

Select the skill slot you want to fll with a skill

and then the skill you want to equip [pr&ssing.-e&[:h time to confirm). You can
remove currently equipped skills by selecting Remove. However, you cannot
remove of switch skills marked with a star.

Basic Skills
Basic skills (those marked with a star) in each
class are present from the very beginning of
the game. You cannot change or remove a
basic skill

Push the left stick up or down to select a party
member and display the accessories the
character is currently equipped with. Press

@ 1o change accessories.

Select where you want to equip the accessory
and then select the accessory itself (pressing
@ each time to confirm). You can remove
currently equipped accessories by selecting
Remove.

Cnafactem can use magic or items to recover HP and MP, as wall as recover
from abnormal states. Push the left stick up or down to select Spells or
Itams (for more information, see the next two sactions).

You can check the spells available to & party member and the recovery spell
he or she can use,

Using Spells

Select a party member who can cast spells
and the spell that he or she will cast, and then
decide which party member to cast it on.

Switching Characters

When the icons for the left and right
bumpers appear on the upper-right
and upper-left of the Main Menu, you

can use the bumpers to quickly switch
between party members,
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MERNU

MAIN
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discover information that will help you in your jourmey!

Using Items
Selact the item type and the item to use, and
then decide which parly member to use it on,

FORMATION

Formation allows you to specify which party members will be in the front row
and which will b in the back row during batiles.

Formation
Using the left stick, select the party memier
whose pogition you wigh 1o change and then
press i, Push the stick up or down to switch
between the front and back row, and push right
of left 10 gwitch between the lefl and rght sides
Push @ again to complete the change.

Diffarences Batween Front and Back Rows

During a battle, the characters In the front row are more exposed to physical
attacks from monsters, while those in the back row ane less exposed. On the othe:
hand, the attacks from characters in the back row are less powerful than thosa in
front. Maglc attack strength is unafected by character or monster pasition,

When you use & Warp Hey 1o sctivale a Warp Device, “Warp™ is added to the
Main Menu.

Activating Warp Devices

You can activale Warp Devices once you obtain a Warp Key (which appears
under lems), Whenever you discover a Warp Device, approach it and then
peess @) The Warp Map appears.

Warp Map
To warp to a point on the Warp Map, push the left stick up or down 1o select 8
Warp Point and then press § to warp to the device at that location. Use the lefi

o right bumper to enlarge or reduce the map.
. Li_:_t*'*- :_H.L .

| TR

change varigus game settings on this :
then use the left stick to change its satting. Select Restore Defaults to
all settings back to their defaults.

While you're traveling the field, you can save your progress by selecting Save
and then pressing L

Skills that you can use while in the fleld are known as feld skilis.

Flebd skills include skilts that make it hardes for monsters to spot you :

and thosa that halp you defaat them., .

=

| FIELD MENU . =
|

On the Field Menu, you can assign fiald shills to the right and left bumpers. =

To display the Field Menu {while in the field), pull the right triggar. :

| B8 setting Fleld Skills -

w

To assign a field skill, use the left stick 1o select
a bumper then press @ to display a list of all
the finld skills available to the character, Select
the skill, and then press @ to assign it o the
bumper, To close the Field Menu, pull the

right trigger.

USING FIELD SKILLS

i Pressing the right or left burmper allows you o use figld skilks that you have
assigned to those buttons, You can also use two feld skills together. For

| cximphe, when running around the feld, you cin use Field Barrier (o defeat

wedker gnamies (instead of engaging in battle or renning around them), and
then use Stun Bomb to paralyte stronger enemies that are unalfectsd by the

Field Barvier.
#f‘ Fa, §
i

e, 1




ENCOUNTERS

Giik i

that guard treasure chests or o oCcurs
when you come Into contact with a8 monster. You must then battie
that monster.

DETECTED

‘When 8 monster spots you, the message “DETECTED” appears. The maonster will
efther approach or attack you and your party. if you want to avodd an encounites,
do your best to move eway from the monster.

BEING ATTACKED

‘When you nun into monsters, the agility of youwr party members and of the
maonsters will determine who attacks first. The direction in which you ran into
the monsters also determines who attacks first. When a monsier attacks first,
the onder of battle is skewed against you (the monster is more powerful).

ATTACKING

You can also initiste an attack. Press @ to launch a dash attack on a monster.
In this case, the battle order occurs in your favor.

SPECIAL ENCOUNTERS

Moving behind a monster to initiate an attack is called a back attack. Attacking
a monster fram behind gives you an advantage in battle. Conversaly, if a monster
attacks your party from behind, a surprise attack resulis, which reverses the
front and back rows of your party.

X

USING THE ENCOUNTER CIRCLE
afling the right trigger when you are near a thaﬂddllmll'_:'

 &nd an Encounter Circle. Monsters within the Encounter Clrcle are su :
by a target mark and thair names appear in the Fleld Menu (on the right of
the screen).

W Fight All Enamles!

Selecting “Fight All Enemies!™ on the Field

Menu means you will fight afl the monsters
in the Encounter Circle. Note that pressing
the |aft stick moves the cursor to “Fight

Al Enemies!™

B Fight One Enemy!

When there i more than one monster within the Encounter Circle, vou can
select the monsters you wish o Aght by Selecting them on the Field Menu,
pressing @, and then selecting “Fight One Enermy!” (if you select just one)
or selecting “Fight Selected Enemies!” (If you selected mare than one).

CONSECUTIVE BATTLES AND BOOSTS

When consscutive battles resuwlt from
Encounters with multiphe monsters, you gain
& boost, which increases your ability and
continues until the consecutive battles end.

m
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The: message “BOOST™ appears on the right of
the screen between battles. Press @ to stop
the rotation. ¥ you do not press @ during a set
period, the rotation will stop automatically and
you'll recedve that boost by default,

Sometimes if two or more monsters ane In the
Encounter Circle, thelr names may appear
yellow. When a fight is Initisted with these two
{or more} mansters, they may fight each other,
oOF one monster may even eat the other.




Turn order: Indicates the
order of action for party
members and monsiers,

Remaining number of consecutive batties:
Shows thie number of battles remaining for
consecutive batthes,

Status changes:
Displays temporary
changes in the status
of party members (hold
down the left or right

bumper).

"]

L

=

= Battle commands: Enables you io Simple status: Displays
| = select actions for party members, the basic status for party
| = members.

m

' as Example of Turn Order

Party members and monsters can do battle in the tum order shown at the top of
the screen, starting from the left. In the example below, Shu is able to act first,
followed by Marumang.

0 L B R B

Once Shu finishes his turn, his icon shifts 1o the position indicated by the anmow.
This means his next turn will come after Monster C's turn. The order of the next
turn is determined based on various factors, like the previous attack and the
character's agility,

A
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types of attacks and spells enable a
charge-up. The Charge Meter appears
whenever you perform an action in battle that
can be charged.,

2% Charge Meter

Holding down @ causes the Charge Meter to rise and fall. Releasing @ stops the
meter at its current position. When the level on the Charge Meter is high, magic
will have a wider area of effect and skills will be more powerful. You can also tap
@ quickly two times in a row to use magic and skills without a charge-up.

B Impact of Charges on Turn Order
When the charge is high, there is a disadvantage. There is a time lag before the
action takes effect

1 2

When the meter is in the range indicated by [1] in the above example, the effects
of magic and skills will take place following Kiuke's turn. If the meter is kept in
the range indicated by [2], the use of magic and skills takes place following the
Ancient Beetle on the right.

H Sweet Spots

The orange portion of the Charge Meter is known as the sweet spot. Keeping
the meter in the sweel spot reduces MP consumption and lessens the time lag
before an action begins.

Ss3711Vv 8

Attributes
Spelis, skills, accessories, and monsiers are among some of the game’s
components that have attributes. There are six attributes: Fire, Water,

Wind, Earth, Light, and Dark. Monsters may have weak resistance against
specific attributes or be unaffected by attacks from others.

Example: Monsters with the Fire attribute are weak against Water-based
attacks but are barely affected by Fire-based attacks. Meanwhile, ghosts.
are weak against Light-based attacks.

The attributes of an accessory can enhance the attack and magic effects
of the attribute it possesses and increase the defense power against
attacks based on that attribute.




BATTLES

Initiate a physical attack. Use the left stick to
select a targat and then press @

Press (¥) to alternate between selecting
monstars and party members.

B Effect of Character Formation

The attack power of party members in the back
row is weaker than those in the front row. In
most cases, party members are unable to attack monsters that are in the back
row. However, a party member aguipped with the Long-Range Attack skill can
attack a monster regardiess of its position,

e

28 Defend

Defend against physical attacks. Damage from
a physical attack can be reduced to a level less
than usual. A party member equipped with the
Magic Defense skill can also defend against
magic attacks.

BB Skills

Skills a party member is equipped with, such as
Magic Sword and Steal, appear in a list of
commands that you can select and use. Select
the name of the skill you want to use and then
the target you want to use it on, then press @@
to use it.

B8 Spell

Use magic specific to an individual class or
magic of a skill that a party member is
equipped with. Press @ to select a class and
display a list of spells. Select the spall you want
to use and then the target you want to use it on,
then press @ to use it.

to select a type of item (Attack, Heal,
or Support) and display a list of items. Select
the item you want to use and then the target
you want 1o use it on, then press @ to use it.

H Formation

Switch party members between the front and
back rows.

== Flee
Flee from a battle. Note, however, that you will

not always be able to fiee. If you fail to escape,
you logse that turm.

Ss3TL4V A

ABMORMAL STATES

During a battle, you may find yourself in an abnormal state as a result of 8 magic
attack from a monster or enemy, You can reverse such changes in state using
magic or special items.

Fropen | The aMecied langel canmol peronm any actions. Revive the target using Fie-based damage.

Burning | The body s enguifed in fiemes and continues 1o incwr damage. Flames will be mdinguished after taking
waler damage.

lombie | Unabie o atiack monsiers and can only atlack group membars. Game is over 7 all group memibars
become: Zombles

Sealed | Seals your Shadow
Ghost | Uinable to land physical aftacks. Bul magic afiacks an siil valid




BATTLES
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Experiance Polnis (EXP): Experience points that a character obtained in batthe.
Shadow Polnts (5P): Experience points that a Shadow obtained during a batthe.

Comibo: Number of parties of monsters encountered simultaneousty.
Gold: Amount of gold obtained from the battle.

B Class Uniocked

Each time a party member reaches a certain
level, *Class Unlocked® appears, indicating that
the character can unlock a new class. In the
Class List, select the class you want to unlock
and then press .

W Mew Skl

When a party member's Shadow goes up a
certain number of ranks, *MNew Skill® appears,
indicating that a new skill is available.

2% Game Over

The garme ends when all party members are unable to battle (such as when
thair HP is reduced 10 O or they are all Petrified),

W Continuing from a Checkpoint

If you passed a chetkpoinl. you can continue your game from that point, even

iff your entine party was wiped out. If you can continue from a checkpoint, the
“Restart from thee last chackpoint?” appears. Select Yes, and then

m:

B Loading a Saved Game
On the Game Over screen, press @ (o retum 1o the START screen, select “inad
game,” and then press @,

W Starting a New Game
On the Game Over screen., press @ 10 retum o the START screen, select “new
game,” and then press @,

MECHAT CONTROLS SCREENM

Below are some tips on using 8 mechat:

B Mechats move automatically, To fine the machine gen, press and hold . To
alm the cross hairs, use the left stick. Try shooting down enemy missiles! To
tum the mechat left or right use the rght and left bumpers or triggers. To
pause and resume the game, press START.

B Machine gun ammo s unlimited, but firing the guns continuously Causes the
heat gauge io risa. if the gauge rises to the top, the machine gun disables for
a predetermined amount of time. Stop firlng the gun before the gauge
reaches the top, and the heat will gradually reduce.

W To lock & missie onto a tanget, press and hdd'.. To fire the missile, ralease
e bution. Missiles automatically seek their target until they explode, but
they will miss if the enemy moves outside of the missile’s range. Once you run
out of missiles, you will have to resupply (wse the yellow item Box that
appears when you shoot down an enemy missile or aerial mine with your
machine gun).

B As the mechat takes damage, its HP meter goes down. The game ends if the
meter reaches 0. Collecting blue ltem Boxes raises the HP meter, In addition,
if @ barrier is available, you can automatically block enemy fire until the
“Mumber of times the barrer was used” indicator reaches 0.

LYHOIAMNW
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SHADOWS

CLASSES

Classes are the various types of abilities
@ Shadow can have, Switching classes

your status and enables you to
use different skiiis.

B Unlocking Classes

Initially, & character will have access o only a
limited mumber of classes, but sach tima he or
she goEs up 8 ceriain number of levels, a nisw
class unlocks, theraby increasing the number
of classes available.

M Gaining 5P and Boosting Rank

Each class has special Experiance Paints
known a5 Shadow Points (SP). The rank of a
class rimes when characters gain 5P in battles.

SKILLS

Each class has its own unique magc power and
technigues known as skills. New skills become
avallable each time you reach the reguired
class rank. The various types of skills are:

= Skills that take effect automatically when
you equip them. These include: Absorh HP,
Battle Essence, Regenerate MP, and more.

+ Skills that take effect when you wse them in battle or other specific situations.
These include: Magic Sword, Mow Down, White Magic, and more,

+ Shills that you can use while moving in the field (field skills). These include:
Fiedd Barrier, Stun Bomb, Stealth, and mare,

Skills in each class that are equipped from
the beginning of the game (and cannot be
removed) are basic skills. These skilis have a
star in front of thelr name.

To equip party members with additional skills
(up to the number of skill slots he or she has.
avallaie), sedect Skill on the Main Menw. You
can equip skills in the current class as well as skilis in other classes. For
example, 8 character currently using the Monk class can equip the Mow Down
skill from the Sword Master class, enabling the Monk to use that skill.

Classesl&SkKills

SHADOW POINTS )

Changing classes and setting skills will be crucial in developing your Shadow's
patential.

Learn new skills by battling monsters 1o increase
the rank of your Shadow's classes,

Unlock new classes by leveling up. This also
enables you 10 SWilch 10 & new Cass.

Equip & new skill from a different class and At
monsters to develop that class,

Gain new shills by boosting the rank of a
new class,

You increase the number of skills you can use

by mn boosting your

£E3sSE8E¥Y1)
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& S HKILLS

CLASSES

/

Unileash ordinary physical attacks and use MP to iImbue attacks with a variety of
attributes. This class rapidly gains MP and can use magic when equipped with
spells. Good defensive power makes this class the perfect choice for attacking
from the front row.

SWORD MASTER

Flare Sword—inficts damage imbuad with the Fie
spell {sngie larget).
Wind Sword—inficts damae imbued with the
Wind apel (singe karge().

Water m—mw mibued with the:
Water spell {single target).

oo D 1

he whole roni row inficted on
target is proporionately

Magic Sward LV 2

Ground Sword—inSicts damage imtaesd with the
mwwm

Shing Sword—inikets damage imbued with the
Lv--palwm

Shadow Sword—inficts damage imbusd wih the

Dark spal (single tarpel)

Physical aftack power -25%.

Speed -25%.

Magic Sword LV 4 | Growrds

Shadowa Sword—Inficls darmags imbued with
the Dark spell [sgle targes).

Evade rabs —50%.

May annihigle undead
Credtunes.
Preyjecal hits decraased

Boost Critical

Increases damage as & resull of crifical his.

Mhagic Swerd LY §

Flarus Sword—inficts damage imbusd with

e Fira spell [single tanged).

Windus Sword—Inflicts damage mmbued with the:

Wind sped (single large).
Walsrus Sword—Inflcts damage imbued with the

Wiaker spedl {smngle target).

Chrance of panic.
Chanca of dizpiness
Crance ol sieap.

Mssarrilaies damags you Cause imo your own MP

Magic Sword LV 6

Groundus Sword—Inficls damage imbuad with
tha Earth apel jsinghs teeget).

Erase Swornd—inftics

the: Erase spall {ngle

Enadowus Sword—inflicts damage imbued with
the: Dark spall on & single larget)

Crance of petrfcation.

'AM
o Sl

-i"

if you are equippead with a magic sword had class, the avarl;hla skills
will be restricted depending on the level of the magic sword.

BLACK MAGIC

This class relies on a wide variety of offensive spells to attack monsters. Black-
Magic Users gain the most MF, and by leamning the Boost Max MP +50% skill,
you can cast spells that use massive amounts of MP. While it offers better magic
defense than normal, the class’s low physical defense power makes it a better
choice for a character in the back row.

Ekill effect or available spell [ harge-up

4 | BackMagclV ! | Flare—irficts kow Fra-based damage (single targed), EMfectn | EMecisize | 6
CrEdres

agans! ving and undsad

Wind—inflicts lew Wind-based damage (sngle larged). Eflecte | Range 8
aganat fying chyects.

Waler—infichs low Waler-based damage (single row]. Effectss Effact size 10
gans| Fire-based monsiars.

e YT

[} Aegenerals MP | Erables twegel io gradually recoves MP while walling.

2 Black Magic LV 2 | Ground—infics low Earfh-based demage (all iangets). Eflective | Effect size L]

agEns| gant ard golém-ype Creatures.
Extraci—hssimiaies HP |single target). Efecisize |20
Sradow—Inficts low Dark-based damage (single taegel). Lowers | EMect size 12
SCCUTECY.

18 Biack Magic LV 3 | Flare—Inficts medium Fine-hased damage [sngle anget). Effect size 12
‘Winda—Inficts madum Wind-based damage |singhe lamget). Range 18
‘Watera—inficts madsum Water-based damage (single row), Effect sire n

ol Bocat Max WP | increases maximum MP by 25%.

+25%

2 Back Mapc LV 4 | Grounda—|nfices medium Earth-based damage (sl Engess) Effect size -}
[Extracia—Assimilates MP {singls targel ) Effiact size 10
Sradowa—inficts medim Dark-based damage [ h Effect size e
Has acded Poison affect i

] Black Magic LV 5 | Flarus—inficts high Fire-based damage (single target) Effect size o
Windus—irficts: high Wind-based damage (sing'e targed) Range r
Watang—inflicts high Water-basad damage (singie row), Effact size a0

4 Boost MaxMP | increases maximum MP by 50%.
+50%

ki -1 Black Magic LV & | Groundous—Inflcts hgh Earih-based damage (all targels). Effect size 55
Exiracius—Assmilates both HP and MP [singie Enget) Effect sire: n
Shadowus—Infiicts high Dark-based i Effinct sine 48
vy - damage |sngka tamgat)

About Magic

Black Magic, White Magic. Support Magic, or Barrier Magic spells in their native
class (when they are basic skills) are available from the moment you obtain the
respective spell book, regardiess of level. However, when you are equipped with
spells from other classes, the types of spells available are limited depending on

theic level. e

E T i = u oy Wae
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Support Magic LV 1

Siw—Docreases sposd by 5% [sngle targef).
Sipep—Puts. al sargats 1o sisep. Efiectiee on waak monsinm.
DCheflct—{owars Ml probataity 1o 35% (engle iaegsi).

Support Mage LV 7

Quich—Faises spesd by 3% (Engle targe(),
Dizzy—Makas d single Brpet dizzy, prewenting speil casting
Proigon—Poisons & B Wi, chising 25% poson Samags.

Suppor Mage L 3

Slows—Decremses speed by 100% |singhe lamet)

Paie—Caudes & 1o parec. Eflectve on less
s gl o pare on

Anchor—Lowars evade rain (singla targal].

Spell Dursion +50%

Extoris dursion of spell atiects by 50%.

Suppoit Magic LV 4

W‘I"u:m"'m”mh-rm
Hn-m.m;#hﬂh row inia & Kesolon.
Amacks Ug—Raisas plysical BMack powsr (singls tangel).

Sepport Magic LV §

Sowus—Decraases spesd iy 150% {single gt}
Parsiyze—Paralyres 8 single targel
HP Mex Up—Raise maximum HP Gan be applied repaatadly.

FEEIE 5%

Magi: Esserae

ﬂ:. itack power io be fhe same as the Seppor-Magc

Support Magge LV &

m:ﬂhﬂﬂm
Efiecive aganst powarul monsian. g oo
Mage: Aack Up—incradses 3ped damage (Engle target).

RUNTH AT T

-

a5 Wy 80l simuARneoush,

1 Wete Magic LV 1 | Heal—Heals 8 smail amount of H° (single target). Efocisize |6
e Prtsor—Hesals posoning (singe tange(). FAarge 8
‘Shing—inficts Light-hased damage |single tamed). Chance of sun. | Efecisie |9

& Eshance flem | Incroases the effect sice ol an kem.

Etiact

] Whitg Magic LV 2 | Cure Halolon—ieals Kalgion statn |single target). Range 10
Zephryr=—Heals & smal amount of HP (all targets|. Efectsire |12
Rageramie—Haals HP gracually |singa e, Range 0

12 | Diowbla hem Enabies you 10 uss e hems. simulanscusly

15 | White Magic LV 3 | Heals—Heals & modenmie amount of HP (single et Efecisine | 12
Revive—Cures KO (single e, Efiecisize |25
Cancal—Paitis & chanca b neuirize chargs-up (single larget) | Range 14

1 Regenerals HP | Enables targed o gradually rectesr HF while walking.

i White Magic LV & | Cure Pasbyss—Cures Parsysis lor [single el Range n
Zephyma—bimals 3 modeate amount of HP (al tarpets| ENectsis |24
Shina—inficts Lightbassd damades (i targets). Chasce ol siun. | Efectsie | 22

M Whita Magiz LV'5 | Hoalus—Heals 2 lrpe amount of HP {single target). Efeci sive [ 24
Fegenara—Haals HP gradually (singie targel]. Range S
Erasa—Naulrizes JDpor athocts (sngls target). Range -]

I | White Magic LV & | Cure AB—Resiones all abrommal siates fo nonmal isingle: legal). | Runge ]
Zephyrus—Hesals B lrge number of HP (2l tapats) Efocisie |48
Praviee—Cures KO When chaged-up, HP increasss upon Efecisie |40

M| Ouick Mago Fabees charge time.

Charga
B FResurmcicn Curgs K and heals ol HP one fime only.
Battle Ghosts

Allows you to damage ghosts using recovery spelis,

® S53sSs8VY120

$1T71 xS




& S KIiLLS

CLASSES

magic protection, but are relatively
offer high HF that rises rapidly.

¢ the

 Barrie mm ...- it .'..
weak in physical protection, However, they

2 Sieal Staals an fam.
§ Securty Privnts iama and goid from beteg stolen.
] Stun Bomb Fieid shatl} Throws: sphans that cause Parslpsis on the fed |
1 Mapoaate mmmwmum—-.muwn
18 Hinga Switines Adfusis agiity w0 be the same as o Assassn
17 | Swaim (Fiea silr Kaaps larget Irom bang spafted by anemes o the A |
20| Sopess Ilaikes proomptie sikes sasar
] Leol Steals an flem when using e Aiack command
= Long-Rangs Attsck Amacks usirg the Atiack command rgandiess of saemy's posibion
® |Cowm Controls & morster and uses s sidls. Note, howsver, mal sach chamcayr |
i anly oonfol one monster o 8 ime.
£ Traasurs Mont Mk 1 nasssr b Sinsl even befer fams.
* Doutie Siriee Enables yiu 40 use the ATack command s
ONK Charged Attach

Monks are skilled at physical attacks using charge-ups, which give them the
highest attack power of all the classes. They also gain HP rather quickly, so
miake sure to have them on the offensive in the front row.

Waluys—htistrakres
B i frend e,

Bamer Mage LV 1 | Shisld—Creales & Barmer [single targal). Efecisis | 10
Shet—Creales & barmar for & sngie target in the fron! sow. Efectaie | 90
Hedll Up—Bn0sts magic healing jsingln kamal). Efecisre |12
] Fisld Barrigr 1 enemies on e feld, weaker cnes. Takes 5 §
{Fiskd gici 10 casl ard consumes 0 MP F a monsies. Oniy
ang-hisd of potential 5P is I that case. Handy whas
wmh fiest ima or those mone powarful
# Barmnr Magic LV 2 | Teapfoor—Ciamages & singls target in frenl iow, Efectsire (8
Pnsisi—Pravents Poson and Sieep (singls targat) Rangs i
physical Bfiacks for & smgie Epet i Rarge 1?2
el o
12 Magic Ferce mmmnuunuua—mm
15 Bamer Magic LV 3 | Shimia—Crestes o barriar iy 8 sngle taeget in fron sow, Rangs 2
Srafa—Creatus a amar (3 laget). Rarge -]
Refleci—Comates a barvier thet reflects magic |snge targe) Range -3
18 Baerar Mage LY 4 | Trapioom—Damages erdire front rom Efecisioe | 16
Fsesta—Frevents Panc and Paeslyss (single farge!). Range 15
Waba—Heutralins magic afiacks kv a sngle 18 in froml row. | Rangs M
o ik Barmar 2 aneming on T fisld, wealeer onis: Takas 5 5
T
Vo ol P Garar |
M Destress: Barngr m._ummmlmﬁ“
i Bamer Mage LV 5 | Shieidus—Crastes 2 bamisr (singls larget) Range 4
Srabus—Craats 3 barrir {single targef) Range 0
Rsfiectn—Craales & bames that milcts magi {singis Eargel] Range i5
] Barrior Mage L¥ 6 | Tiapfoceus—Damages entne ron row, Efecisize |32
Flasistus—Fsevents Poirify and Instart Desth (singis tarst) Range 0
phwscal and mage aftacks for 8 single Rangs ]

Fieid Bariar 3

i Ateie! hur Causes nemies o enacously pursus e panty on the heid

T Counimanack Boosi Pt tho chance i mourt & counsratiack o @ drecd sitack, =
] Modtalon Reccrers your HF and restonss abnoemal stafes fo nommal

a Charped Azack mmwﬁmwwmwmmmm

18 | Cobieal b Lit Increases the chance: of sconng 3 coticat —
] Batie Eiserce ‘Ses aftack fo he same as @ Monk.

b Rops| Aum Causas whih snermns in bee from e party

- Anack kg Bmwdnmmwgiﬂ-whmh

2 Lass & Mo Ircreases combal sbility in properion i how few wespons thi Mok has

L] Absalute Courtaratias Erfanced version ol couniaramack thal Wwsys coureraiiacks & il gtk

T S3185sWv12
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Paziacts 8% il i 8 m Efecies sgaemt ohwescal and magcal S
] Magic Dofonse Up | Delends ageinst magic.
] Boost Max HF' +25% | increases mepsmem HP by 25%.

] Servhred Shekd Arfiusts dedense 0 the sme a8 Cusrdan

] Conhant MEUTRIZES B ey prasrmgln W,

] Chargad Delsrsa | Decreases damage by e charge-ug amousi of Pe Delend command.
il \iganoe Meulrlizes suprse placks oy monsiens on tha fed

bl Efdlury Soatks wp dmage usng MP § you run oul of HP

a Boosd Max WP 250% | Incraases madmum HP By S0%. Entanced version of Baost bas HP 25%.

£l otal Geard Frococs. alles from ol afncke EReci agaar physicl s well & magecal sdacks.
Tran i i segarnt ghl bom Quard
£ Barseriue Inrisabes i Sangih of Fue ARk cormmmand e mims your HP dicraie.

Rl

Generalists increase skills as well as slots for accessories. They are the ultimate
In commanding a wide varkety of shills. However, their status is weaker than
average, so make the best use of the skill siots.

i Kecessory 41 | Wiws ssupping of ene atkional specel accessony.

] Gl 47 Incraasss tha numtor of skil siols by e

n Sl 43 InCaiss (e number of il Sots Dy Toes

18 Sl Ircreases the numiber of skl siols by o

1 Accassony +1 Enanies squpe] o ) Bl actmsines

2 Sl 45 Incraases (he number of kil siols by fve

= S 45 InCTAdsEs M0 nmier of Sl siots by s

" Bl 47 Ircrmases P rumier of skl siols by s

= Enablas squpping of e special aC0ESR0NS.
InCrmasess P rumiber of sl sicks by spht.

PARTY BALANCE

I The front row consists of the Sword
Master using his or her magic swaord
skills and the Monk and Assassin
launching physical attacks.

B In the back row, the White-Magic
User heals HP and uses support
spedls, whil the Black-Magic Usar
attacks with spalls.

Another idea is o equip the agile
Assassin with white magic and
SUPPOIT MAg: spealls,

BB Physical Attack-Focused Party

Froet now Back fow
- shills and & sturdy Monk dealing out
e

_ B in the back row, the White-Magic
- Uiser heals HP and the Support-

Mﬂﬂtmrm‘,tﬁmﬂm

Another idea & to replace the
Support-Magic User with a Bamier-
Magic Uiser to support the party by
reducing damage.

Il The front row consists of two Swond
Masters using their magic swornd

B8 Magic Attack-Focused Party
Back row

Front now B The job of the front-now Guardian is

o absorts physkcal damage, while, in
the back row, the White-Magic User
heals HF, the Barmier-Magic User
casis protective speils, and the two
Black-Magic Uisers cast attack spelis,

M The Barmer-Magic User's number ang
it ouild be

¥ S53ISS5SV12
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WARRANTY

charge, according fo the process identified below. This limited waranty: (a)
doas not apply if the Game i used in a business of for a commercial purposa;
and (b} is void if any difficulties with the Game are related 1o accident, abuse,
vinus o misapplication.

Returns within 80-day period

Warranty claims should be made to your retailer. Return the Game o your
relailer along with a copy of the original sales receip! and an explanation of the
difficulty you are experiencing with the Game. At its option, the retailar will sither
rapair of replace the Game. Any replacemant Game will be warranied for the
remaindar of the adginal warranty pariod or 30 days from recelpt, whichever is
longes. if for any reason the Game cannod be repaired or replaced, you will be
antithed to receive your direct (but no other) damages incurred in reasonable
reliance but only up to the amount of the price you paid for the Game. The
foregoing (repair, replacement or limited damages) is your axclusive remedy.

Limitations

This limiled warranty is in place of all other express or statutory warranties,
conditions of dulies and no cthers of any nature ane made or shall be binding
on Microsoft, its retallers or suppliers, Any implied warranties applicable to this
Game or the media in which it is contained ane Emited io the 90-day

described above. TO THE FULL EXTENT ALLOWED BY LAW,
MICROSOFT, ITS RETAILERS OR SUPPLIERS ARE LIABLE FOR ANY
SPECIAL. INCIDENTAL, PUNITIVE, INDIRECT OR CONSEQUENTIAL
DAMAGES ARISING FROM THE POSSESSION, USE OR MALFUNCTION OF
THIS GAME. THE FOREGOING APPLIES EVEN IF ANY REMEDY FAILS OF
ITS ESSENTIAL PURPOSE. Some stales/urisdictions do not alow imiations
a3 1o how long an impled warranty lasts andfor exclusions or limitations of
incidental or consequential damages o the above Emitations andior axclesions
of Kability may not apply to you. This limited wamanty gives you specific rights,
and you may also have other rights that wary from statefurisdiction to state/
Jurisdiction.

For questions reganding this warranty contact your retailer or Microsoft at:

For more Mﬂumhﬁhum
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