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WARNING: PLEASE CAREFULLY READ THE SEPARATE CONSUMER INFORMATION

YOUR NINTENDO® HARDWARE SYSTEM, GAME PAK OR ACCESSORY.
THIS BOOKLET CONTAINS IMPORTANT WARRANTY AND HELPLINE INFORMATION.

This seal 1s your assurance that

E \ AND PRECAUTION BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING
Nintendo has reviewed this product

.Driginal

and that it has met our standards
for excellence in workmanship, l.-" C" = u) "-.l

reliability and entertainment

value. Always look for this seal
when buying games and accessories
to ensure complete compatibility
with your Nintendo Product.

|
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Seal of
Quality

| THIS GAME PAK WILL WORK ONLY WITH THE
GAME BOY ADVANCE™ VIDEO GAME SYSTEM.




Thank you for selecting the FINAL FANTASY® |&Il DAWN OF SOULS
Game Pak for your Nintendo® Game Boy Advance™ system. Please
read this instruction booklet thoroughly to ensure maximum enjoyment
of your new game. Save this booklet for future reference.
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. Controls

* These controls apply to both L Button
FINAL FANTASY | and 1L

R Button

+ Control Pad ] '-?_' ' = T A Button
START : ~ e s i‘?f f:' - B Button

SELECT

T Rl Move the character _ , Button Canc - B Button + | Display the world map {in FINAL
~ Move the cursor : Letur SELECT FANTASY LI, this. cmn'nnnd Is unlr-
\ Button  § MIHII il

L Button Ew@epmmmﬂehm
or ar at the

R Button

':5 mmmmm




. - .
The world lies shrouded in darkness.
( The winds die.. -
1 The S83s rage.. [ . ptecueu
The earth decays.. 1 &% :
But the people believe in a prepk ,:"' o
pattently-awaiting its fulfilm'_- 1%

-

¥
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“When darkness veils the wor

four Warriors of Light shall c:;g" e
il | i

After a long journey, four young travellers -._r.
..and in the hand of each was clutched'a

s
| [] B

Insert the Game Pak into your Game Boy Advance system and turn the
power ON, When the title screen appears, press START to display the
Title Select screen. Select FINAL FANTASY and press the A Button.

NTASY

The Character Creation Screen FIH i
From this screen, you can assign each character's name and class,

Choosing a Class L

Move the cursor to one of the character icons and press the A BUtton. | e s s s |
Select the desired class from the list and press the A Button to confirm.

Assigning a Name
Move the cursor to “7722" and press the A Button. When you've finished assigning names,

press START to begin the game. To choose from several pregenerated character names, move
the cursor to 777" and press SELECT.

Continuing a Saved Game

Select “Load Game” and press the A Button. Select the file you would like to load and press
the A Button to confirm.

Saving the Game
elect “Save” from the Main Menu. You can have up to three separate save files.
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Fharacter Classes

As you assume the role of the Warriors of Light at the start of the game, you will need to

assemble a party of four characters from a total of six available classes. If you fulfil certain
| requirements as you progress throtugh the game, your characters will be able to change to

more powerful classes. Keep in mind that a character can change only to the advanced
version of his or her starting class.

5~

(Class changes to ninja)

(Class changes to Knight)

(Class changes to master)

The thief is quick of
movement and nimble

Specialising in combat, the
warrior has high attack and

defence and can wield any of limb. The ninja
weapon. The knight gains gains the ability to
the ability to use magic. use magic.

10

A martial artist refined
both In body and mind,
the monk specialises in
barehanded fighting
technigues,

5)/~

(Class changes to white wizard)

(Class changes to red wizard)

The red mage is a well-rounded
spell caster whose repertoire
can Include a balance of both
black and white magic.

5/

(Class changes to black wizard)

Though physically weak, the
white mage can choose from a
broad array of healing and
defensive white magic spells.

Although they are ill

suited for wielding weapons,
black mages easily bend
destructive black magic

spells 1o their will. | ]




. Uising the Main Menu

With the exception of battles and cutscenes, access the main menu by pressing START.

Party Members

Each character's current level, HF, MP, and
status allments (If any).

Menu Commands

The commands available In the main
menu. (See pages 13 to 17 for detailed
descriptions of each command.)

Gil

The party's current amount of money.

| 2

© Time

The number of hours spent playing the
current game.

E) Crystals

The crystals held by the Warriors of Light.

As you progress in your adventures and
restore light to the crystals, these crystals
will regain their glow.

Location

The name of the party's current location.

Displays a list of items that are vital to progressing in the game.

lMenu Commands

The following commands are available in the main menu. Selecting certain commands will
open another menu screen with more detailed options.

————

Items

Select “items” to use items from the party's inventory. Press the B Button to choose
subcommands other than “Use."

© items Subcommands
# item List

The names and quantities of the party’s items.
® Item Description

The description of currently selected item.

Llsing ltems

Select "Lise,” move the cursor to the item you want to use, and then press the A Button twice.
Some Items require that you target a character. Select equipment to see which classes can use
that equipment.
*Moving ltems
Swap any two items by selecting an item, pressing the A Button, selecting another item, and
pressing the A Button once more.
Sorting ltems

Organises items by category: consumable items, weapons, and armour.

Key ltems 13



[l Menu Commands

Select "Magic” to view or cast spells the party has learned.

0 Magic Subcommands
& MP Cost
The amount of MP required to cast the selected spell.
© Magic Level
€ Spell List
Spellcasters can learn up to three spells in each magic level.
Spells that cannot currently be cast are greyed out.
® Spell Description
A description of the currently selected spell.
Casting Spells

Select “Use,” move the cursor to the spell you want to cast, and then press the A Button.
Discarding Spells

Select "Discard,” move the cursor to the spell you want to discard, and then press the A
Button. If you discard a spell, you must purchase it from a magic shop if you want to learn it
again.

Learning Spells
SEL‘HS can be purchased in magic shops. There are four spells per magic level; however, each
character can learn only three spells of the same level. If you want to have a character learn a
different spell, you must first discard one of the spells he's already learned,

14

Select "Equipment” to outfit characters with weapons and armour from the party's inventory.

© Equipment Subcommands

8 Current Equipment

® Available Equipment

8 Lffect

A comparison of the character's attributes now, and attributes
after equipping the selected equipment. Numbers in yellow represent an increase,

grey represent a decrease, and white show no change in that attribute.
V® Equipment Description

'Et‘uipping Weapons and Armour

Select "Equip” and move the cursor to the part of the body you want to equip. Press the A

utton to bring up a list of the available equipment. Select the piece of equipment you want
o Equi;']r and confirm your selection to ready It.

tima

elect "Optimal” to Ejudlp available weapons and armour automatically to maximise a
character’s attack and defence.
Remove

elect "Remove,” move the cursor to the equipment you want to remove, i
d press the A Button.

n



. Menu Commands

Status

Select "Status” to view detailed information about your characters.

Config.

‘Sclect "Config” to adjust game settings,

© character Name, Class, Level, and Current HP/MP
@& Highest Available Magic Level
A character’s magic level is determined by class and level.
ﬂ{f urrent Equipment
@) Attributes

B Button Dash
‘Choose whether the party moves quickly in towns and dungeons
“always or only while the B Button is held down.

Cursor
Set the cursor either to return to its default position in menus or to
remember its previous position,

‘Message Speed
Change the speed at which text appears on the screen.
indow Color
Adjust the background colour of windows.
Bestiary
lew Information about the kinds and numbers of enemies you've
efeated. (See page 45 for more information about the Bestiary.)

Formation

Select this command to adjust the characters' positions in battle.

Changing the Party’s Order
Select the character you want to move and press the A Button. Choose another character and
press the A Button to switch the characters’ positions. Characters farther down the roster are
harder for enemies to hit, so place characters with lower HP toward the bottom.

Save
16

lect this to save your progress. You can have up to three separate save files. 17



-The Battle Screen . Battle Commands

When the party encounters enemies, the screen will change to the battle screen, pictured
below. Attack

Attack with the character's equipped weapon. If no weapon Is
equipped, a character will attack with his or her bare hands.
Magic
Cast a spell the character has previously learned. Choose the spell
2] you want to cast and its target.
lems
Lise items in the party’s inventory, Choose the item you want to use and its target.
Equip
Change the character's equipment.
Flee
Attempt to escape from the battle. If one character successfully flees, the entire party will
@) Battle messages and spell and item descriptions flee. You can also issue the “Flee” command to the entire party by holding down the L and R
@ Party members Buttons simultancously when giving commands to the first character.

Enemies - Ending a Battle
@ Fnemie: Battles end when all enemies have been defeated, all enemies have fled, or the party has fled.

Winning battles earns the party money (gil), items, and experience points.
€ battle commands (See page 19 for detailed descriptions of each command) Game Over

previous save file, so be sure to save often.

18 19

n Name and number of enemies




. Status Ailments . Vehicles

Status ailments that wear off after battle You can travel the world of FINAL FANTASY via three different vehicles.
= The character is asleep. Ship
Vision is impaired, reducing accuracy of physical attacks. The ship can move freely on the high seas but cannot enter rivers or lakes. > r
: You can only board and disembark the ship at ports. L
The character cannol use magic.
The character cannot act. Canoe
The canoe can cross rivers and lakes. Once the party obtains the canoe,
they will use it automatically.
Status ailments that remain after battle Airship

The airship Is four times faster than travelling on foot. Move the party over the

airship and press the A Button to board it. Once aboard the airship, land by pressing
The character cannot act. the A Button. The airship can only land on open plains.

The character is poisoned and will gradually lose HP over time.

1son
stone
K

The character can't act untll revived.

20 71




B shops

Speak to shopkeepers to buy and sell weapons, armour, items, and spells.

= Weapon Shop White Magic Shop
&’ Sells weapons you can use to attack g ? Sells whitegrnaglc spells.
your enemies.

Black Magic Shop
Armour Shop Sells black magic spells,
Sells armour you can equip to defend
your party against enemy attacks.

Inn
L Restores the party's HP and MP fully

Item Shop after a night's stay.
Sells various items to aid you in your
journey. Sanctuar

Revives characters who have been KO'd.

Buying and Selling Items
Once you've selected an item to buy or sell, you can adjust the item number
using the +Control Pad.

22

. Items

This is a partial list of items you will find in the course of your travels. Many other items

await discovery.

F{esmres 5[1 HP
X-Potion FLIIl'}' restnres HP

Turbo Ether Restm'es IEGW

Elixir FI.IH‘:-F restumsl—[Pand MP.

Echo Grass Cures silence i
Sleeping Bag

23



lMagic

24

Whlte Maglc Spells

I Cure Dne ali'f Restores a Httle HF' to one aﬁ:.r

I Protect  One ally Ra’lsesuneallys s

2 Blindna One ally — =S

2 Nulshock Al allies Fteducesllgmnlng d;anmgeby half

Cura One ally Restures HP tu one alhf

3  NulBlaze All allies Rces finz damagcbyhalf

4 Poisona One .:‘li'h,F LI.I]‘EE pﬂlsan A

4  NulFrost All allies Reduces Ice damagebyhalf

Whlte Maglc Spells

CUr@a Dne all'f

Restores a lot of HP to one all
-——d

All foes  Deals damage to all undead foes.
-%

6 Stona  One ally Cures stone.

Protera  All allles Raises party's defense.

Curaja  One ally Fully restores one ally's HF.

7 NulDeath All allies Raises party's defense against death.

8  Full-Life One ally Revives one ally and fully restores HP.

B NulAll  One ally Reduces damage from spells by half.
8 Dispel  Onefoe Negates one foe's magical defence.

25
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Black Magic Spells
- Target JEflect

Fire Dne ine Deals fire da to one foe.

| Focus  One foe Lm-.rers one fne‘s evasi:rn. _

2 Blizzard One foe Deals [!:e damage to one fne

Dne aIIE nne a]ly's atta:l-:
Flra Al foes Is e ———

3 Thundara All foes Deals hghmtng darne to aII fnes

3 oo Al Lovers e of
E'.lne oe Putsnne netuseep

4  Confuse le:::es sesfmtnmmnneamnﬂm

Bla:k Magic Spells

T T T L —
I-"Irqa AII fues Deals flrﬂ' damage to all foes.

5 [Telepat | e ansparﬁparty tn pmvlcnus
5 sSlowra  Onefoe Reduces one foe's number of attacks.
6 Thundaga All foes DE.EI'!E. Iightning damage m all fﬂﬁ'
6  Quake

7  Blizzaga
J one foe.
Saber
-m _' -_ -4:. foe w '. 4. -.' _._ Ty iea
B Flare  All foes l:s al[ fnes w:l:h ii;ghtanr.ihear
All foes Eanlshes fu&s I:n anr.:-ﬂ'mr dimcnsiun




Prologue

A long-lived peace is at an end. The emperor of
Palamecia has called forth memgters from the
underworld and begun his campai wurld canquest.

A rebel army arose in the kingdom ef F:}mn to thwar‘t
the emperor’s plans. 51 the rebels’ castle fell to an all-
out assault by the empire. Left with little choice, the

rebels withr;lna-::'a's,jr 10 the remote town-of

> i
1 "'"H ! = '_‘-?im__ .I- : :
Four youths from B g o found themselves fleeing -~
the. m]peﬁalforcl _ ;ﬁ E their parents at the
I'ﬁmﬁ of the E‘I'I'I 5 it t lr‘Escape wasn't over...

[ starting and Saving the Game 7.

I Insert the Game Pak into ynur hame Boy Advance system and turn the

ON. When the title screen appears, press START to display the
tle Select screen. Select FINAL FANTASY Il and press the A Button,

Starting the Game for the First Time

Select “New Game" and press the A Button.

Assigning a Name

After selecting “New Game," you will have the opportunity to rename

ﬂt:h LhEtI'ﬂl‘.‘tLI’ To change a © racn.rs name, select the name you would like
10 change and press the A Button to bring up the Name Selection screen.
‘When you've finished assigning names, prﬁs START to begin the game.

Continuing a Saved

Select “Load Game" and press the .ﬁ. Euttnn Select the save file you
would like to load and prE‘SS the A Button to confirm.

Select "‘baw from the main menu I:::! save your progress. You may
hwe up to three separate save files. 29




. Charai:téi's

-\ ()

Taken in by Leon’s family at a very
oung age, Firion was raised as a

Eruther to Leon and Maria. After

losing his adopted parents when the

None can match Guy's
extraordinary physical strength
however, his imposing figure
belies his gentle and somewhat
naive nature. Guy also has the
unusual abllity to communicate

empire invades the kingdom of Fynn, with animals.
A8 Firion decides to join the rebels to . y—
| exact vengeance upon the empire.
- - cNe

L.eon

Leon is Maria's brother, and Firion's
adopted brother and best friend.
Leon's parents are killed during the
empire’s Invasion of Fynn. He
escapes with Maria, Firlon, and Guy,
but becomes lost when they are set
{upon by a party of black knights In
the forest.

No

Maria

Leon's sister by birth, Maria is a
strong young woman who
carries on her fight against the
empire even as she searches for

her lost brother,
30 e
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. Key-Term System l

You can speak to people and Investigate locations In towns and dungeons by standing In
front of the person or location that interests you and pressing the A Button. C‘b{'-:asmnaHK. this
ey-

will cause the key-term window to appear in the bottom-left corner of the screen. The
term window contains the following three commands.

Learn

When important terms come up during a conversation, they appear in
red text in the message window, When one of these terms appears,
commit it to memory by selecting “Learn,” moving the cursor to the :
word vou want to memorise, and pressing the A Button. You can review
any key terms you've learned from the main menu.

Ask

Selecting "Ask” brings up a list of all key terms you've learned. Select a
key term to ask about and press the A Button,

Items

This command allows you to show or give someone an item from your
inventory. Select “ftems,” move the cursor to the item you want to show g
or give 1o the person you're speaking with, then press the A Button,

32

= - ._I.Iﬂing the Main Menu

@ Party Members
Each character's current level, HP. MP
and status allments, I any.

#® Menu Commands
The commands avallable in the main
menu. (See pages 34 to 39 for detailed
descriptions ullsﬂas:h command.)

Location
&) The name of the party's current
location.

Outside of battles and cutscenes, access the main menu by pressing START,

€ Time
The number of hours spent playing
the current game.

© Steps
The number of steps the party has
taken.

@ Gil

The party's current amount of money.

33



| .Menu Commands

The following commands are available In the main menu. Selecting certain commands will Magic
open another menu screen with more detalled options. -

Select this command to view or cast spells the party has learned.

lrems 0 Spell Names and Mastery (Level/Progress Bar)
Select this command. 1o vse items in the party's ventory: ® LSITFLFli&E 44 for a detailed description of skill mastery.)
. Press the B Button to choose subcommands other than “Use. 'ﬁThE amount of MP needed to cast the selected spell.
FA, _ Spell Description
::tlr::-.l ?::luummamlt- o A description of the selected spell.
A _ sl . , Discard
Displays the names and quantities of items in the party’s inventory. Discard spells you've learned.

ltem Description
Displays a description of the selected item.

Casting Spells - : =
Move the cursor to the spell you want to cast and press the A Button. Some spells require
you to select a character as the spell's target.

Lsing lems —— -
Select “Lise,” move the cursor to the item you want to use, then press the A Button twice.

Some items require that you target a character. Select equipment and press the A Button Discarding Spells
Eﬁ:‘,:ﬂgﬂﬁinn; window comparing the party’s current equipment to the selected equipment. Select “Discard,” move the cursor to the spell you want to discard, then press the A Button.
_ . ' Once you've discarded a spell, you'll have t : > |

Swap any two [tems by selecting an item, pressing the A Button, selecting another item, and you d?’; ard certain spells E:w E’r'n ay be Lmaﬁljrzg fﬂ';?_;hﬁ:;nﬁ“;e i?nurdr.r 1o learn it again. 1t

pressing the A Button once more, Learning Spells P | gﬂ_' B

sorting lems Spells can be purchased in magic e

; _ ‘ agic shops or found In treasure chests. Use the magic tomes

Organise items by category: consumable items, weapons, and armour. In the "Items” menu to learn spells. No single character can learn every spell; characters are

limited to a maximum of 16 spells at a time. To learn additional spells, you must 35

34 discard existing spells first,
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M -— - —— - — —— — - — — |
.Menu Commands L]

: | Status
Equipment
select this command to outfit characters with weapons and armour from the party’s inventory. — Select this command to view detailed Information about the characters in your party.
; S5 Pressing the A Button switches between the two pages of the status menu.
O Equipment Subcommands
€ Current Equipment

Effect
v The character’s current attributes and attributes after equipping
the currently selected equipment. Numbers in green represent an |
increase, In red show a decrease, and In white show no change In
that attribute.
© Available Equipment
© Equipment Description
Equipping Weapons and Armor — _
Select “Equip,” move the cursor Lo the part of the body you wish to equip, and press the
A Button. Select the desired equipment and confirm your selection to ready it. Select
“Remove” 1o unequip a plece of equipment.

0 The character's dominant hand
For maximum attack power, a character should have
a weapon equipped In his dominant hand.
9 Attack oW
® Accuracy level/Hit rate
Q@ Delfense power
8 Fvasion level/Evasion rate
@ Magic defence level/Magic defence rate
) VWeapon and shield skill mastery /Progress ban
(See page 44 for a detailed description of skill mastery,)

I ® Current equipment

Optimal — e = . ; Attributes

Automatically equips the strongest weapons Snd armmilr .El:irail-:-lhiﬂ. Weapons with which a %'-Zru-ll-n /Spell mastery/Progress bar/MP Cost
‘haracter is * 5 5 *d in his dominant hand, et gitadeeston bl e et

'I“:li: T;i;t; mare skilled are "qmpw_'d nh (See page 44 for a detailed description of skill mastery.)
N L, i :

Automatically equips the strongest armour currently available in the party's Inventory. The
character’s currently equipped weapons and shields will not change.

36 ¥,




.Menu Commands

Formation Config Menu
Select this command to adjust the characters’ positions in battle. Select a ¢ ™
character and press the A Button to move him or her between the front %
and rear row of the party's battle formation. Characters in the rear row
can only be hit by long-range weapons such as bows, but are likewise dungeons or only while the B Button is held down.
limited to bows for their attacks. Magic is not affected by a character’s B 4

position in the formation. Set the cursor to either return to its default position In menus or
“You cannot move all characters to the rear row. remember its previous position.

Message Speed
Change the speed at which text appears on the screen,
Window Color ——
Adjust the background colour of windows.
Bestiary
View information about the kinds and numbers of enemies you've
defeated. (See page 51 for more Information about the Bestiary.)

Select this command to adjust various game settings to your liking.

B Button Dash - =
Choose whether the parti_: always moves quickly in towns and

Key Terms

Select this command to review key terms glruu'w learned in your travels.
See page 32 for a detalled description of the key-term system.

Save
Select “Save" to save your game's progress. You can have up to three separate save files.

38 39
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] The Battle Screen L] i Battle Commands ==

When the party encounters enemies, the screen will change to the battle screen,

pictured below. Attack :
Attack with the character's currently equipped weapan, If no

weapon is equipped, a character will attack with their bare hands.
Magic ~

Choose the spell you want to cast and its target or targets. Press up
on the +Control Pad to target all foes or all allies.

ftems - -

2] Move the cursor up to open a window displaying the character's
current equipment. Press the A Button to select the equipment you
would like to replace, move the cursor to the new equipment, then

ress the A Button to confirm.

t0e e =
If one character successtully flees, the entire party will flee. You can
also issue the “Flee” command to the entire party by holding down | SEESSSSSSE
the 1. and R Buttons simultaneously when giving commands to the first character.
Ending a Battle —— —

O Displays battle messages and spell and (tem descriptions, Battles end when all enemies have been defeated, all enemies have fled, or the party has
® Party members Mled, Winning battles eamns the party money (gil) and ltems and may increase the
© Enemics tharacters’ skill levels and attributes.

Game Over— - ]
The game ends when the entire party Is knocked out, petrified, or turned into toads. You'll
have to continue from a previous save file, so be sure to save often.

© Name and number of enemles
& tattle commands (See page 41 for detailed descriptions of each command.)
@ Party members’ current HP, max HP, and current MFP.

40 - 4
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' lStatus Ailments

Condition Name

Status ailments that wear off after battle

Effect

Recovery Methods

The character is poisoned and
will gradually lose HP over time.

Chance of recovery during each round
of battle/Basuna Lv. | or greater.

The character is in a deep sleep
and cannot act.

Chance of recovery during each round
of battle/Basuna Lv. 2 or greater.

The character cannot use magic.

Chance of recovery during each round
of battle/Basuna Lv. 3 or greater.

The character is shrunk, reducing

the accuracy of physical attacks.

Chance of recovery during each round
of battle/Basuna Lv. 4 or greater.

b odd| Paralysis

- 'l.'_ A

The character is paralysed and
cannot act.

Chance of recovery during each round
of battle/Basuna Lv. 5 or greater.

The character attacks their allies
and cannot be given commands.

Chance of recovery during each round
of battle/Basuna Lv. 6 or greater.

42

- Press the R Button while entering commands during battle to view the current
character’s status ailments (if any).
- The higher the magic level of Basuna and Esuna, the greater the chance of success.

Condition Nam

—

Status ailments that remain after battle

Effect

Recovery Methods

ol Poison

The character is poisoned and
will gradually lose HP over time.

Antidote/Esuna Lv. | or greater.

Vision is impaired, reducing the
accuracy of physical attacks.

Eye Drops/Esuna Lv. | or greater.

The success rate of actions in
battle is reduced.

Cross/Esuna Lv. 2 or greater.

The character cannol use magic.

Mallet/Esuna Lv. 3 or greater.

Magic can't be used and accuracy)
of physical attacks is reduced.

Maiden's Kiss/Esuna Lv. 4 or greater,

The character is petrified and
cannot acl,

Gold Needle/Esuna Lv. 5 or greater,

The character cannot act until
revived.

Phoenix Down/Life/Visit a sanctuary,

43




B skill Mastery i

Each spell and weapon class has its own skill level and prog

priy

ress bar. When the progress bar

fills, the skill level increases by one. The higher the skill level, the more powerful the skill,

Weapons

Al the end of battle, the skill level of any weapon a character Is

holding increases. If a character has two different types of

weapons equipped, both skills will improve. As weapon skill
improves, both the damage and accuracy of that type of weapon

Improve as well.

Shields

Like weapons, shields also have a skill level. As a character’s shield
skill level increases, his or her chance of evading attacks will

improve.

Magic
Each magic spel

increases, Its rate of success, effect, and potency all improve. You
can also Increase a spell's level by casting it outside of battle.
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| has its own skill level. As the spell’s level

B Character Development

The decisions you make during battle determine how your
characters develop. Basically, the more a character uses an ability,
the more it improves. You can't raise a character's attributes just by

fighting battle after battle; your fighting style and actions affect how [58

~a character’s attributes change over time.

« Characters do not improve when they flee a battle, are knocked

out, or are petrified.

Development Table

Primary Attribute

:

Developed

Attacking Strength
~ Losing HP during battle Stamina
Casting white magic Spirit
- Casting black magic Intelligence
Losing MP during battle Magic
~ Attacking with a weapon Accuracy
Being the target Evasion
of physical attacks Agility

- Being the target of spells
and special atacks

Magic Defence

Abilities Affected

Accuracy and potency of physical attacks.
Max HP.

Success rate and potency of white magic.
Success rate and potency of white magic.
Max MP

Number and accuracy of attacks.

Evasion of physical attacks.

Chance of getting a preemptive strike.
Evasion of special attacks,

45



III Vehicles _'+_—_1

Shops _}_'_1

e e . e —

SRKEDANE Aty SR Brevos She KK 06 ERNAL BRRCTCS, ak to shopkeepers to buy and sell weapons, armor, items, and spells.

Ship

The ship can move freely on the high seas but cannot enter rivers or lakes. E Weapon Shop el Magic Shop
Sells weapons you can use to attack i idl sclls magic tome.

Canoe

your enemies.

The canoe is a small craft that can cross rivers and lakes. Once you obtain the canoe, -

2 " ﬂ;-'- Sanctuary
your party will use it automatically when attempting to enter a river or lake. | Armour Shap |__:{:-] Pray before the statue of the goddess to
¥ ]
ShowcTalt Sells armour you can equip to defend L2 | revive characters who have been KO'd.
The snowcraft is a vehicle that can move over deep snow. It belongs to the only E‘ your party against enemy attacks.

3 Puls
. . 5 g, _
person who can traverse the snow plains o A B0 CRRN B A Bt o i

Sells various items to aid you in pick up some useful information.
your journey.

Chocobo =

The chocobo is a timid creature that lives in an unknown forest. While on the back of
the chocobo, the party moves at twice its normal walking speed and does not
encounter enemies. The chocobo cannot cross rivers or lakes.

fnn
Staying at an inn fully restores the
party’s HP and MP,

Alrship —

The airship sails the skles at four times the speed of travelling on foot. Move the ﬂ
party over the airship and press the A Button to beard the airship. Once aboard the

airship, you can land by pressing the A Button. The airship can only land on open

plains.
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ing and Selling ltems
e you've selected an item to buy or sell, adjust the number using the +Control Pad.

47



B ltems/Magic

Potion
Antidote
Gold Needle
Cross
Maiden's Kiss
Mallet
Eve Drops
Elixir
Ether
Hi-Potion
Cottage
Wind Flute
Gala Drum
Antarctic Wind
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Items

Restores a small amount of HP.

Cures poison.

cures stone.

Removes curse,

Cures toad.

Cures amnesia.

Cures darkness.

Revives a KO'd ally,

Fully restores HP and MFP.

Restores a small amount of ME.

Restores HP.

Fully restores HP and MP. Can only be used outdoors.
Calls forth a cyclone when used in battle,
Summons an earthquake when used in battle.
Linleashes an ice storm when used in battle.

Cure
Life
Basuna
Esuna
Barrier
Blink
Protect
shell
Wall
Dispel
Mini
Silence

White Maiic Sﬁlls
— e

Restores HF

Revives a KO'd ally.

Cures status allments that wear off after battle.
Cures status allments.

Raises a barrier to defend against special attacks.
Creates a double image, raising evasion.
Creates a magic curtain, raising defense.
Envelops target in magic, raising magic defense.
Forms a magic wall, raising magic defense.
Removes protective magic barriers,

Shrinks target.

Silences target.

Reduces target's MP.

Inflicts amnesia on target.

Temporarily reduces target's number of attacks.
Switches HP and MP with targel.

Drives target away in terror.

Banishes target or transports party out of dungeon.

Deals holy damage,
The ultimate magic, sealed away by the ancients.
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Name Effect

Fire
Thunder
Blizzard
Scourge

Drain
Csmose
IFlare
Sleep

Stun

Stop
Confuse

Blind
Curse
Toad
Break
Death
Warp
Berserk
Haste
Aura

Black Magic Spells

Deals fire damage.

Deals lightning damage.

Deals ice damage.

Deals poison damage.

Absorbs HP from target.

Absorbs MP from target.

Sets off a fusion reaction.

Puts target to sleep,

Paralyses target.

Disrupts target's sense of time, paralysing it.
Confuses target.

Blinds target with darkness.

Curses target.

Transforms target into a toad.

Petrifies target.

Kills target instantly.

Banishes target or transports party to previous floor.
Temporarily raises attack.

Temporarlly increases target's number of attacks.
Enhances effectiveness against various foes.

0 he percentage of

.."T}‘IC Bestiary : + ]

¥ou can access the bestiary from the Title Select screen or the config menu of either title.

monsters defeated,
8 The names and the number of
the monsters "!,'l.||.|.1l.'L" defeated, f_
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DVANCE™ (GAME PAK)

1 @ benefits conterea by this Waranty are in addition to al
giher canditions and warranties In respect of this product which

Nintendo Australia Pty Limited warrants this Game Boy
dvance™ (GAME PAK) 10 be free of defects in mutoerials,

workmanship and manufecturing to the onginal purchaser for a

jpaficd of twelve months after the date of purchase and upon

presentation of purchase recelpt

1. Nintando Australia Pty Limited will al its option and subjact 1o
tha tarms and conditians stated below, repail of replace fme of
charge this GAME FAK or any component pat. which upon
sxamination by MNintando Australia Pty Limited |s found 1o be
detective.

. This Warranty shall not apply:

it the GAME PAK has baen subjectad o misuse, abuse,
accident or wanl of cars,

Il the GAME PAK has been modified and/or lampered with,
If & repair has bean made or attempted by the purchaser or
thioir agent.

The following ane nol coverad by this Warmanty,

{I} Liguid damage;

(if) Dty Contaminated Game contacts,

(W) Wesr and 1=ar

e wnit Faiks dus o causes unrdated 1o delective matorials
or workmanahip

12 MONTH WARRANTY FOR NINTENDO GAME BOY REV-R

3 Nimtando Australia Pry Limited accepts no Nability pursuant to
Ihis Warranty lor any cost of consequeniial darmage of
aoonomic loss whaether direct or indirect, to any parson or
propaty, ansing from breakdown or failure of this product and
na responsibility |5 W be mpled of accepled over and above
he replacemen value of the product

Il Warranty i given by Nintendo Auatraiia Pry Limited and no
ather peison or organsabon @ authorsed to vary its provisions
and condhions

Bafore ieluming a GAME PAK lor saivica!

Visll our web sile weow.nintgndo.comay OF

Contact Nintendo Customer Service on (03) 9730 9822
far Midarien s il Tagee mdsemalian o all o geessl o uitiaes
s O cemardbion. 000w b 000 Moy In Peiday (EETY

NINTENDO AUSTRALIA HEAD OFFICE
Scoresby Industrinl Park, B04 Siud Road, Seoresby Viatoria 3179
Australia

NINTENDO HELPLINE 190 224 1001

Gameplay assistance, hints and lips for @ wide range of Nintendo
products. Live Games Expeits avallable between 12 noon and
Tpm, every day of tha year  Recorded information on our most
popular Wtled avallable 24 hours per day,

INFORMATEL ONMLINE CALL RATE AT $1.98 PER MINUTE
INCLUDING GST

(Galls frovm mobiie and publile phones aftract & highar rata)

L . )



