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| Take a look at this chapter before embarking on your adventure. Although the basic rules of Final |
| Fantasy IX are always explained as they're needed, it cannot hurt to be better informed from the
| outset. So this chapter is just what you need if you would like to learn more about abilities,
| status effects and the battle system. You'll also find a comprehensive introduction to the exclu-
| sive Internet feature, www.square-europe.com/playonline, at the end of this chapter.
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0 BUTTON
4 BUTTON
‘© BUTTON

START, BUTTON

[SELECT) BUTTON

| DIRECTIONAL BUTTON

| ANALOG SWITCH | - o T ~ % puroN |
J LEFT STICK : s ]
| ANALOG LED | RIGHT STICK |

The controls for Final Fantasy IX will change dependmg on which screen you
| are in (see the following list). Press the 1, L2}, Y, [R2, SELECT and (START,
button simultaneously to perform a Soft Reset. This returns the game to the
Final Fantasy IX Title Screen.

Di rectwnal buttons | » Cursor mo

ursor movement.
« Select single or multiple party members when using abilities.

Left stick « Cursor movement.

= Right stick { (not used)
?:.- @-Button { (not used) g
e m : Steiner § item
£ @-Button | Switch between Ability and Equipment menus. Ly 6 o, Ability
ﬁ - WP -305/305 - Lol
©-Button Cancel. : MP- - 30,30 Equip
+ Confirm 5 i Status
« Display ability list (on Status Screen). : Ly 6 S Order
268,26 4 L5 ¥
» Change characters - HP iR enn  Card
i » View previous page o : Confia
« Select single or multiple party members when using abilities. ” s
5 HP- -158/158
(not used) S = 3 I MP 56758

T IME&fRCIL

» Change characters

« View next page. ?.ﬂlsf-‘e' :
« Select single or multiple party members when using abilities. HP 4B3/183
i o 5856
1 (not used) B sl
(SELECT)-Button | Display Help / Cancel Help
(START)-Button Confirm button selection (only on Custom Controller Screen z
in the Config Menu).
— ol
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‘ Directional buttons

« Cursor movement

+ Select the Defend command.

PECEL FENTAS Vol

« Cursor movement

(not used)

« Select the Defend command.

Cycle to a different ready character.
Hold down to clear all windows

Cancel.

Confirm.

« View previous page.

[RT) button).

+ Select single or multiple targets.
» Escape from battle (when held down with

pEoHHAND
Attack
Blk Mag

Steiner

« Display / cancel Target Window.

Foous ‘-‘.d.a""?

« View next page

LIl button).

[RZ-Button

» Select single or multiple targets
» Escape from battle (when held down with

LAR
P
13 Al Dagger

(not used)

(SELECT)-Button

(START)-Button

Pause

Display Help / Cancel Help.

Left Stick

Directional buttons

Character movement.

Character movement.

Right Stick

(not used)

@-Button
©@-Button

Open Main Menu.

« Examine

« Talk

« Confirm

« Challenge a card player.

» Confirm

©-Button « Hold down to walk (or run, if set in Config
Menu) when pressed with directional button
« Cancel.
) -Button « Examine
« Talk

EONTRALS 1N THE RIELE SUREEN

(not used)

(not used)
(not used)
Z-B (not used)
(SELECT)-Button « Display HERE icon.
« View ATE.

Pause

(START -Button

Directional buttons

= Character movement

Left Stick

« Change direction and altitude of Airship

+ Character movement

« Change direction and altitude of Airship

@ -Button

Right Stick

Move vehicle forward/backward.

« Open Main Menu
« Move inside the vehicle.

ST

¢ ©@-Button

+ (all moogle
» Mave vehicle backward.

©-Button

Exit vehicle.

®)-Button

« Enter buildings
« Ride vehicle
« Move vehicle forward.

(L1)-Button

Rotate map clockwise.

(L2)-Button

Lock/unlock camera rotation.

R1-Button

Rotate map anti-clockwise.

[R2-Button

Switch perspective.

[SELECT) -Button

Toggle navigation map.

(START) -Button

Pause
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Main Menu and other menus

You can open the Main Menu by pressing the @ button in the
field screen or in the world map screen. The Main Menu lists all
characters in your current party, including their Level, HP and
MP (the left figure always displays the current points, while the
right figure shows the maximum points). The number of magic
stones available and their maximum number are also displayed,

The Equipment Menu

The Item Menu

Use or sort your items, or look at the key items obtained so
far.

Select Use to deploy an item of your choice (the figure behind
the name shows how many of this item you have). Note that
only items listed in white can be used; “greyed-out” items can-
not be used. The
Arrange option enables
you to sort your belon-
gings - automatically
or manually. Select the
Key Item option to
view the key items in
your possession.

Alter the equipment of your party members.

Select Equip to alter
manually a charac-
ter's equipment.
Choose a body part
and confirm by pres-
sing the & button.
This opens a window
listing all the other
items this character
3 . can equip in place of
the current item. The left part of the screen shows how the
various pieces of equipment affect your character's stats. White
figures indicate that no change takes place. Red figures
indicate a decrease in stats, while green figures indicate an
improvement, If you select Optimise rather than Equip, the
programme will automatically select the optimum items for
your character. Although convenient, this option is not always
best in the long term, as your party members can learn many
abilities from weaker items.
If you would like a character to unequip an item without
equipping another, choose Off, The @ button opens the Ability
Menu. Toggle between your party members by pressing the (L1
or R buttons. Press the [SELECT! button to display the Help
Screen. This allows you to see your items’ properties.

The Status lMenu

The Ability Memnu

Use Action Abilities or select Support Abilities.

The Use option lists all Action Abilities. Only those listed in
white can be used at this time. Select Equip to assign magic
stones to abilities your character has learned. This “activates”
the chosen abilities.

Press the ® button to open the Equipment Menu. Switch bet-
ween your party members by pressing the LT or [RU buttons.

-wrlie Equip i ty i

Take a glance at your characters’ stats and the abilities s/he
has learned so far.

In addition to a character’s stats, the items s/he has equipped
and the available commands are displayed. You can also see
how far the Trance Gauge has been filled, how many EXP the
character has accumulated, how many more EXP are required for
him or her to reach the next level, and which status effects, if
any, s/he is afflicted by. Toggle between your party members
by pressing the X1 or (Rl buttons. Press the X button to
display a character’s abilities.

HOW TO PLAY




Ehange the Party Order and determine the characters’
Battle Positions.

This menu allows you
to determine the order
in which your party
members are listed
and who is to fight in
the front or in the
back row. Select one
character, then press
the & button to move
your character to the
front or back row. If
you want to swap the positions of two of your characters,
select one of these characters, then use the directional button
to go the other character and then confirm the exchange with
the ' button. Although battles are not greatly affected by the
order, they are affected by Battle Positions. Party members in
the front row inflict more damage with their Attack command,
as well as taking more damage when hit. Conversely, party
members in the back row inflict less damage with their Attack
command but also take less damage from opponents” hits. Magic
attacks or attacks using long-range weapons can inflict equal
damage from both the front and the back row.

Therefore, you should try to position your weakest character(s)
in the back in order to minimise damage.

party members using a controller in Port 2. This is ideal if you
' want to play Final Fantasy IX with a friend.

Th1s menu allows you to view the cards you have obtained
for the Tetra Master game.

View the number
(Stock) of cards you
have collected so far
at a glance. Type
indicates how many
different card images
you have obtained.
Your collector's level
and card Rank are dis-
played, as are the
number of games you
have won, lost or finished with a draw. Select a card from the
grid so as to view it from close up under Card Info at the
bottom right of the screen. Toggle between the cards of a par-
ticular Type by pressing the L1 or (Rl buttons.

_-' Adapt various aspects of the game configuration to your
¢ personal preferences.

You can change the following options:
{ Sound: Choose between Stereo and Mono sound.

| Controller: Alter the controls after selecting Custom or
{ maintain the default layout.

i Cursor: Choose Memory if you would like the Cursor to
{ appear next to the last selection made in one of the menus.

. ATB (Active Time Battle): Select Wait to gain time for
i choosing spells or items in battle. Active does not allow for
{ any respite in the action. Wait is the preferable option for

vary (Auto) or to remain Fixed during battle.

Walk or Run by default.

speed at which Field Messages are displayed.

| switched on or off. Even when disabled, you can make the

:' Target Window: Determine whether you want the Target
. Window to appear automatically during battle, or whether you

| Vibration: Toggle the vibration option of your Analog

PINAL FARTISY
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beginners.
Battle Camera: Decide whether you want the camera angle to

Battle Control: Select Custom if you also want to control your i

Movement: Determine whether you want your character to

Battle Speed: Choose from three settings for the speed at
which battles unfold.

Field Message: Choose from seven settings determining the

HERE Icon: Switch the hand pointer that appears above a
character’s head on or off.
The hand that sometimes appears above your character's head
means: “This is where your character is”, and can also be

hand appear by pressing the [SELECT] button when exploring.

Window Colour: Choose between Normal or the blue Classic
window colour.

prefer to open it manually by pressing the (L1 button.

Controller (DUALSHOCK) On or Off.

HOW TO Plﬂ'a‘
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1{11, MNP and other stats

Looking at the menus in Final Fantasy IX, you will notice a number of
abbreviations that you may find confusing at first glance. The following list
sheds light on all the window entries.

AP - Ability Points: Party members receive Ability Points, known as AP, after
winning battles. Your party members can only learn new abilities by
accumulating Ability Points. Once an ability has been learned, it can be used
without equipping the item from which your character originally learned it.

Attack: Indicates the attack power of the equipped weapon.
Defence: Indicates the defence power against physical attacks.
Evade: Indicates the degree to which a character can evade physical attacks.

EXP: Party members receive Experience Points - known as EXP - after winning
battles. EXP are required to attain higher levels, but victory over some
monsters is not rewarded with EXP.

Gil: The universal currency in Final Fantasy IX.

HP - Hit Points: Hit Points reflect a character’s life force. If they are reduced
to 0, the character is KO'd and must be revived using magic or items. The
higher the level and Strength, the more HP a character gains when levelled up
(see Level Up below).

Level Up: Moving from one level to the next one is like a promotion for your =

character. While only few EXP are required at low levels, your characters will
later need thousands of EXP to reach higher levels. Each time a character is
levelled up, his or her stats change as follows:

- HP and MP increase at each Level Up.
- Speed increases by 1 every 10 levels.

- Strength and Magic increase by 1 at levels 4, 7, 10, 14, 17 etc. Note that
the increase always occurs when a level number contains the
figures 0, 4 or 7.

- Spirit increases by 1 about every 7 levels. This partially
depends on the equipment worn.

- Characters receive a new magic stone at levels 3, 5, 8, 10, 13, 15, 18 etc.
(i.e. whenever the level number contains the figures 0, 3, 5, or 8).

Lv - Level: The level, abbreviated to Lv, indicates a character's stage of
development.

Magic Def: Indicates the defence power against magic attacks.
Magic Eva: Indicates the degree to which a character can evade magic attacks.
Magic: This figure indicates the strength of a character's magic attacks.

MP - Magic Points: Most abilities require Magic Points in order to be used.

This applies especially to Vivi's, Garnet's and Eiko's spells. The higher the level ==

and the Magic stat, the more MP a character gains when levelled up.

Next Lv: Shows how many EXP the character needs to accumulate in order to
reach the next level.

Speed: Indicates the speed at which the character's ATB Gauge fills during
battle.

Spirit: The higher this figure, the longer status effects last and the stronger
the effects of the abilities used. A high Spirit stat enables your character to
remain in Trance longer, allowing him or her to use more commands. The
higher the Spirit stat, the greater a character’s chances of success when using
the Steal command.

Strength: A stat from which the overall physical attack power 1s derived.

T e ——

Exploring your sur-
roundings

In the world of Final Fantasy IX, you will have
frequent and varied opportunities to interact
with your surroundings. An “!" symbol appears
above your character's head if there are
ladders, treasure chests or notice boards in an
area, indicating something worth investiga-
ting. Press the X or the @ button to
examine or use an object within a room. This
is also how you climb or descend ladders, read
messages or pick up treasure.

If you need to take a particularly 'far-reaching'
decision, a speech bubble with a "?" symbol
appears above your character's head. Such a
decision might be whether to leave a location
or to remain for the time being.

{HOW TO PLAY
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Eﬁﬁ-uaﬁe Helpﬁptiunﬁ

If you are in a Menu Screen, or if a window with an explanati-
on is opened in the game (for example, in the Battle Screen),
you can display more information by pressing the (START)
button. This summons the clever moogle, who explains more
about the option or item currently selected with your Cursor.
Press the (SELECT) button again to make the moogle disappear.

in-game Help option. The moogl
(nearly) everything worth knowing.

ﬂbﬁ}li moogles and
sauing your game

fddressing ﬁenpln

During your adventure, you will come across many people with
whom you can interact and enjoy the odd chat. Topics range
from little titbits for flavour to vital information. To address
somebody, approach him or her and press the & button. Press
the @ button to challenge the person to a game of Tetra
Master. If s/he is not interested, you will get the same reaction
as if you had pressed the & button. During conversations, a
dialogue window displays the name of whoever is speaking,
together with what s/he is saying. To speed up the conversa-
tion and call up the next dialogue window, press the X' or the
O button.

Some moogles can help you save your current game data on
a Memory Card. Simply address a moogle by pressing the &
button, and then select the Save option. Each save game
requires one block on your Memory Card.

You may think you are alone on the world map, but you can
even save your game in the wilderness. Press the @ button
to call a helpful moogle. Whenever you finish one of the four
game CDs you are automatically given a chance to save your
game.

As well as saving your game, moogles can also enable your
party to use a recovery Tent. Select this option to use up one
of these items from your inventory. Using a Tent restores your
party members' HP and MP, as well as curing many status
effects.

The Mognet option enables you to deliver letters between
moogles. Your postman duties require little effort, since
you're roaming the world anyway ...

Tip: Heal your characters and check their equipment before
saving your game, so you don't have to do so when next
setting out to resume your adventure.

HOW T8 PLAY




Active Time Fvents - ATEs

Elemental Properties

Active Time Events - known as ATEs - allow you to follow
scenes centred around characters other than those you
currently control. You cannot control the actions of the
character you are “watching” from afar. However, you learn
much and even obtain items during these episodes, so watch
ATEs whenever you can.

Simply press the (SELECT button when the ATE message is dis-

Elemental Properties are a part of nature in Final Fantasy IX.
There are eight of them: Fire, Ice, Thunder, Earth, Water, Wind,
Holy and Shadow. These properties can be used for attacking
(for example, using specific spells) or for defence (for
example, by equipping a piece of armour with a particular
Elemental Property). The following table lists the eight
Elemental Properties and their effects:

played at the bottom left of the screen. (If the display is grey,
the ATE unfolds automatically, as it has a significant baring on
the further course of your adventure.) You'll now be able to see
the names of the available ATEs (sometimes there is only one
current ATE). Use the directional buttons to choose an ATE, and
confirm your choice by pressing the X button. After the Active
Time Event has taken place, the scene switches back to your
character.

It is not necessary for you to watch all ATEs. However, you
learn far more about the story and the characters than you
would otherwise. Note that some ATEs are only available if you
viewed certain other ATEs earlier. Characters’ reactions may
change slightly depending on the ATEs watched - so why not
experiment?

ELEMENTAL | DESCRIPTION

PROPERTY
Fire

Effective against Ice-related opponents or undead
creatures.

Effective against Heat-related opponents or dragons.
Also useful against insects and large opponents.

Effective against monsters living near water.
Useless against flying opponents

Effective against Fire-related op'ponents,
Effective against flying opponents.

Effective against Shadow-related opponents.
Effective against Hoiy—réléted opponents.

Thunder
Earth
Water
Wind
Holy
Shadow

°__If an ATE message is
displayed in the bottom
left corner of the scre-
en, you can press the

There is also a Non-elemental Property. It is not affected by
any Elemental Property.

§ (SELECT putton to view
‘g scene with another
character.

Weapons and clothes

It may not always make sense for your party members to set out with daggers
and cotton robes. Have each character equip the most useful items you can
afford. Your party will be able to travel in safety if all members wear the best
possible equipment. You can find a complete list of items and prices, not to
mention all Synthesis Shops, in the Items chapter starting on page 114. Use
Synthesis Shops to commission the most powerful blades, gleaming suits of
armour and amazing Add-ons ...

Equipping items

Open the Equipment Menu and select the character whose items you want to
adjust. You can now select Optimise and have the programme automatically
pick the strongest items for this character. This may well be sufficient during
the first hours you spend exploring the world of Final Fantasy IX, given that
you have enough other things to attend tor However, once you have made
some progress - at the latest when the end of €D 1 draws near - you might
want to choose Equip instead, and adjust your characters' equipment
manually. After all, learning new abilities is of great importance, and your
party members can only achieve this by equipping some weaker items. If you
press the SELECT) button, you can get additional information on items.
Choose one of five basic categories (Weapon, Head, Wrist, Armour and
Add-on) using your controller's directional buttons, and confirm your choice
by pressing the X' button.

This opens a window listing all items the character can equip in place of the
one s/he is currently wearing. If the window remains empty, there are no
suitable items currently available.

The left side of the Equip screen shows how an item affects your character’s
stats. Red figures indicate a change for the worse, while green figures
indicate a stat improvement. White figures indicate that there is no change.

(1 T,
SRR 1]

T

i

=
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Now: choose the body part to-be
equipped with a new ftem. You can
choose from Weapon, Head, Wrist,
Armour and Add-on.

Open the Eguipment Menu and sel-
ect Equip if you would like to alter
a character’s equipment manually.

[ommissioning new pieces of
equipment at Synthesis Shops

Synthesis Shops are located in several places around the world, and allow you
to commission new items for a fee. Each synthesised item is created from two
“ingredients” or source items, and you'll find this a very convenient way of
obtaining strong and sometimes rare new pieces of equipment. It may be
faster to commission an item than to try and steal it from a particular mon-
ster, The locations of all Synthesis Shops, as well as the items synthesised
there, are listed in the Items chapter.

You will have an opportunity to visit your first Synthesis Shop in Lindblum,
towards the end of CD 1.

FINAL FARTAS Yol
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Att available items are now listed.
Make your choice and confirm it by
pressing the X: button. At the bot-
tom right you can-see which abili-
ties an item contains (note that
each character can only learn speci-
fic abilities). The red and green
stats on the left indicate the effect
of the item on the character’s stats.

Have the Synthesist combine two
==-items to forge a formidable new one
<. Jora fee,

Hbilities

What are abilities?

The Info window in the Ability Menu displays
information on the ability currently selected.
The figure to the right of the "AP” entry displays

Abilities are special skills that lie dormant within the people of Gaia, the world of
Final Fantasy IX. Your characters can “rediscover” and activate their abilities
during the course of their adventure. These skills are particularly useful in battle,
enabling your party to defeat the mightiest monsters. Indeed, you'll often find that
choosing the right set of abilities is the key to winning battles.

There are two basic groups of abilities: Action Abilities and Support Abilities.
Support Abilities do not need to be "used”, but rather take effect automatically
when certain conditions are met. Action Abilities, on the other hand, must be
specifically selected as battle commands. This category includes, for example,
offensive spells.

how many AP your character has accumulated.
The figure to the right of this one tells you how
many AP are required to learn the ability in que-
stion. Your characters do not lose accumulated
AP when they unequip an item, and you can
continue the learning process by having them
equip it at some later point. The symbol below
the word "Equip” indicates the item from which
your character is learning the ability, and is no
longer displayed once s/he has mastered the
ability in question (i.e. accumulated enough AP).

The Ability Menu

The Ability Menu is accessible from the Main Menu, which you can open by pres-
sing the ‘) button in the field screen or on the world map. The menu allows you
to choose between the Use and Equip options. The Use screen lists all Action
Abilities, some of which can also be used outside battle - for example, Dagger's
Cure and Life healing magic. When a character uses an Action Ability, s/he uses
up MP.

The Equip screen lists a character's Support Abilities, which can be activated by
equipping magic stones. During your adventure, you will need to consider which
set of Support Abilities you wish to have at your character's disposal: as the
game progresses, you will rarely have enough magic stones to equip every
ability learnt by a character.

All abilities gained and learned by a
character are listed in the Ability
Menu. The Use screen displays all
Action Abilities, while the Equip scre-
en shows the Support Abilities.

HOW TO PLAY




baining new abilities

-

You can activate abilities by equipping items. (Please read the section on
“Weapons and clothes” in this chapter for more details.) Characters can
activate different abilities from the same piece of equipment. Each character
can only activate and learn the specific abilities corresponding to his or her
nature.

Until a character has completely mastered an ability, s/he can only use it
when the item containing the ability in question is equipped. This means that
you can choose your party’s equipment according to the abilities you want
your characters to learn - or have them
equip specific items whenever you want
them to use the associated abilities in
particular circumstances.

If a party member equips an item con-
taining a new ability, s/he can make use
of that ability while wearing the item in
question, but can no longer use the
ability after unequipping the relevant
item. However, if your character has
already accumulated sufficient AP, s/he
has “learned” the ability and can use it
even without equipping the item in
question (see the following section,
“Learning abilities”).

Learning abilities

—

:nmca{fy stnmfge?‘ aqagigf to the

Your characters must accumulate AP to learn abilities. Each ability requires a
specific amount of AP, obtained automatically whenever you have won a
battle and your character has equipped an item containing new abilities. The
AP are added to the "accounts” of the new ability or abilities of your party.
Your party members can learn more than one ability at a time; the number
depends on how many abilities their equipment contains. Note that only party
members that are not disabled or afflicted by certain status effects when a
battle ends obtain AP (see the section "Status effects” in this chapter for
details). Press the ™ button to access the Main Menu and then view your
accumulated AP in the Ability Menu or the Status screen.

. - Each character needs different numbers
of AP to learn an ability, so some party
members take longer than others to
master any given ability.

Tip: Even when you find more potent
pieces of equipment for your party mem-
bers, you should keep their “old” items
equipped (if possible) until they have
learned the relevant abilities (indicated
by the AP gauge).

Tip: If you want a character to learn an
ability even faster, have him or her
equip several items that contain this
ability. This multiplies the distributed
AP and fills the AP gauge faster.

— The AP obtained in battle are auto-

et by a charﬂctep Fi8i- 3 AP

r-ability.
- (press the )

ﬁa‘fn. Menu). -

Action Abilities

Abilities used as commands are called Action
Abilities, and are marked with a red gem
symbol and the letter "A” in the Equipment
Menu. Nearly all Action Abilities use up MP.
Each character can learn a different set of
abilities, some of which may change when a
party member enters Trance during battle. You
may sometimes find it more effective for a
party member to use an Action Ability than to
attack an opponent physically. For example,
Vivi inflicts far more damage with his Black
Magic than by wielding his weapon.

Scan is a particularly interesting Action
Ability. It reveals most opponents' weaknesses,
allowing you to fine-tune your battle strategy.
Concentrate on the monster's weakness(es) by
using the corresponding abilities or (in the
next battle against such an opponent) by
equipping specific items. Of course, you can
always take a peek at the monster’s statistics
in the Monsters chapter of this strategy guide,
but gaining the knowledge by fair means is
surely more satisfying ...

You can use this ability to scan party members.
This can be informative if one of these party
members isn't one of the eight main
characters.




Support Abilities

Ablhtles that automatically support you during battle are called Support
Abilities, and are marked with a blue gem symbol and the letter “S” in the
Equipment Menu. Many Support Abilities protect against status effects or
increase the damage your characters can inflict on specific kinds of monsters.
You can activate Support Abilities by equipping magic stones. These are obtai-
ned automatically by your party members during their adventure. The more
powerful a Support Ability, the more magic stones a character needs to
activate it. Always equip the abilities best suited to your particular situation.
Well-considered changes of Support Abilities can make all the difference
during battle. Specific combinations of Support Abilities give your party
members an unexpected advantage. For example:

# Cover + Counter + Eye 4 Eye enables a character to attack more often:
Counter makes your character strike back with a certain likelihood when s/he
suffers physical damage. Cover draws the opponents’ attacks towards you,
giving you more opportunity to Counter. Eye 4 Eye increases the probability
of your characters performing a Counter.

# Use Auto-Potion + Chemist if you want to avoid health worries:
Auto-Potion ensures that your character automatically uses a Potion when
s/he suffers damage, while
Chemist doubles the effect of any
medicine. This combination of
Support  Abilities  drastically
reduces the probability of your
character being KO'd.

e e e e e e e e e e e e e T

IMagic stones

| equipping a Support Ability reduces your character's pool of magic stones.
| Whenever you unequip an ability, the magic stones required to equip it are set
| free again, becoming available for other abilities. The number of magic
stones increases as your characters progress through the adventure, thus
resembling stats that also increase at certain points. A character receives a
new magic stone whenever s/he reaches a level ending with the figures 0, 3,
5, 0r 8, i.e. levels 3, 5, 8 10, 13, 15, 18 etc.

Magm stones are required to actwate Support Abllllles, but remember that
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Tips and strategies for
learning abilities

If you wish to use a specific ability for a
limited amount of time (e.g. during a specific
battle), simply have your character equip the
item containing the ability in question. If, on
the other hand, you would prefer a character to
be able to use the ability independently of the
item, s/he will have to learn the ability. The
various approaches to the ability system are

———— el GUTLE INEHGUING dNd: add-to the flavour of the

game. We suggest that you develop your
personal playing style based on the alternative
approaches described below.

&= Using items in specific situations: Have
your party members equip items with the
most suitable abilities for dealing with the
situation at hand. As you are not bent on
obtaining a maximum number of AP, you do
not need to do battle too often. The down-
side is that you must always carry a large
number of items for use by your characters.
Keep changing the party members’ equipment
to ensure that you are prepared for all
eventualities.

## Balancing your playing style: Have your
party members learn useful abilities such as
“Life”, "Loudmouth” or "Alert”, and have
them equip items in order to use other
abilities. Although you must take care when
selecting the abilities you want your
characters to learn, many gamers will find
this style of playing very convenient. The
ability tables below will help you choose the
best abilities for your adventure

& Striving for power: Have your characters
learn all abilities contained by your items.
This requires your party to battle many
monsters in order to obtain AP, but you'll be
glad you made the effort: the more abilities
your characters learn now, the fewer
problems they will encounter towards the end
of the game ...

=
-
=
=
-
=
=
=
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Any increase in damage dealt that is mentioned in the description (e.g.
“twice the damage” or “increases by 30%") refers to a normal physical
attack with the weapon currently equipped. If, for example, Zidane would
usually deal 200 HP damage to a beast monster with his current weapon, he
deals twice this damage - 400 HP - when the Support Ability Beast Killer is

‘;‘f j/F é‘,?'_? activated with magic stones while this weapon is equipped.
[ /S
ff ;”:... 'é?ff Abilities with the comment - Steiner's Swd Mag in battle. These can only be
/ ;’é’ {:‘.‘, / used if Vivi has learned the spell of the same name. In each case, the Absorb
/ /S /g ;g- property of the Blood Sword does not take effect, and Sleep is not
E 2 ij&? 'f;‘? /& neutralised. Swd Mag commands are not available when Steiner is afflicted
- & /& /G ;’C‘f by the Mini status.
L ~ /& /T /8
1,000 Needles ® | 8 | - | This ability overcomes any defence and inflicts 1,000 HP damage. £5:
Ability Up ! 3 | The character receives twice as many AP after battle.
Absorb MP f - | 6 | The amount of a character's MP equivalent to the amount used by the opponent's magic is restored. E.g., if Quina is attacked
with Fire, s/he recovers 6 MP. MP are also restored if Quina is KO'd by the spell.
Accuracy+ &l - 2 | The probability of physical attacks resulting in a hit increases.
Add Status J 3 | Attacks with a weapon inflict a status effect on the target. The status effect depends on the weapon used
(see Items chapter).
Alert 5] 4 | The party is protected against Back Attacks at the beginning of battles.
Angel’s Snack % | 4 | - | All party members use a Remedy. If there are not enough of this item left, the action is not performed.
Annoy LA - | This ability inflicts the Trouble status on the target.
Antibody < 4 | This ability protects against the Poison and Venom statuses. I
Aqua Breath % | 14 [ - | This ability deals damage equivalent to 25% of all opponents' I'n'.l:irnu;| HP. It overcomes the abilities Protect and
Shell statuses and does not neutralise the Sleep status.
Ark % 80| - | This ability inflicts Shadow damage on all opponents. More details are revealed on PlayOnline. .
Armour Break %! 4 | - | The target's defence against physical attacks is reduced by 50%.
Atomos L A EH All opponents receive damage. More detials will be revealed on PlayOnline, =2
Aura ® | 12| - | The character is affected by Full-Life and by the Regen status.
Auto-Float 1 - [ 6 | The character is affected by the Float status during battle.
Auto-Haste 7] - 9 | The character is affected by the Haste statusduring battle. o
Auto-Life % | 14 | - | The character is affected by the Full-Life status during battle.
Auto-Life o) - | 12 | The character is affected by the Full-Life status during battle. The effect lasts until the character is KO'd.
Auto-Potion f - | 3 | A character automatically uses a Potion when s/he loses HP. If there are no more Potions in your inventory,
the character uses a Hi-Potion. If neither is available, this ability is rendered useless. The effect of Auto-Potion increases
when the Chemist ability is also equipped.
Auto-Reflect 41 - | 15 | The character is affected by the Reflect status during battle.
Auto-Regen J| - 110§ The character is affected b),; the Regen status during battle.
Bad Breath ¥ 16 1 -] The target is afflicted by the Confuse, Darkness, Poison, Slow and Mini statuses.
Bahamut % | 561 - | Al opponents suffer non-elemental damage. More details are revealed on PlayOnline.
Bandit ¥ ~ 175 | The success rate of the Steal command increases.
Beast Killer 5 4 | The attack power against Beast opponents increases by 50%.
Berserk % 6 - | Inflicts the Berserk status on one or more targets.
Bio ® | 20 - | Steiner's Swd Mag in battle. This attack is non-elemental.
Bio % 18§ - | A non-elemental attack on one or rnorewtarqets which are afflicted by the Poison status.
Bird Killer )i - & 3 | The attack power against flying opponents increases by 50%. =
Blind % 5 - | One or more targets are afflicted by the Darkness status.
Blizzaga % | 30 [ - | Steiner's Swd Mag in battle. Ice is the attack element. =
Blizzaga L AR This ability initiates an Ice attack against one or more targets.
Blizzara & | 12 | - | Steiner's Swd Mag in battle. Ice is the attack element.
Blizzara 12 - This ability inili;;cs an Ice attack against one or more targets.
Blizzard & 6 | - | Steiner's Swd Mag in battle. Ice is the attack element.
Blizzard % 6 1 This ability initiates an Ice attack against one or more targets.
Body Temp ) 4 | This ability protects against the Heat and Freeze statuses.
Boost 24 - | 12 | The long animation stage of Eidolon summonings always takes place. The Eidolon's attack power is increased by 30%.
Break - | The target is afflicted by the Petrify status. = e
Bright Eyes 4 | This ability protects against the Darkness status.
Bug Killer 1§ - | 2 | The attack power against insectoid opponents increases by half. 3
Carbuncle ® | 24 | - | Inflicts the Reflect status on all _party members. More details are revealed on PlayOnline.
Chakra % | 4 | - | Restores 20% of the character's maximum HP and MP.
Charge! ® | 10| - | All severely injured party members (i.e. those whose HP are highlighted yellow) attack.
Chemist % - | 4 | The recovery effect of Potion, Hi-Potion and Ether is doubled during battle.
Cherry Blossom %46 A non-elemental attack which inflicts damage increased by half on all opponents. Damage is reduced by Shell.
The Sleep status is not neutralised.
Clear Headed £} - | 5 | This ability protects against the Confuse status. ==
Climhazzard % | 321 - | All opponents suffer twice the regular damage.
Comet L AR This ability overcomes the Reflect status and inflicts random non-elemental damage.
Concentrate L 10| The healing effect of the Abilities Cure, Cura and Curaga increases by half. The healing effect of the Abilities Life
__and Phoenix is doubled. .
Confuse s One or more targets are afflicted by the Confuse status. =
Countdown ® 16| - | One opponent is afflicted by the Doom status.
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J ,‘f:f /5 /8§ abilities on PlayOnline. on--certain--aofities == go =it ‘
& fa /g /& PlayOntine to discover the secret! o
/& /5 /3 — — . Rt A
Counter ! - | 8 | If a character loses HP when attacked physically, there is a 25% probability that s/he will counter-attack. . 1 \
This counter-attack is also performed when the character is affected by the Vanish status. =
Cover f 6 The character protects injured party members from physical attacks (by nppnnehts) by drawing these towards himself/ -
herself, The injured party member must have lost 80% of his or her HP. If several party members have this ability, the
character with the greatest number of remaining HP uses it.
Cura Y 10 § - | This ability recovers one or more party members' HP. s = ,' ‘L“‘
Curaga Pl22] - This ability recovers one or more party members' HP. L
Cure Y 6 -1 This ability recovers one or more party members' HP, = 3 -
= Curse i Y12 An opponent receives an added weakness. o
- Darkside Y| - - This Shadow attack reduces the user's HP by 12% and increases the damage inflicted on the opponent by 50%. = ¥
Death %120} - | KOs the target. - ) ) ] : {
Demi Shock Y 20 An opponent suffers darnar_[e equivalent to 20% of their maximum HP.
I A 'd 18 | - | One or more opponents suffer damaqp equwalent to 30% of their maximum HP. Ty i
L ~] Items that can be obtained by using the Steal command are dlspla\,red The item hardest to Steal is listed first. % - e
Devil Killer T - 12 | The attack power against Devil opponents increases by 50%.
Dispel Y16 All statuses caused by magic are neutralised. 3 7 %
Distract [~ 5 The likelihood of evading physu:al “attacks increases. 3 E =
Doom |12 ~ | An opponent is afflicted by the Doom status. 3 '
Doomsday % |50 | - | Steiner's Swd Mag in battle. Shadow is the attack element. ' [
Doomsday L =~ TE Thl‘, dblll[y overcomes the Reflect status and inflicts Shadow damage on aLL pdrtlupdnts in battle. * 1
Dragon Breath L AR I This ability overcomes any defence. It does not neutralise the Sleep status. All opponents suffer damage -
equivalent to the HP they have lost so far. This ability is ideal for eliminating a group of opponents already injured.
Dragon Killer S 3 | The attack power against Dragon opponents increases by 50%. =R
"E-J-Tagorl's;.trest P16} - This ability causes the foLLow{hg dan;ag_c‘. (Dragon opponents previously defeated) x (Dragon opponents previ.o.usty defeaiu_dr
E.g.: If you have defeated 10 Dragon monsters so far, you deal 100 HP damage.
Drain 14} - This ability overcomes the Reflect status and absorbs HP from the opponent. If you use this ability against an
undead monster, your character's MP are absorbed.
Earth Shake |20 This ability inflicts Earth damage on all opponents. Damage can be reduced by the Shell ability. The Sleep status is ] =
not neutralised. ST
Esuna ® |20 | - | This ability neutralises all status effects. = ; N
;. Eye 4 Eye ) 5 The likelihood of rﬁerformmg a counter-attack usmg the Counter ability increases to 75%. ] \‘
Fenrir % |30} - | This ability 1nﬂ1cts Earth damage on all opponents. More details are revealed on PanOnhne ey = F N y'.P“
Fira w12 Steiner's Swd Maq in battle. Fire is the attack element. = ¥
_Fira ®|12] - This ability inflicts Fire damage on one or more targets. e
Firaga L "R D] Steiner's Swd Mag in battle. Fire is the attack element. = g-
Firaga ®2] - | This ability inflicts Fire damage on one or more targets. 2 2 - ._ :
Fire L 2 Steiner's Swd Maq.m battle. Fire is the attack eLernent T == s
_Fire I - This ability inflicts Fire damage on one or mare tdlgvt' ; : ._ " _g
Flare % | 60 | - | Steiner's Swd Mag in battle, The attack is non-elemental. ===
Flare 40| - This ability inflicts non-elemental damage on a target. 3 I :t .
Flee 9 - If you use this ability, there is a 100% probability that your party W;IL"escape from battle (except for boss battles). = 4 e
In doing so, you lose Gil equivalent to 10% Df the money held by your opponents. 4
Flee-Gil ] - 3 | Thanks to this ability, you gain 10% of the nwney held by your opponents when your party escapes from battle. e
The Millionnaire ability raises the amount by 5%, i.e. to 15% of the opponents' funds. ==
Float ¥l 6 - This ability inflicts the Float status on one or more targets. E”
Free Energy & | 10 | - | All information for this ability is on PlayOnline. = 8
Frog Drop 9 10 | - | This ability overcomes any defence and inflicts the following dar;uqt‘: (Quina's level) x (frogs caught so far). ==
Frost ¥ s ~ | Inflicts the Freeze status on a target. 2 = = A -
Full—.Life . ¥ This ability revives a character from KCI_aEd restores all of his or her HP. T == “\\
Gamble Defence ] - 1 | The character's Defence stat changes randomly to any figure between 0 and 200%. : \
Goblin Punch _‘! 4 This ability initiates a non-elemental attack. Damage can be FLduLL‘d by the Shcll status. The Sleep status is not neutralised.
Grand Lethal % | 60 All information for this ability is on PlayOnline.
Guardian Mog 7| - 3 | The Silence, Poison, Petrify, Virus and Zombie s .latu%eﬁ are automatwally neutralised after battle (also if the party flees). = l
Half MP ] - 11 | Mp expenditure when using abilities is reduced by half. ¥
Haste ® | 8 | - | This ability inflicts the Haste status on a target. -
" Healer £y 2 | The target is healed by the character's attack. Undead monsters suffer ddlndL]L‘ through this ability. ]
High Jump ] - 4 | The attack power of the Jump command is doubled. - -
“High Tide v 8 | Hits received by opponents fill the Trance gauge twice as fast. i e
Holy % 1361 - | This ability inflicts Holy damage on the target. ] ‘
HP+10% ~ | 4 | The maximum HP increase by 10%. If the HP+20% ability is also active, the maximum HP increase by 30%. T
HP+20% | - 8 The maximum HP increase by 20%. If the HP+10% ability is also active, the max-iur_m_u_n HP increase by 30%. = 'ﬂ
= lai Strike Yi16] - A Tandomty selected opponent is attacked and defeated. 3 [ .,
Ifrit | This ability inflicts Fire dalnage on all 0|:lp0nL‘r|ts More details are revealed on PlayOnline. ) 1
Initiative g1 - 5 | The likelihood that your party can begin battle with a Back Attack increases.
(Does not work with powerful opponents such as boss monsters. )
Insomniac 1 - 5 | This ability protects against the Sleep status. . -
Celly w| - 4 | This ability protects against the Petrify and Gradual Petrify statuses.
Jewel L A - If you use this ability, you receive the item Ore on this occasion. 1
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Lancer 1% {10 - | This ability inflicts an additional 20% damage on an opponent. The target's MP are reduced by 6% of the damage inflicted. |

Level Up 7 | You receive 50% more EXP (Experience Points) after battle.

Leviathan % | 42 | - | This ability inflicts Water damage on all opponents. More details are revealed on PlayOnline.
Life |% | 8 This ability revives a target from KO. The HP the character recovers depend on his or her Spirit stat.
Limit Glove |% | 10 | - | If a character's HP are reduced to 1, this ability overcomes any defence and inflicts 9,999 HP damage on the target.

The attack fails under any other circumstances.

Locomotion b ] - 4 This ability protects against the Stop status.
Long Reach Character can deal the same damage from the back row as from the frant row of the party during battle.

]
= Loudmouth | & This dbilil\.}.prolt‘til\ against the Silence status.
= Lucky Seven IE "] If the last digit of the characters HP equals "7" (e.g. 537 or 1217), the target randomly suffers 7, 77, 777 or 7,777 HP
| | damage. If the last digit of the HP equals any other number, only 1 HP damage is inflicted. This attack overcomes the
= { | Protect status, It does not neutralise the Sleep status.
:': Luna e “y This ability inflicts the Berserk status on all party members. =
= LV3 Def-less ®i121 - | Ifthe opponent's level is a multiple of 3, this target's Defence stat is reduced.
= L4 Holy ®i22] - If the opponents' levels are a multiple of r’4 these targets are attacked with the Holy elpment
: LVS5 Death % 20 — 1f the opponents' levels are a multiple of 5, these targets are automatically defeated. = ___ ]
= Madeen % 54 | - | This ability inflicts Holy damage on all opponents. More details are revealed on PlayOnline.
~ Mag Elem Null - :: 13 | This ability turns all your own spells into non- elemental attacks, This also applies to the spell created by the
B | Return Magic ability. =
Magic Break i ” 4 | - | The target's magic power is reduced by 25%. N
Magic Hammer 9 .-E_E This ability randomly reduces the target's MP. - = E =
¢ Man Eater ! - 2 | The attack power against human opponents increases .U_\.' 50%.
Master Thief (| - | 5 § This ability increases the probability of *.ie.;aling valuable items from monsters.
= Matra Magic L A Reduces the target's HP to 1.
Mental Break is - | Reduces the target's Magic Defence by half. B
‘Meo Twister 9_ 32 All information for this ability is on PIayDnIme a -
Meteor L " 42 | - | This ability overcomes the Reflect status and deals random non-elemental damage to all opponents.
Might ¥ |14 The target's ‘slrenqth stat is raised by 25%. Using this ability repeatedly enhances the effect. )
= nghty Guard E _9 ' 64 | - [ This ability inflicts the Shell and Protect statuses on all party members. =
: Mﬂlmnalre -i';_"_'j 5 | You receive 50% more Gil after battle. o
- Mini Y| 8 This ability inflicts the Mini status on one or more opponents.
_ Minus Strike Y| 8 - | This ability inflicts damage cquwd{;’;h to the HP lost by the character so far. Affects a single opponent.
= MP Attack & - 5 ; The attack power of the Attack command increases by half. 12% of the attacker's maximum MP are spent.
e i If the MP equal 0, the attack power remains unchanged.
= MP+10% 4 | The character's maximum MP increase by 10%. If the MP+20% ahlhty is aLso active, MP increase by 30%.
= MP+20% 1571 - 8 ' The character's maximum MP increase by 20%. If the MP+10% ability is also active, MP increase by 30%.
_ Mug i | - 3 | If the Steal command is used successfully, the target also suffers random damage.
__Mustard Bomb ‘_’ 10 | - | This ability inflicts the Heat status on an opponent.
Night | ® | 14 | - | There is a certain likelihood that all participants in battle will be afflicted by the Sleep status.
_ No Mercy {12 | - This ability inflicts an additional 70% physical damage on an opponent.
= 0din T’ 281 - This ability KOs an opponent. More details are revealed on Pli\.'(]nllnP
_'- Odin’s Sword | & 5 | If the Odin ahlln:y fails, this ability inflicts darnar_:e More details are revealed on PlayOnline,
= Osmose L A - | This ability overcomes the Reflect status and absorbs MP from the target. If you use this ability on an undead monster,
| i the character's MP are absorbed instead.
= Panacea L , 4 - | This ability neutralises the Venom and Paison statuses. i S
Phoenix | Y {132] - This ability inflicts Fire damage on all opponents and revives all party members from KO.
| | Mare details are revealed on PlayOnline.
Poison 1% | 8 | - | This ability inflicts the Poison status on one or more targets. =
= Power Break % 8 Reduces the target's Strength stat by 25%. .
~ Power Throw ) - |19 | The attack power of the Throw command increases by 50%.
Power Up 1| 3 | The healing effect of the Chakra ability is doubled.
Protect Girls ) 4 | Zidane intercepts the opponent's attack if directed against Dagger, Freya or Eiko, but the girls must have lost 50% of
their HP for Zidane to do so. This ability overrides the Cover ability.
Protect _‘." 6 This ability inflicts the Protect status on a character. o
Pumpkin Head L 112 | - | A non-elemental attack that deals damage equivalent to the HP the character has lost so far.
This ability overcomes any defence. It does not neutralise the Sleep status.
Ramuh 22 - This ability inflicts Thunder damage on all uppununt; More details are revealed on PlayOnline.
= Reflect % | 6 | - | This ability inflicts the Reflect status on the target. =
= Reflect-Null g 17 | This ability enables the character's magic to overcome the target's Reflect status.
= Reflectx2 o1 - 117 | The power of a character's spell is doubled if repelled by the Reflect status. ] =
= Regen $ This ability inflicts the Regen status on a character. - =
Reis’s Wind 12§ - | This ability inflicts the Regen status on all party members.
Restore HP | Y 8 | If a character's HP are reduced to less than 16% of his or her maximum HP and the following attack does not o
| reduce them to 0, s/he recovers half of his or her maximum HP.
Return Magic X4 9 | This ability causes the character to counter-attack with the same spell the opponent used on h1m or her. 5
Revive ®$i20| - This ability revives a character from KO. The HP sfhe recovers depend on his or her Spirit std1
_IGI._IIette % | 18 | - | This ability randomly KOs a participant in bdltlt‘
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Z]dane's HP and MP are reduced to 0, while the HP and MP
Status effects are not neutralised by this ability.

of the other party members are fully restored.

This ability displays the target's stats as follows: maximum HP, current HP, maximum MP, current MP and weakness.
If the ability fails, the message Miss is displayed.

Scoop Art
Shell

MI information for this ability is on PlayOnline.

This ability inflicts the Shell status on a character.

Shift Break

- s
[ Rl

All information for this ability is on PlayOnline.

Shiva

L
=4

i This ability inflicts Ice damage on all opponents. More details are revealed on PlayOnline.

Shock

This ability inflicts three times the reqular damage on an opponent.

Silence

oo

This ability inflicts the Silence status on an opponent.

Six Dragons
Sleep

n
o

-
o

The HP and MP of all party members are randomly reduced to 1, completely restored or remain unchanged.

This ability inflicts the Sleep status on one or more targets.

Slow

o

This ability inflicts the Slow status on a tdr_qet

Solution 9

E
oo

All information for this ability is on PlayOnline.

Soul Blade

elejo/e/¢/e[ele/ejele o

o

An opponent is afflicted with a negative status effect unless it is immune to the particular status effect in question.

| Depending on Zidane's weapon, the following status effects can be inflicted: Butterfly Sword = Silence, The Ogre = Darkness,
Exploda = Trouble, Rune Tooth = Poison, Angel Bless = Confuse, Sargatanas = Petrify, Masamune = Doom,

The Tower = Minimum, Ultima Weapon = Sleep.

Spare Change i »9 - [l information for this ability is on PlayOnline.
Steal Gil 7§ - 5 1 You receive Gil in addition to items when using the Steal command.
Stellar Circle 5 ® | 24 | - | All information for this ability is on PlayOnline.
Stock Break % % - 1 This ability increases the damage inflicted on all opponents by half. e
Stona - 2 ﬁ _8 ' Neutralises the Petrify status.
& Stone Killer | | - | 4 | The attack power aqa!n%t Smne_zlﬁnnpnts increases by half.
=_-E= Stop L "B This ability inflicts the Stop status on a target.
E_Thie\rery % 8 This ability overcomes the Protect status and inflicts the following damage: (Zidane's level} x (number of items to
= E 55 be stolen from mansters) / 2. The Sleep status is not neutralised.
Thundaga ‘% 130 Steiner's Swd Mag in battle. Thunder is the attack element.
Thundaga i |24 | - | This ability initiates a Thunder attack against one or more target-s__
Thundara ¥ |12 Steiner's Swd Mag in battle. Thunder is the attack element.
Thundara ® |12 | - | This ability initiates a Thunder attack against one or more targets. SES
Thunder Slash & | 24 | - | This ability inflicts Thunder damage on an opponent. The damage is equivalent to 20% of the target's maximum HP.
Thunder $i6 Steiner's Swd Mag in battle. Thunder is the attack element. SSa===—= .
Thunder L AN - | This ability initiates a Thunder attack against one or more targets.
Tidal Flame L "B RV All information for this ability is on PlayOnline,
Twister g ® 122 | - | This ability mﬂ]ctf Wind damage on all opponents. It does not neutralise the Sleep status.
Undead Killer .1 - | 2 | The attack power against undead uppununls increases by half.
Vanish P8 5 This ability inflicts the Vanish status on a character.
Water & 26 | - | Steiner's Swd Mag in battle. Water is the attack element.
Water w22 | This ability initiates a Water attack on one or more targets.
What's that!? _'O 2 - | The target turns around during battle and is vulnerable to damage equivalent to that of a Back Attack.
White Draw % 36 This ability restores a random number of MP to all -p;rTy members,
White Wind % {14 | - | This ability restores HP equivalent to 1/3 of Quina's maximum HP level to all party members. T oo

e e e e e e e e
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Battle System

fl general introduction

When facing fearsome monsters, the outcome is rarely decided
by brute force or a well-honed blade. Instead, Final Fantasy IX
is structured to allow even a clearly weaker party to emerge
victorious from battle - as long as you familiarise yourself with
the finer points of the battle system. Study the details well
and outwit your opponents, putting their weaknesses to your
advantage.

Final Fantasy IX uses the Active Time Battle System, or ATB.
Each character (and each monster) has an ATB Gauge that fills

up during battle. Once the ATB Gauge is full, the character or
monster can perform an action. This prevents participants in
battle from attacking incessantly, reflecting the fact that they
must recoup their strength after executing an action. The
actions that can be executed depend on the character or mon-
ster in question, while the effectiveness of an attack depends
on the opponent in question. It may sound complicated, but
in fact it's all very simple.

Cursor: Shows which character’s
turn it is next. The name of this
party member is shown in yellow at
the bottom right of the screen.

Commandos: The Attack and Item
commands can be executed by all
party members. The two remaining
commands are specific to a
character.

COMMAMD
- Attack

Swd Art

Swd Mag

em
—

tion- It 1s a party members

This screen shows a typfcqf b ¢

you plan your character’s nex! i,
selecting one of s or her commands,

HP and MP: Characters whose HP drop to 0 are
KO'd and take no further part in the battle, MP
are required in order to use most abilities.

ATB-Gauge: This fills over
time. A character can
execute a command once his
or her ATB Gauge is full.

Trance-Gauge: A character’s
Trance Gauge fills when this
character receives damage
from opponents. Once the
gauge is full, the party mem-
ber enters Trance. The Trance
Gauge first appears after a
specific event on (0D 1.

Viv

Ddgger

Read before attacking

{® Change of character: There is little you can do other than plan your next
actions while the ATB Gauges of your party members fill up. Use the time to
compare your characters' ATB Gauges. You should wait if a weak character -
let's call him or her A - is next to perform an action, and the ATB Gauge of
a stronger character - called B here - will be filled soon after A's. Press the
@& button when B's ATB Gauge is filled to change from A to B. This prevents
you from wasting time on the comparatively ineffective action of a weak
party member - time which the monster may use to launch an attack of its
own. Having selected an action from B, you can skip back to A.

-~ Once the ATB Gauges of several
_ party members are full, toggle bet-
_ween them by pressing the

fon,
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# Flight over fight: If your opponent
seems overpowering, or if you simply do
not feel like spending time doing battle,
you can end the encounter by fleeing.
Press the L1 and R
neously until you make your escape. Your
party might not be able to flee immedia-

buttons simulta-

-
L "’

-~

-

tely, and your characters may suffer some
damage before making their escape.
When hit, your party members take 50%
more damage than usual as they are
attacked from behind. Such is the price
of flight! Note that there are some
opponents you cannot “flee” from.

Press the tLil button to open the
Target Window, enabling you to -
--choose o target faster

# Choose a target faster:
If you have problems choosing a friendly or hostile target using the

directional buttons of your controller (for example, if you want to heal a T]l d ﬂ' l
party member during battle), simply press the L2 button. This opens the E amaﬂe ].Sl] au

Target Window, allowing you to easily select your target.

If you hit an opponent or if a party member
receives damage, the number of HP lost is
H I] ll' Th 1 tt }i briefly displayed on the screen. Some attacks
m “S . E S“Iprlsg a E": also affect the number of the target's MP. Final
Fantasy IX uses the following system to indi-
You'll sometimes have an opportunity to surprise your opponent and attack it § cate gains or losses in HP or MP:
from behind when battle begins. Unfortunately, the same can happen to you.
Whoever is attacked from behind receives 50% more damage than from a
frontal hit. This character only turns around, ending this unfortunate
situation, once his or her ATB Gauge is full, allowing your character to execu-
te his or her first command in battle. In thls situation, your characters who EEEEES
were originally fighting very comfortably in the back row, now find PR
themselves on the front lines. = MP-Changes:

'”ﬁﬂ HF"* White figures indicate a loss

vﬂur turn. thg E“mmands = Green figures indicate healing
. = In addition, four damage symbols indicate
specific circumstances, and are displayed in

the followmg situations:

HP-Change:

999? ﬁ? White figures indicate a loss
=== (Green figures indicate healing

Once a character's ATB Gauge is full, you can select one of the four available
commands or you can choose to defend. In addition to the straightforward
Attack option or the opportunity to use an Item, each character has two L
mdmdual commands at h1s or her disposal. For example, Zidane can attempt §
: : to steal items from monsters, while Vivi §
can cast powerful spells with the Blk Mag
command. Garnet will eventually be able
to use her summon command after a cer-
tain event on Disk 2,
If you find yourself spoilt for choice at
the start, gain time by setting the ATB
option in the Config Menu to Wait. This B
halts the battle action, allowing you
to choose from the options offered

Your character can mc—afe orfe" within a command at your leisure. Of &=
four commands once his ;&= course, the main decision is not B of HP drspﬁuyed
Gauge lsﬁ:!f. : delayed: which of the four commands £ y ¥ white. A green

= S==o====o 8 to select? For the sake of fairness, = bt 4 ﬁgum would
. your other party members” ATB Gauges fro indicate that the
do not fill up either during this time. target is healed
Once a character has executed the sel- FEhe o o
ected Command, his or her ATB Gauge
is emptied and begins to fill up again
from scratch.

& If an attack or other action
= misses its target.

¢ If the target receives critical
damage.
If the target is disabled instantly.
& If the target is protected against
&= status effects or elemental
attacks.

~ as an attack that
-'_—_'- misses. iaetaryer
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Trance
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=

This mysterious state sets free unexpected powers in your party members.
Specific kinds of energy and sensations that are only generated by battle
(such as hatred, anger etc.) are focussed and consolidated in the form of
Trance Power. This slowly fills a Trance Gauge with every bit of damage a
character takes, (The Trance Gauge does not fill by damage taken through
other party members.) Once the Trance Gauge is full, the character enters a
“superhuman” state. As a rule, this party member now has enhanced attack
power and can use new commands. Also, s/he now looks slightly different,
shrouded by a luminous glow.
Your party members cannot enter Trance from the outset of your adventure,
but are only introduced to this mystical power after defeating Prison Cage in
the Evil Forest on CD 1.
Try to fill your characters' Trance Gauge before confronting a boss monster or
other powerful opponents. This can be achieved by fighting a number of
random battles on the world map. When your characters subsequently confront
a mighty (boss) opponent, their Trance Gauges will quickly fill up completely,
thus releasing their special powers.

Unlike the ATB Gauge, a character'’s Trance Gauge is not emptied at once by
an action. Instead, Trance Power is depleted as follows:

Each command a character executes in Trance somewhat reduces his or her
Trance Power. The higher the Spirit stat, the more actions a character can
perform in Trance before his or her Trance Gauge is en'mre[y depleted

The Trance Gauge is 1mmedlately : : . g
depleted to 0 when a character is
afflicted by the Zombie status
effect.

If battle ends while the Trance
Gauge is still filled, the remaining
Trance Power automatically seeps
away. Unfortunately, this also hap-
pens if your character has not yet
executed a command while in
Trance.

Tlew commands and possibilities in Trance

The reward for
valiant warriors

I who is not disabled when battle ends gains the
E same number of the opponents” AP. Any Gil or
f items obtained are added to the joint funds
E and inventory.

S TRANCE

: Zidane

Once a character’s Trance Gauge is full, s/he enters Trance. In this mysterious
state, a party member gains greater attack power and can use special attack
commands instead of some regular commands. For example, Zidane's Skill
command turns into the Dyne command, allowing Zidane to execute
devastating special attacks. Dyne is only available while Zidane is in Trance.
Vivi's Blk Mag command turns into Dbl Mag while the little Black Mage is in
Trance, enabling Vivi to cast two spells in a row.

= CHARACTER IN NEW COMMANDS

Dyne - Enables Zidane to execute special new attacks.

: Vivi Dbl Mag - Enables Vivi to cast two spells in a row.

= Steiner Triples Steiner's attack power.

Eidolon - The Eidolons summoned by Garnet appear
repeatedly while she is in Trance.

Garnet

— Freya Freya attacks all opponents instead of just one with her Jump

command. In addition, Freya keeps attacking until she leaves
Trance.

= Quina Cook - Quina can already devour its opponent when it has

only lost half of its HP (normally, the opponent must have
lost 74% of its HP).

Dbl Wht - Enables Eiko to cast two spells in a row.

Elan - The special attacks of this command are directed
against all opponents.

B

e e i e

Once you have robbed your opponents of their
last HP, your party members cheer and dance
with joy. Next, the results are assessed. The
EXP of the monster(s) are divided by .the
number of party members that are not disabled
(KO'd) or under the Virus status at the end of
the battle, and are then distributed evenly
among those party members. Each character
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Status effects alter a character's (or an opponent’s) status. They are inflicted | : Poifon-Counter
by spells or special attacks - or by using specific items. While most status |
effects are detrimental to the target, some are actually beneficial. When a |
participant in battle is afflicted by a status effect, the corresponding symbol
is displayed above the participant's head. You can also open the Status Menu
to view the status effects currently afflicting your party members. Press the
SELECT| button in the menu to display the names and symbols of all status
effects.

The following pair of tables lists and describes all positive and negative
status effects and how to neutralise them. In Trance, all status effects are |
automatically neutralised except for Petrify, Zombie and Virus.
If your party members are afflicted by status effects of limited duration, you
might consider saving the items or the spells that neutralise them. Eiko is the
only one who can cast Dispel.

Beware... ==

.. of status effects that could disable your entire party if you are unlucky. The
game ends if all party members are afflicted by KO, Petrify, Stop or Venom.
Remember to cure status effects that prevent your characters from evolving.
Party members afflicted with KO, Petrify, Virus or Zombie do not receive EXP
or AP after battle.

STATUS EFFECT DESCRIPTION | CAN BE CURED BY:
Float The target floats in the air, avoiding Earth-related | Dispel / Ending the status effect automa- |
damage. | tically after a set period.
Full-Life ™~ The tar_riet is revived from KO and recovers all HP at | Dispel / After_hr;-dling_
il {
3 SE4 once. __
Haste The ATB Gauge fills up faster. | Dispel / Effect ends automatically after a
{ set period.
Protect T Reduces damage the target takes from physicél attacks. | Dispel / Effect ends automatically after a
RU) | set period.
—— Reflect . Reflects most magic back to the caster. Dispel / Effect ends automatically after a
= | set period.
= Regen The target-'s HP are gradually restored. \ Dispel / Effect ends automatically after a |
- | set period.
Shell Reduces damage the target takes from magic attacks. " Dispel / Effect ends automatically after a :
( ) set period.
Vanish : A s Renders the target invisible, protecting the target | ﬁispel / Magic attacks / Effect ends :
Bl against physical attacks. A particularly useful status | automatically after a set period.
| i effect. e N T R =] [ LN ST A S RS, S e




STATUS
§ EFFECT

SYMBOL

DESCRIPTION

| CAN BE CURED BY:

= Berserk

The target cannot be controlled and mnlinm)us-ly attacks
opponents.

 Confuse

The target cannot be controlled and randomly attacks
opponents and allies.

| after a set period.

| Esuna / Physical attacks / Effect ends auto-

Gysahl Greens / Effect ends automaticalli.r

matically after a set period.

' Darkness
Doom
Freeze

Gradual Petrify

{ The target is blinded and its attack accuracy decreases.

A

| ovo

<

| The target is disabled and afflicted by the KO status effect
| KO once the timer reaches 0. I

! Esuna / Eye Drops / Remedy.

The target is frozen and cannot be controlled. Physical
attacks KO the target instantly.

| matically after a set period.

Esuna /Fir?—lt‘liﬂtt‘[l magic / Effect ends auto- |

The target is afflicted with the Petrify status effect Petrify
once the timer reaches 0.

| Stona /. Esuna.

| Esuna / Ice-related magic / Effect ends auto-|
| matically after a set period.

I Life / Full-Life / Phoenix Down / Phoenix
Pinion.

| Stona / Remedy / Soft.
| Antidote (spell) / Esuna / Antidote (item) / Remedy
| / Effect ends automatically after a set period.

| Mini / Esuna / Remedy / Effect ends automa- i

Esuna / Echo Screen / Remedy.

tically after a set period.

| matically after a set period.

Esuna / Physical attacks / Effect ends auto-

| period.

Dispel / Effect ends auh_:nnaticaﬂy after a set

{ Dispel / Remedy / Effect ends aummatic.a.ll_y
| after a set period.

| Vaccine,

/
Heat 3 & The target is burned - and KO'd if it acts.
KO - | The target is disabled until revived.
Petrify The target is literally .|:;etr.ifiet.:l, turning to sfone,_and can-
not perform actions.
Poison 8 The target continuously loses HP.
Mini :_: The target shrinks ... as do its attack and defence power.
Silence @ The target cannot use magic.
Sleep The target falls aalepp_fn.u] cannot perform actions. It take-s“?
| 50% more damage than usual when hit.
Slow &} The ATB Gauge fills more slowly, allowing t.he_fe.x;_qnt fewer
turns.
Stop (9__ -ﬁe stops for the target; s/he cannot be controlled.
Trouble The target's allies receive half the damage taken by the
| target.
Venom 6 { The target is poisoned and cannot be controlled.
Virus | i { | The character cannot evolve, as s/he r-t-'__r.'t'ivt-_'s neither EXP
| nor AP after battle.
Zombie Recovery items and spells have an opposite effect to that

| intended.

Antidote (spell) / Antidote (item) / R-p.mndy_
\t’.e-itcine.

Magic Taq_,




they might seem at first, we have described a sample encoun-
ter including the various situations you can experience during
battle.

Battle is initiated
and your characters'
ATB Gauges begin
to fill. Once an ATB
Gauge is full, the
Cursor moves to this
character. A window
listing the four available commands is displayed. Once
several characters' ATB Gauges are full, you can toggle bet-
ween party members by pressing the ‘Al button.

If an opponent seems too powerful or you-are in a hurry, hold
down the (L1 and [R1 buttons simultaneously to escape from
battle. This works during most encounters, but remember that
your characters may receive damage when they beat a retreat.
Make it a rule to check your party members’ HP, MP, equip-
ment and abilities before confronting a boss monster. You will
find these encounters clearly indicated in the Walkthrough
chapter, so do not worry that you might run into a boss
unawares!

{
;

Select one of the
four commands, but
remember that time
does not stand still
until you choose a
command: the clock
keeps ticking,
bringing closer your
opponents’ next
attack. Once you have selected a command, time is stopped
(provided you have set ATB to Wait in the Config Menu). You
now have all the time in the world to choose, say, a spell or
an item.

If you want your character to attack physically, select the
Attack command. If you want him or her to use an item (such
as a Potion to heal an injured ally), select the Item command.
In addition to these two standard commands, each character
has two unique commands. For example, Zidane can steal
items from opponents, while Vivi can cast offensive spells if
you select his Blk Mag command.

Once you have decided
whether your character
is to use an attack, a
spell or an item,
confirm your choice by
pressing the & button.
Now determine a tar-
get, taking care not to
select the wrong opponent or party member by mistake. You
can cancel your selection by pressing the © button - unless
you have already confirmed it by pressing the X button. To
select a target faster, press the (L2 button instead. This opens
a Target Window and allows you to make your choice easily.

Certain commands, such as most healing or offensive spells,
enable you to include more than one target. Press the L1 or
(R1 button when choosing a target to include the entire
group. This displays several HERE icons - one for each target.

Once a character's
Trance Gauge is full, she
temporarily  develops
superhuman strength.

Each character posses-
ses enhanced physical attack power and/or a unique set of skills
(indicated by altered commands) in Trance. Vivi, for example,
can use the new Dbl Mag command to cast two spells during the
same turn, while Zidane can perform special attacks when you
select his new Dyne command.

Unfortunately, Trance only lasts for a few rounds,
characters revert to their normal state when battle ends.

and

Always keep an eye on
your party members’ HP
and remember to heal
injuries in time. You
can use recovery items
such as Potions or  Hi-
Potions. Alternatively,
Garnet’s and Eiko's spells Cure or Cura restore HP. Select the
girls’ Wht Mag command to use these spells.

If a character's HP drop to O despite your efforts, and if this
party member is KO'd, simply use the Phoenix Down or
Phoenix Pinion items. If you use a Phoenix Down, you might
want to take further measures to heal the character, as only
a few HP are restored when s/he is revived.

It also makes sense to cure negative status effects using
items or Eiko's Dispel magic - especially if they do not expire
automatically after a set period. A glance at the table on page
22 shows you which status effects you should be particularly
wary of - and how to cure them.

NOW TO PLAY
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Purther adventures and side-quests

In Fmal Fantasy IX, there are countless thmgs to exp[ore and many adventu-
| res to experience outside of your main quest. One of these is the card game
{ Tetra Master, which is described in a chapter of its own, and there are also
{ mini- games such as the skipping game in Alexandria or frog-catching in Qu's

s Marsh. These mini-games are explained
in greater detail in the Walkthrough and

Secrets chapters.

{ Occasionally, you will find certain items

or animals that can be delivered to
specific inhabitants of Gaia, the world of
Final Fantasy IX. For example, you can
help Tom, the boy from Alexandria, find
his cat in the city. While early tasks are
easy to perform, later ones require a
greater effort.

(e side quest among many: the "Mognet”

! The Mognet is one of several side-quests. After you have already addressed
| them once, some moogles ask you to deliver a letter or read it aloud. Choose

T

the Mognet option during your
conversation to allow this side-quest to
evolve. The letters you receive are
always addressed to another moogle,
whom you still need to find. If you want
to be an efficient Mognet postman,
make a note of the names and locations
of the moogles you come across. You
cannot carry more than three letters at
a time. Some moogles move on during
the adventure, and pop up around the
world.

The Tetra Master caxd game

e e e e e

Here again:
[hocobos

Fans of the Final Fantasy series are familiar
with the feathered friends of previous adven-
tures, so you'll be glad to know that the yellow
riding birds also make an appearance in Final
Fantasy IX. You can befriend a Chocobo early
on CD 1, and your loyal companion will be
there for you throughout your adventure.
Starting on page 167, the Secrets chapter
reveals more about Chocobos and the Chocobo
Hot & Cold game.

Many inhabitants of Gaia enjoy the occasional game of cards. Tetra Master is
played on a 4x4 grid. Your aim is to place your five selected cards in such a
manner as to win as many of your opponent’s cards as possible. The player who
has most cards at the end of the game wins the match and can choose one of

his or her opponent’s cards as a trophy.
Tetra Master has so many intricacies that
we have dedicated an entire chapter to
the card game. Go to page 158 and read
all about this particular challenge.

Playlnline

S

The Internet address
www.square-europe.com/playonline introduces
you to the most ambitious project undertaken by
software giant Squaresoft to date. All the
role-playing games in the Final Fantasy series
are extremely complex, and Squaresoft believes
that all players should have 24-hour access to an
information pool. In addition to offering players
brilliant and exciting games, Squaresoft now
reveals everything worth knowing about the
ninth episode in this epic role-playing saga ...
online! This unique service is called PlayOnline,
and offers tips, secrets and much more.
Purchasing this guidebook has given you exclu-
sive access to a special section of the website:
Top Secrets. Exclusive passwords enable you to
log on and unravel the deepest mysteries of
Final Fantasy IX. This privilege is unique to you,
as a buyer of this guide. Throughout this guide,
you will find coloured inserts providing a short
explanation and a password for PlayOnline. If
you would like to delve deeper into the secret
mentioned in the insert, simply surf to
www.playonline.com, enter your password and
access more detailed information.

,  HOW T PLAY
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No, th1s is not a guide to the guide. Just allow us to brleﬂy introduce you to
the features of the Walkthrough chapter for even better orientation and
greater enjoyment of this book:

e —

Locations: The bold headings tell you
which location or region you are in.

Map screenshots: Particularly
complex or large areas are presen-
ted in exclusive map screenshots
for easy orientation. The locations
of all items are entered and

' marked by letters, while a legend

| next to the map lists the letters
and corresponding items. A moogle
= on the map (these are the little

~Must do” text: All the information you need to
progress through the game is described in these obvious
text blocks. The “must do” text is the backbone of Final
Fantasy IX. Items you can find are highlighted in red,
while specific items you can use are highlighted in blue.
The short heading gives you an idea of the section

(LN TEL DT ERE R LT ER VA

adventure. The numbers on
the screens refer to the corre-
sponding places in the text -
and vice versa. To avoid
confusion and keep figures
manageable, the screens are
numbered separately for each
of the four CDs.

white piglet-like fellows with a red contents.
bobble) indicates that you can e e el
save your game here. §
TR T e W e s
N Mountmin Puth g
N capricions kid Four colomred stomes
e | Screenshot:
%l- Numerous screenshots
& document the course of the
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Can do” text: These texts are far less

conspicuous than the "must do” text. They
describe possible optional paths of action,
which are not mandatory in order to finish
the game. Relax and enjoy these mini-games
or side-quests between dangerous journeys.
You should occasionally take a look at these
passages in order not to miss valuable items
or interesting encounters. The short heading
gives an indication of the section contents,

mmumummmnﬂmummmi e

€D number: This indicates which of the four
Final Fantasy IX CDs the information in the
Walkthrough refers to.

Monster insert: Whenever you have to confront a boss
monster, the “must do” text explains the most useful
strategy. You will also find an insert with the monster’s
statistics (such as its HF, MP and EXP), its weaknesses
(if any ...), and the items you can obtain during and
after battle.
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The following pages introduce you to eight characters whose
fate lies in your hands as you play Final Fantasy IX. You'll find
the ability tables particularly interesting, since they list the
specific Abilities which each of your characters can learn:
during his or her adventure. You may want to document the
progress of your various characters by ticking the relevant box
each time they learn a new ability.

e

didane Tribal

This 16-year-old thief is the central character in Final Fantasy IX. Zidane is
guided by impulse rather than by concepts such as “good” or "badl”. He is
generous and always helps those in need, while his uncanny instificts have
saved him from many a dangerous situation. Zidane is also a romantic, falling’
in L

I

CHARACTERS

| Annoy ':: _|Ability Up 95
| Detect 40 E: | Accuracy+ 30
| Flee | 40 £= | Add Status | 35
Free Energy - ?f Alert 40
| Grand Lethal - == |Antibody 20
| Lucky Seven 85 : Auto-Float 20
| Meo Twister = &= | Auto-Haste 55
Sacrifice 55 Auto-Life | 130
Scoop Art - Auto-Potion 30
Shift Break ! Auto-Reflect 95
Solution 9 | - Auto-Regen 25
Soul Blade i 35 Bandit 40
Stellar Circle 5 | . Beast Killer 30
Thievery 100 Bird Killer 20
Tidal Flame - |Body Temp 25
What's that!? 40 Bright Eyes 35
----- R B Bug Killer 35
Please find a detailed Clear Headed 25

description of all abilities Counter 70

OR pages-14:17. ] Devil Killer 25

| Distract 30

Eye 4 Eye 60

| Flee-Gil 45

Gamble Defence 20

High Tide 35

HP+20% 40

Insomniac 30

Jelly 35

Level Up 75

| Locomotion 30

Long Reach 170

Man Eater 25

Master Thief 50

MP Attack 45

Mug 65

Protect Girls 35

Restore HP 85

Steal Gil 40

Stone Killer 30

Undead Killer 45
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kBILITY : AP REQUIRED
Ark : 100 i
Atomos | 30
Bahamut 80
Berserk | 30
Blind 40
Confuse | 35
| Cura i 50
Curaga 155
| Cure | 30
| Float | 20
; Ifrit i 35
i Leviathan | 40 |
f; Life g 30 |
Mini i 40 |
: 0din 30
Panacea 15
Protect 30
Ramuh 30
| Reflect 20
Scan 25
Shell | 35
Shiva 20
? Silence - 30
]. SLond | 25

f ;ﬁarmxi Til ﬂlcxanﬂrns l?th
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| Despite being raised in her own safe and

ABILITY | AP REQI
Ability Up 60

‘ protected world, the 16-year-old princess

i has a well-developed sense of right and

| wrong, and is particularly worried about

) i Antibody | 15
! | the plans and aetions of her mather, | Auto-Float 20
| Queen Brahne. Garnet's greatest adven- J Auto-Haste 33
? ture begins when she is abducted from her - Mt[]_Lm". ;- s
| - T : Auto-Potion : 20
! home, Alexandria Castle. As she leaves her 1 Auto-Reflect 75
I familiar. surroundings, Garnet's quest for Auto-Regen 35
T s Body Temp i 25 |
: self-knowledge, begins. e 190 ,
Chemist 15 5
= : Clear Headed | 25
- % Concentrate 80
= z Half MP | 125
: Healer f 30
£ High Tide 30
£ Insomniac 25
_ & Jelly 40
i "3 Level Up 50
! % Locomotion 30
- Loudmouth 20
MP+20% 45
| 0din’s Sword 50
Reflect-Null : 45
Please find a detailed description of
all abilities on pages 14-17,
P —— e e e e e e e —— ——
CHARACTERS




fdelbert Steiner

T

The stout—hearted and somewhat stuffy Captain ofge Knights of Pluto pro-
tects Princess Garnet with his sword and his Lifié?Steiner is a thoroughly
honest and honourable man with high principles and an unswerving devotion
to duty. Garnet's abduction signals that it is timgsfor the 33-year-old knight

to relax his firm principles and trays

IZ]llllﬂETElS

e
ggé Armour Break | 30
| Bio |
Blizzaga i
| Blizzara -
| Blizzard i -
| Charge! i 30
€ | Climhazzard i 70
Darkside 30
Doomsday | .
Fira -
Firaga | =
Fire -
Flare -
Iai Strike 40
Magic Break 25
Mental Break 45
Minus Strike 35
Power Break 40
Shock 60
Stock Break 35
Thundaga -
Thundara =

Thunder Slash 30
Thunder : -

ABILITY AP REQUIRED

_Ablhty Up i 70
| Accuracy+ i 40
| |Add Status ; 50
~JAlert : 60
" |Antibody ' 35
| Auto-Float 20
_]Auto-Haste 65
Auto-Life '_ 155
Auto-Potion 20
Auto-Reflect 95
Auto-Regen 75
Beast Killer 55
Bird Killer 25
Body Temp 35
Bright Eyes 25
Bug Killer 50
Chemist 20
Clear Headed | 30
Counter 100
Cover 20
1 Devil Killer i 30
Distract i 30
Eye 4 Eye 35
High Tide 35
HP+10% 20
HP+20% 60
Insomniac 25
Jelly 30
Level Up 50
Locomotion 35
Long Reach 200
Man Eater 20
IMP Attack 50
Restore HP 100
Stone Killer 20
Undead Killer 30
Please find a detm!ed description of

all abilities on pages 14-17.
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Uivi Orunitia

| Vivi, a little mage with a huge pointy hat, is haunted by questions concerning

' his origins. He does not believe that simply being able to move one's arms and
legs is proof that one really lives - and so Vivi continues on his fervent quest EESSsatastass

| for proof of his own existence. Although only nine years old, Vivi is already giEI-L-ITY A REPOUIRED
an expert in Black Magic. 1 Blizzaga 2;5
5 | Blizzara 50
| Blizzard 25
| Break | 30
Comet 55
Death 45
Demi 30
Doomsday 150
Drain 60
Fira 50
Firaga 75
Fire 25
Flare 95
Meteor a5
Osmose 70
Poison 35
Sleep | 20
Slow | 20
Stop ' 25
= Thundaga ; 80
- Thundara | 50
Thunder :
i | Add Status i
s Antibody 30
E | Auto-Float | 20
Auto-Haste 55
Auto-Life 70
Auto-Potion 10
Auto-Reflect | 70
Auto-Regen | 30
Body Temp | 15
! Clear Headed | 15
| Half MP ; 140
Healer 20
High Tide 25
! Insomniac 25
f Jelly 25
i Level Up 30
; Locomotion 35
Loudmouth 40
Mag Elem Null 115
MP+20% 30
Reflect-Null 30
Reflectx2 110
Return Magic E—w
Please find a detailed description of
all abilities on pages 14-17.
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Freya Crescent

B ABILITY | | AP REQUIRED

= Cherry Blossom 40
=% | Dragon Breath 205
B | Dragon’s Crest 45
= | Lancer 20
B | Luna 30
& | Reis’s Wind 40
| Six Dragons 25

White Draw 90 =

Please find a detailed description of ==

all-abilities on pages 14-17. ==

devastating attacks on her opponents.

| |Accuracy+
|Add Status
|Antibody
“|Auto-Float
|Auto-Haste
“JAuto-Life
Auto-Potion
|Auto-Reflect
{Auto-Regen
|Beast Killer
Bird Killer
|Body Temp
& |Bright Eyes
|Bug Killer
Chemist
Clear Headed
Counter
Cover
Devil Killer
Distract
Dragon Killer
_|Eye 4 Eye
|Gamble Defence
High Jump
High Tide
HP+10%
HP+20“0
|Initiative
Insomniac
_1Jelly
Level Up
_ILocomotion
Long Reach
 |Man Eater
“IMP Attack
IMP+10%
|Restore HP
Stone Killer
Undead Killer

Freya dreams of her hometown and her long-lost sweetheart. She knows that
both lie some years in the past, and is resigned to accepting her fate despite
her unhappiness. The 21-year-old Dragon Fighter seems self-assured and
robust, but bears deep scars and generally conceals her inner turmoil. Freya is
an 'excellent1ﬁghter, specialising in high jumps that end in ferocious and

| AP REQUIRED
' 65

| 30

25
| 15
20
75
125
30
95
25
25
30
20
20
25
35
35
85
30
30
25
70
35
20
75
20
30
75
95
30
30
40
25
210
20
20
35
85
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1,000 Needles | -
Angel’s Snack
Aqua Breath

Quiria fives for the pleasires of the table and is bent or avoiding discomfort
or - far worse --anything which-may disrupt its gluttonous routine. Merrily

sampling any tasty-logking plants or creatures, Quina is always on the look- :E:LOBlr]:;rh ==
out for new delicacies to augment its favourite diet of frogs. ‘In additiéln to e | = ==
this culinary obsession, Quina boasts an unusual appearance: this ebullient | Earth Shake - Eaam
charactér is something of.a cross between a clgwn and a Sumo wrestler,’ E'“{J[D'”P ! = = .

i : e " ” Ve ros | . -
Quina’s name is a Japanese ‘play on words. [Iuma means "Eatl”, W.h_?le'_[]UEﬂ Goblin Punch [ . :
translates as "Cannot eat” ; Limit Glove S =
For ease of reading, we somet1mes refer to Quina as 1t or "its”. However, in LV3 DE“;'[“?SS =

LV4 Holy =y

the gamie, Uuma is somel::mm' teferred to as "s/he” or "‘h1m % Desth

Magic Hammer

Matra Magic

Mighty Guard | -
Mustard Bomb | -

s

%
k-

i Night -
Pumpkin Head | =

| Roulette -
Twister

| Vanish -
| White Wind -

| Ability Up
|Absorb MP ,i
|Add Status
_{Antibody 20
|Auto-Float 40
|Auto-Haste 70
|Auto-Life 165
Auto-Potion | 30
Auto-Reflect 75
Auto-Regen | 30
Body Temp 20
|Clear Headed 25
Counter Be
Gamble Defence | 40

Half MP 90
Healer 60
High Tide 250
Insomniac 40
Jelly 35
Level Up 60

iLocomotion 20

Loudmouth 30
Millionaire 100
MP+10% 50
B Pieaseﬁnd a detailed
description of all abilities
on pages 14-17.
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Eiko is the last human mhabltant of Madaln Sarl hawng lost her fnends neig-
hbours and family. However, the buoyant six-year-old puts a brave face on her
gnawing solitude and is distinguished by her indomitable high spirits.
Exceptionally wise and educated for her age, Eiko has a pet moogle as well as
other moogle companions, but is always on the lookgut for new friends.

5 ction-Mbilities
CABILITY | | AP REQUIRED
Carbuncle 5 35

| Cura 40
| Curaga 80 "
| Cure | 20 ".._
Dispel 35 \
Esuna 80 :
Fenrir 55
Float 25 H
| Full-Life 90
Haste 30
Holy 110
Jewel 50
Life 35
Madeen 120
Might 25
1 Mini 35
Panacea | 15
Phoenix | 40
Protect 20
Reflect 25
Regen 25
Shell 20
| Silence 25
§ Stona | 25
- Please find a detailed description of
§ ~qll abilities on pages 14-17.
A_B_II_.I_TY G AP REQUIRED
| Ability Up 1 55
| Antibody : 20
| Auto-Float | 25
Auto-Haste | 65
Auto-Life 100
| Auto-Potion 30
| Auto-Reflect 10
Auto-Regen 35
|Body Temp 20
_ |Boost 150
| Clear Headed 15
Concentrate | 90
Guardian Mog 30
Half MP 120
| Healer 20
High Tide 30
| Insomniac 25
Jelly 35
Level Up 65
Locomotion 15
Loudmouth 15
MP+10% 15
MP+20% 50
Reflect-Null 55

p— uq_—.__—-_-_.;-_q_ _____________ e
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Amarant [oral

At first glance, Amarant seems to be a typical mercenary who relies solely on
his fists. However, the 26-year-old knows that physical power is not ever-

ything - an insight that eventually leads him to join Zidane's party. The

redheaded giant cherishes his fregdom, and is drawn to vast tracts of land ﬁ"; Aura 25 |
R F ey £ 1 i :
untouched by civilisation. It is oftg@dificult to fathom this lone wolf. Chakra | 30 |
' S Countdown 40
4 Curse 20
Demi Shock | 50
No Mercy | 26
— B2 | Revive 35
% Spare Change 90

{ AP REQUIRED |
Ability Up 80 3
Accuracy+ i 30
Add Status | 20
Alert | 30
& | Antibody E 25
: | Auto-Float 35
| Auto-Haste : 70
Auto-Life 140
Auto-Potion 30
Auto-Reflect 85
Auto-Regen 35
Beast Killer 10
Bird Killer i 10
Body Temp 30
Bright Eyes 25
Bug Killer 3 10
Clear Headed 30
Counter 240
Cover 90
Devil Killer 10
Eye 4 Eye 50
Flee-Gil 30
Gamble Defence | 35
Healer ! 40
High Tide 60
HP+10% | 10
HP+20% 40
Insomniac : 20
Jelly | 15
Level Up 50
Locomotion 20
Long Reach 210
Man Eater i 10
MP Attack 60
Power Throw 125 i
Power Up ; 30 |
Restore HP 75
Return Magic i 170
Stone Killer 10
Undead Killer 10
Please find a detailed description of
¢ all abilities on pages 14-17.
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Paces in the dark

Your adventure begins aboard the airship Prima Vista, seen at the end of the
opening titles. Move the blonde boy a few steps up the screen until he
reaches the table, when a speech bubble with a "?” will appear above his
head. Take a look by pressing the X button, which lights the candle and trig-
gers further events. You'll find that, while the candle dispels the darkness you
will no longer be able to explore the room. Moving around in the dark before
lighting the candle allows you to find 47 Gil near the back of the left wall,
while a Potion is hidden on the opposite side. As soon as you see a "!" above

your character, you can pick up the items in question by pressing the X but-
ton (screen 1). "!” symbols may draw your attention to information as well as
items. For example, there is a notice on the wall to the right of the clothes
horse, telling you more about the Prima Vista. Once you have explored your
surroundings, walk to the table and light the candle.

- ___,;.‘. i
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! The boy you are controlling is called Zidane,

but you can rename him at this point if you
wish. As with your other main allies, our
walkthrough always refers to him by his

{ original name. You won't have long to wait for

your first battle (screen 2).
Doesn’t your opponent look bizarre? Press the
[SELECT) button to display the name of this

| adversary. What you thought was a dragon is in

fact a Masked Man called Baku. It turns out

| later that this battle was a training session for

Zidane and his comrades. So, before attacking
your opponent, why not use the Steal option
to relieve him of a Potion, a Wrist and a
Mage Masher?

| After the battle Baku explains the situation.

Apparently, Zidane belongs to the Tantalus

. gang of thieves, who are scheming to abduct
| Princess Garnet of Alexandria. The Tantalus
: leader will ask whether you have understood
: the plan, and he'll repeat his question until
| you get the answer right. Once you have given

the correct answer the Prima Vista flies to

| Alexandria, where you'll meet the game's

second main character.
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frrival in Rlexandria

In Alexandria you slip into the character of a mysterious little boy whose fare
is hidden beneath the brim of a huge pointy hat. Like most Alexandrians, he
is eager to see tonight's play. Take a look at the Ticket under Key Item in your
Item inventory. That's strange: the name of the play on your Ticket seems
incorrect. But don't let that deter you from approaching the Ticket Booth in
the Square (screen 3) and presenting your Ticket. Your Ticket is forged, but
the friendly Ticketmaster consoles you with three cards: a Goblin Card, a
Forest Fang Card and a Skeleton Card. Now enter the Alley to the left of

It's not a taxing job: you just have to act as lookout to make sure the coast

address him fast enough, he'll be happy to explain the basic card game rules.
If you want to challenge Alleyway Jack to a match make sure you save your
game first: Jack is a pro-
hard to beat. To save
Kid in the Steeple. As
you try to climb the lad-

der, a moogle tumbles
down. This is Kupo, who

you after a short chat.
Once you have gathered

the streets of Alexandria
it is time to follow the
Rat Kid up the Steeple
ladder onto the
Now your character with
the pointy hat finally
introduces
Vivi. Rat Kid introduces
himself as Puck. Follow
Puck to the Castle, where
the spectacle is about to
begin (screen 4) ...

llo need {0 buy - ]ust collect!

The Weapon Shop and the Synthesu; Shop do not yet sell items, but you can |
still find a Remedy and a dose of Ether there (screen 5). The Tool Shop sells |
medicine, but hang onto your money for now. If you haven't come across an |
item yet, just press the SELECT button to find out more. This usef-ul option |

is available in all menus.

: You'll he surpnsed at the amount of items

| Alexandria. Scavenging is good form in Final

| For example, you'll find a Lizard Man Card
' hidden behind the statue at the bottom of
: ’ ; ' Main Street. Although not visible, the card
the Square where you'll come across the Rat Kid. Agree to become his slave. | can be retrieved by pressing the ® button
- j : | when the
is clear for a minor robbery. As the Rat Kid makes off with his loot, Alleyway | : -
Jack comes around the corner. As soon as you see Alleyway Jack and the "!" | (screen 6). Go to the Private Residence on the

symbol, 5 X! button to stop hi ievi few Gil. If : > ; g
symbol, press the utton to stop him relieving you of a few Gi you | Blocking the stairs to the first floor, she'll run

' away as soon as you leave the house. Go

fessional card-shark and |

your game, visit the Rat |

will save your game for |

up all stray items from |

roof. =

How about a

himself as |

' game of cards?

| them and press the @ button. In the Square

| three cards he has hidden in a safe place.

| Climb up the ladder in the Steeple and pull §

| the bell rope (screen 7) to retrieve an Ironite |

| Card, a Goblin Card and a Forest Fang Card.
| These cards are only available on this |

| occasion after you talk to Hippaul and before

{ you visit the Ticket Booth.
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| Finder's lieepers

scattered around the streets of |

lying

Fantasy IX, so make sure to pick up
everything dropped by the careless citizenry! |

"y

is displayed above Vivi’s head

right side of the Steeple. Although a girl is

back, and you'll be free to collect 3 Gil
upstairs.

I

i

Once you possess at least five cards you can
challenge various citizens of Alexandria to a
friendly Tetra Master game; just approach | .
you'll come across Hippaul, who tells you of | .

TN
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Don't skip this one Pet lover special —

If you're feeling light-footed, why not take part in the skipping game in the | A boy named Tom is among those hanging
Square? As well as demonstrating your skill, your winnings could come in | around By the Steeple. The poor lad has lost
useful. The girl in the middle will be happy to trade places with you | his kitten! You'll find it scampering around
(screen 8). Press the &® button to begin, then press it again rhythmically | just below the spot where you took control of
to leap over the rope. Vivi (screen 9). To help Tom, press the ®
_ _ button once you are near the cat. If you

g KEYWORD . address the boy again By the Steeple, he'll
PlayOnhne_ E-SKIPGAME give you a Bomb Card as a token of his grati-
Exhausted, but happy: PlayOnline tells you what o
you receive for a brilliant skipping performance.

Potion (6x)
Sahagin Card
Zombre Card
Lizard Man Card
9 Gil

Forest Fang Card
33 Gil

Goblin Card

Flan Card

27 Gil

38 Gil

Phoenix Pinion
Remedy

Ether

Tent

3 Gil

Eye Drops

29 Gil
63 Gil
92 Gil

Cl= v oo vioZ = =y m o A o >
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| Phoenix Down

Blutzen, Pluto Knight I1
Laudo, Pluto Knight IV
Dojebon, Pluto Knight V
Brejreicht, Pluto Knight VI
Weimar, Pluto knight VII
Haagen, Pluto Knight VIII

| Mullenkedheim, Pluto Knight IX
| Knight of Pluto




All the world’s a stage

Vivi and Puck appear just in time for the curtain to rise at the castle. You
now slip back into the character of Zidane. With three of his comrades, he
takes part in an exhibition match on stage against three actors. The SFX
command does not cause damage but simply initiates visually dramatic
moves (screen 10). Attack King Leo to end the show quickly. It is un-
likely that you need to use healing items on one of your party, since just
one of your fighters needs to 'survive' the battle for you to win.

WALKTHROUGH (D1 §f
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' approval.

| commands. Once you've been asked to press the right directional button, it
' will not be prompted again until the left directional button is used. You'll

| Zidane then duels with Blank (screen 11). Lots of Gil await you if you can

impress the audience with your acting prowess. Enter the commands
displayed on the screen quickly and correctly to win the spectators’

The command sequence varies with every attempt. The only constant is
that the @ and @ button usually do not appear among the first 15

find this duel a lot easier with two people
operating the controller.

After this interlude it is time to abduct the
princess. In order to move freely around the
castle, Zidane and Blank disguise themselves
as guards. However, this freedom is relative as
you can only walk upstairs for now. Zidane runs
into a girl, but the options you choose in the

| ensuing dialogue have no effect on the outcome.

Escape fmm the l:astle

2 : | Knights. Ask the moogle to save your game if
. You now slip into the role of Steiner, the honourable (if a little pompous)

Captain of the Knights of Pluto (screen 12). Your aim is to reach the top of

the West Tower. On your way there, you
can take on another self-imposed task,
ordering all Pluto Knights to search for
Princess Garnet (see "Captain Steiner”
below). However, this is optional.

You continue in the role of Zidane
aboard the Prima Vista. Follow Garnet
to the Engine Room. Turn the engine
wheel to both the left and nght to
reveal treasure chests on the lower
deck, one of which is hidden by the
engine (screen 13). The chests con-
tain a Phoenix Down and a Phoenix
Pinion. As you leave the room
through the doorway, Steiner bars your
path. Deal about 170 HP damage to
the captain to end the duel. Following
a theatrical sketch (screen 14), battle
recommences. Attack Steiner again.
The third and last battle for now does
not require you to take action. Simply
wait until the fire monster explodes.
The Prima Vista now stages a dramatic
flight from Alexandria before crashing
in the Evil Forest.

|WALKTHROUGK CB1

\ An enthusiastic audience rewards your performance with |
. [Gil], but Queen Brahne is not stingy either. PlayOnline |
. reveals what the monarch has in store for you. |

Eaptam Stemer

Walk to the nght and enter the Guardhouse
| Talk to Blutzen, pick up a Phoenix Down and
' read the list revealing the names of the Pluto

| you like. Leave the Guardroom, climb the
| stairs and approach the Throne. If Queen
| Brahne enjoyed Zidane’s and Blank’s |
| exhibition duel, she'll present Steiner with an

| item.

| The route to the West Tower and the locations
| of the Pluto Knights are displayed on the map |
| screenshots on pages 38-39. Address |
| Breireicht in the West Tower twice (screen 15)
| to find out which knights you have issued |
| orders to. If you have been to see them all,
| Breireicht will hand you a dose of Elixir.

| Incidentally, when Breireicht mentions the
! specialisations of the Pluto Knights he isn't
| just indulging in idle banter. Take note of
! this information: itll come in handy later on
| and will eamn you a special item.
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The first test

Once the Prima Vista has crashed you slip back into the role of Zidane. Press
the SELECTI button to view the ATE (Active Time Event). These events allow
you to observe incidents taking place simultaneously elsewhere, In this case,
you will find out that Garnet and Vivi are unharmed - at least for now. A
Phoenix Down is lying around behind the sleeping Conductor. If you stole
the Mage Masher from Baku at the beginning of your adventure, have Zidane
equip it now. This enables you to use the Detect Skill and find out which items
your opponents carry. Remember to equip abilities in the Ability Menu.
The hollow tree trunk leads into the Evil Forest, scene of your first serious
battle. Be sure to ask the moogle to save your game before setting out from
the airship wreck. The path takes you to a princess in distress. Attack the
monster but do not use Zidane's Trance ability Tidal Flame, as it would hurt
the captive Princess Garnet as well as your opponent. Remember to use your
Potions in time to heal Garnet; otherwise, the game will end when Garnet is
KO'd (screen 16).
After this, Vivi is also kidnapped, and you must go back into battle. Again,
ensure the captive's survival. Following victory, Zidane, Steiner and Vivi, the
- little Black Mage, return to the Prima Vista
where they are automatically healed.

[omrades-in-arms

Still in the role of Zidane, the action continues on the Bridge of the Prima
Vista. Baku thinks it too dangerous to leave the airship in search of the
princess. Find the hidden treasure chest with the Bronze Gloves before
leaving the Bridge (screen 17). Watch the pair of ATEs in the Hallway, and
open the treasure chest to retrieve a Wrist. Enter the Cabin to the right to
see how Vivi is faring. Pick up the dose of Ether and find 116 Gil on the
raised bed. After leaving the room, Zidane starts fretting about Garnet.
Regardless of the options you choose while
Zidane talks to himself, his decision is never in
doubt. Someone must go to the princess's aid.
After a short exchange with Blank you set off to
find the boss. As he is not on the Bridge, you
need to search the left-hand section of the
airship. Take the dose of Ether (screen 18)
before climbing down the stairs to the Cargo
Room, where you'll find a Rubber Helm near
the back wall. Baku is waiting in the Meeting
Room to the right, eager to enter training
battle with Zidane again. Open the treasure
chest containing a Potion before following
Baku, If you like, ask the moogle outside the
airship to save your game before you take on the
leader of Tantalus. Baku means business this
time, so be sure to heal Zidane once his HP drop
below 30.

After this battle, you'll find the door to Storage,
where Steiner is imprisoned, unlocked. As
rescuing Princess Garnet is more important than
petty differences, Steiner and Zidane bury the
hatchet for the time being. Return to Storage
and open the chest to retrieve the dose of

Ether. Now it only remains to have a word
with Vivi. With Vivi's help, Steiner will be able
to perform Sword Magic in future battles, an
invaluable tool. You are now ready to leave for
the forest.

Still in the role of Zidane, you are handed
Blank’s Medicine before leaving the Prima
Vista. Board the airship one more time and
pick up a Leather Hat (screen 19).

Outside, Cinna is hawking medicines. Have
Steiner and Vivi equip their new pieces of
armour and abilities. Once you're ready to
enter the forest, ask the moogle to save your
game.

Help is at hand

Run along the path and view the ATE showing
the Tantalus orchestra playing a piece from
Final Fantasy VII. The waterfall is a dead-end
but there is a path leading to the right just
before it (screen 20).

You can view another ATE near the spring in
the woods. This spring clearly has wondrous
powers: as soon as Zidane drinks from it, the
HP and MP of all party members are fully
restored (screen 21). If you took a letter from
Kupo back in Alexandria you can deliver it to
the moogle in the tree stump by addressing it
and choosing the Mognet option. Choose this

option again, followed by Cancel, to read a |

letter from Stiltzkin. Repeat this procedure
with every moogle you encounter to read the
entire correspondence. The path leading right
takes you to the boss monster, Plant Brain, so
you might want to save your game before
heading there.

WALETHROUGH CD1
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Plant Brain

,i Blank comes to your aid after a certain amount of time has e apsed or when
| Zidane's HP gauge turns yellow. As the damage received by Plant Brain so far |
| has not been quantified, it's a good idea to have Vivi use the Focus command
| to increase the power of his subsequent spells. And, in your role of Zidane,
! you would be well advised to steal items from the monster. When necessary
! have Steiner use Potions to heal your little band.

! Since Plant Brain’s Pollen attack (screen 22) only impairs physical attacks, you
:; can ignore it for now. Use Eye Drops or Remedy to cure the Darkness status.

Once Blank appears on the scene, the
monster's hours are numbered. A Fire
spell cast by Vivi and a Sword Magic
attack performed by Steiner will finish
him off. Zidane now uses Blank's
Medicine to cure Garnet.

| R hasty retreat

| After battle,

the party is assaulted by an
endless stream of Plant Spiders. Press the @

' button and heal your characters, Do not bother
' to equip Blank with valuable items; he is about
| to leave the party. In fact, his Silk Shirt will
! come in handy for other party members. Now
! beat a quick retreat from the advancing
i spiders.

| After a series of battles you finally leave the
| Evil Forest behind and your characters” HP and
' MP are automatically restored. View the ATE to
hear Mogster explain some game basics
| (screen 23). Zidane receives a Moogle’s Flute
' enabling you to summon a moogle anywhere
' on the world map. With his help, you can
' recover in a Tent and save your game. The
| Continental Map that Blank hurled at Zidane
| at the very last moment helps you navigate.

il | Warriors at large

' Remember to have Garnet equip items and
| summon a moogle to save your game. The Ice
| Cavern (screen 24) to the south is your next

destination. You'll find it on your Continental

| ‘Map (screen 25). If you wish, make a detour to
' North Gate in the west, where you can retrieve

the Potion and Eye Drops from behind the

. fence (screen 26). If you listen at the gate and

Il for somebody you can stock up on Potions

+ for 50 Gil per flask.
| Once a character has mastered a new ability,

you should check whether s/he can learn

| another ability from other pieces of equip-
' ment. Do not limit your equipment to the most

powerful pieces. Instead, make it a habit to
check all items a character can equip for
abilities s/he might learn. This helps
each character build a large reper-
toire of abilities.



Potion (x2)

Ether

Elixir

Mage Masher

Phoenix Down

Leather Wrist

Vivi can use his Fire magic
to melt walls here

T
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. his Dyne command and select Free Energy. You might want to stroll
. around the caverns picking fights before this boss battle to fill up your
. Trance gauge.

. command after defeating Black Waltz 1 and before attacking the Sealion

fin icy meltume

Vivi's Fire magic comes mto its own in the caves of the frosty cavern. When

facing more than one attacker, you can direct magic attacks at all opponents |
(screen 27) by pressing the L1 or R1 button while aiming your spell. i
Look out for places where a “!" appears above Zidane’s head. Press the |
X! button here to have Vivi melt the walls by wielding Fire magic, revealing *
some useful items. You'll find these spots marked with a “V” on the map |
screenshots on page 43.
Remember to watch out for the icy breeze blowing through the caverns in | o
several places, for example to the left and right of the first treasure chest. As |
soon as Zidane touches these breezes, a monster called Wyerd appears. You |
can avoid these encounters by waiting for the air to clear before moving on. |
You'll see a treasure chest on a platform near the bottom left of the second |
cave. Access to this chest is concealed behind the stairs (screen 29).
The path branches shortly before you reach the far end of the Ice Cavern. The §
path to your left leads to the Ice Flower Field, where Vivi can release a |
moogle from his chilly confinement. In the following ATE, Mogster gives |
another display of his enormous knowledge. His lectures on Status Effects are |
of particular interest.
The next item on your agenda is to heal Zidane. This is crucial, since he is |
about to enter battle alone. Leave the cavern once you are fully prepared. |
You'll now have to watch your entire party fall unconscious. Zidane alone |
recovers, and is able to search for the source of the trouble. You might want |
to return to the moogle and save your game before proceeding to the right.

g

| Blacli lllaltz Iis

: If you attd(,k he Seahon ﬁrst h15 fellow monster WIU heal him by castmg

Blizzard. Concentrate on Black Waltz 1 instead (screen 30), and defeat it |
before attacking the Sealion. The circle on your opponent’s torso will change |
from blue to red after he has taken several hits. His attacks will then
become stronger, so make sure to use your Potions to heal Zidane in time. S rTEEETE T A S TR T T
If Zidane enters Trance, you'll be able to inflict a lot of damage. Just use _ Blﬂl:l{ “_lﬂltz l e gy g

If you feel up to it, try to snatch the Mythril Dagger. Use the Steal

for the first time. This shouldn't
be a problem as long as you carry
enough Potions.

After battle, Zidane returns to his
companions, who are just regai-
ning consciousness. The four
comrades now walk up the incline
past the waterfall:

After leaving the Ice Cavern
(screen 31), you can select an
alias for Garnet. She suggests the
name of Dagger. Make sure you're
happy with this fanciful name,
since the princess will bear it
from now on.

Sealion

lllﬂ[}il']lllllllli]{ [Illl




st Continent - Notwich Neighs

| [In route to Dali

After leaving the Ice Cavern, the party decides to make for
Dali to the west. You can make two detours before heading for
Dali, but these are optional. South Gate/Dali Gate (screen 32)
lies to the south-east, but you are not allowed to pass with-
out a permit. Talk to the Guard, choose Rest and wait a
moment for Part-time Worker Mary to come running up
(screen 33). You can buy medicine from her and let the
characters recover their HP and MP for the customary 100 Gil.
But you might want to hold on to your money since your
characters’ HP and MP will be restored automatically in the
next village.

i

i
e
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Entering Dali, you wonder where to head first (screen 36). The
party decides to rest at the Inn. Garnet - now known by her
alias Dagger - has reservations about sharing a room with
three men, but under such circumstances even princesses can't
expect special treatment. While
Steiner insists on escorting his
fair charge back to Alexandria,
Dagger would much rather visit
the city of Lindblum. Zidane pro-
mises to help her, but that is

easier said than done, South
Gate being closed for now.
Eventually, the party follows

Vivi's example and turns in for
the night.

Slipping back into the role of
Zidane, you wake up alone at the
Inn. Open the treasure chests to
receive a Potion and a dose of
Antidote. There is a moogle in
the lobby. Check the Mognet and
save your game. Leaving the Inn,
you have a choice of several ATEs. Make sure to view Dagger
Tries and Dagger Tries Harder if you want to meet the princess
later on. The other ATEs indicate that strange things are afoot
in Dali.

You'll find the Weapon Shop opposite the Inn. Somebody has
lost 120 Gil above the entrance; be sure to scoop them up.
You see Dagger in the shop and arrange to meet her at the Inn
to discuss what to do next with the other party members.
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If you look to the right just before the hamlet, you'll see a
rocky outcrop (screen 34), known as Observatory Mountain.
There's no need to explore it, since you'll pass here on your
way back from Dali anyway.

A dose of Hi-Potion lies hidden behind the barrels in the
front (screen 35), while 135 Gil are waiting for their finder
near the fence to the right. An old man named Morrid lives in
the hut.
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Vivi is waiting near the windmill (screen 37). Zidane leaves |
after telling Vivi where to meet. You now witness the little |
mage being abducted! Enter the Inn Room to meet Dagger. |
Since Vivi still hasn't turned up, Dagger and Zidane decide to |
look for him. An ATE automatically unfolds, during which

Steiner is sent to investigate Observatory Mountain just out- |
side the village (screen 38). i
Walk to the place near the windmill where you last saw Vivi. |
It turns out that he is being held captive underground. The |
entrance to access underground is inside the windmill. |
Retrieve the Aries Stellazzio in the back of the room before |
opening the dome on the floor. There are more of these |
Stellazzio coins, which will be listed in the Key Item Menu as |
you find them. You can trade them for valuable prizes later on.
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A stroll around the village

The Pub to the right of the windmill does not yet serve drinks, but you can
buy medicine there. The Weapon Shop offers more interesting items. The Iron
' Sword could be of use to Steiner, and both Vivi and Zidane could do with a
Feather Hat. It enables them to learn the Add Status ability, activating the
status effect of equipped weapons. For example, if Zidane attacks with the
Mage Masher, there is a certain probability that his opponent will be afflicted
' with the Silence status
A note on the bottom wall contains general playing hints as well as the latest
information on the card game. Why not challenge the salesgirl to.a match of
Tetra Master?
A wvisit to the Mayor's House (screen 39) is cut short, since Mayor Kapu
immediately drives you away. Thus, you have no way of obtaining the Mayor's
Key to unlock the windmill door, nor can you reach the pair of treasure chests
on the upper floor of the windmill.

] puay . REYWORD
PlayOnhne_ v

3 PlayOnline discloses how to gain access ...

Where's Uivi?

Still in the role of Zidane, hop on the lift, ride down and open the treasure
chest containing 156 Gil. In the next tunnel room you and Dagger watch Vivi
being carried off (screen 40). There is a Potion on the left inside the hut, and
you can find Eye Drops near the fence in front of the entrance. A moogle is
g hiding in a barrel in the Storage Area, and you can
see a pair of chests in the background. Climb the
stack of crates and retrieve the dose of Ether. And
why not gather up another Potion? Kicking the
rusty wheel (screen 41) will work wonders. The
second Storage Area also has two chests with
items. Do not miss out on the Iron Helm.and the
Leather Wrist.
In the adjacent Storage Area, Dagger hears
somebody whimpering in a barrel. Zidane discovers
Vivi, ready to be dispatched - obviously to
Alexandria Castle. The little mage joins your ranks
again to investigate the mysterious underground
operation. Remember to check and “update” your
characters’ equipment, as you will soon be entering
— . a series of battles.
The treasure chest next to the engine yields 95 Gil. Upon
opening the great oak doors, you are attacked by a pair of
Ghosts. No need to do battle unless you want to, since the room
behind the doors only contains chests with a Phoenix Pinion,
a Potion and a Phoenix Down. One of the chests lies hidden
to the right behind the engine.
Follow the wooden walkway alongside the conveyor belt.
Eventually, you will stumble on the terrible secret behind this
subterranean plant. What's the story behind the life-size "dolls”
that bear such an uncanny resemblance to 8
Vivi? And what is Queen Brahne's role in
all this? The answers will come later: for
now, Steiner is the focus of attention.

ITEMS GAINED USING STEAL COMMAND:
Steepled Ha

- No entry to the locked room In the wfn&mf!l.’- .

Awaiting the Largo Ship

You find Steiner on Observatory Mountain, the
rocky outcrop just to the north-east of Dali.
Talldng to Morrid is of no avail, so you can
march down the steps without further ado. If
you did not visit the Observatory Mountain
after your escape from the Ice Cavern, you can
now pick up 135 Gil and a Hi-Potion. Wait

- for Morrid in the hut and address him (screen
42). Steiner desperately tries to find out when |

the Cargo Ship is due, and eventually hears

. that it has already landed.

Make sure to check Steiner's equipment before
you leave the hut and set off for Dali: you'll be

| battling another Black Waltz monster in a |
{ moment. : .

Black Waltz 2

The party is reunited in time to do battle
against Black Waltz 2 (screen 43). The fellow
monster of the one you defeated in the Ice
Cavern 1s more resistant than Black Waltz 1
and has a few surprises up his sleeve. Black
Waltz 2 counters with Fira when attacked with
magic, so wield your weapons instead. You'll
find Steiner's Sword Magic invaluable. Zidane
can snatch a Steepled Hat and a Leather Plate
from this boss monster.

The Black Waltz does not attack Dagger
(screen 44), since he has orders from Queen

. Brahne to take her back to Alexandria. If Black

Waltz 2 defeats his three male opponents, he
[l put Dagger to sleep and your cause will be

| lost. But defeat is not inevitable

After dealing with this opponent, you are free

| to enter Dali once more. Take this opportunity
. to shop and rest at the Inn, where you can |

save your game and heal your characters. Then
it's time to leave the village and board the

: Cargo Ship.

Leather Plate
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Potion (4x)
Antidote
120 Gil

Aries

156 Gil

Eye Drops
Ether

Iron Helm
Leather Wrist
95 Gil

| Phoenix Pinion

Phoenix Down
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After talking to Dagger and Vivi, climb up the ladder. Zidane has a few words |
| with Steiner before you can visit the bridge. The two characters bicker again, |
i but their squabble is rudely interrupted by the arrival of Black Waltz 3
| (screen 45), who launches a ferocious attack on the airship. The Black Mages
| seem to be more than soulless vessels, since they rush to Vivi's aid.
| Unfortunately, they pay the price for this display of solidarity. When battle
| begins, Vivi is in Trance and can thus use two spells each time it's his turn.
| Black Waltz 3 attacks with Thundara, a potent spell. The creature cannot be
' hit physically while floating (screen 46). Unless you have a vast supply of
| medicine, you should end this battle as soon as possible: remember that
| Dagger is steering the airship and cannot participate. If you feel safe, have
| Zidane steal three valuable items. Otherwise, you can buy them in the Weapon
| Shop at your next destination. You can even obtain the Silver Gloves for free
| in the city. :
| Once you have inflicted sufficient damage on Black Waltz 3, the creature will Ly .

| retreat and pursue you from aboard Zorns and Thorn’s airship (screen 47), W
| Zidane comes up with an audacious escape plan ... - ; -
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[Metropolis il day in the country

The end of a spectacular air chase sees you safely landed in Lindblum (screen | From the bottom end of Main Street, you can |
48). Either walk past the pair of guards towards the lift, or take the stairs to | leave Lindblum via Hunter's Gate. Wander east
the Guest Room and save your game. In the lift, Minister Artania expands on | to the Pinnacle Rocks (screen 50) and retrieve
the situation in Lindblum. He takes you to meet Regent Cid, whose appearance | a Phoenix Down as well as a dose of Elixdr |
is not quite what you'd expect from a ruler: Cid was turned into an Oglop six | from the treasure chests (screen 51). Since 1
months ago. While Dagger talks to Regent Cid Zidane is currently alone, battles with monsters |
alone, Zidane explores Lindblum and meets up with | 50 something s . =~
Freya, an old acquaintance (screen 49). If you | ¢o i) i :
wish, you can rename Freya at this point.

After resting, you can watch Mogster explaining

about Synthesis Shops in an ATE. You then slip

back into the role of Zidane back at the Inn. Visit |

the moogle next door before leaving the house.

In the following ATE, Vivi's Shopping, the little

mage with the large hat acquires a Kupo Nut, the

moogles” favourite snack. To continue the story,

enter the Station situated opposite the Inn and

board the Air Cab headed for the Theatre District.

However, it may be wiser to explore the Lindblum

Business District and Industrial District first.

N
i

st

The Industrial District

Board the Air Cab headed for the Industrial |
District and explore the streets. As always, the |
map screenshots on this page will show you
where valuable items are hidden. Ride to the
Theatre District after you have explored the |
Industrial District and the Business District.

A Leather Wrist G

B! Bronze Vest

- C| Steepled Hat

o] i The Industrial District
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Lindblum - Business District
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163 Gil

Tent

Leather Plate
Echo Screen
Hi-Potion
Silver Gloves
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The Lindblum Business District

Walk to the upper end of Main Street to reach the Shopping Area. The alley
to the upper right leads to several shops. Do not waste your money on a Fork
or Javelin at the Weapons Shop, since none of your four party members can
use them. These weapons are carried by two characters who will soon join
your little band. Incidentally, Zidane’s comment on the sword displayed on
the far wall alludes to Final Fantasy VII.

If you walk behind the counter of the Synthesis Shop (screen 52) and
address the Synthesist, he will only chat with you. Go to the other side of
the counter if you want to be served. The Synthesist forges new, stronger
items from pairs of other items - for a fee. You'll
probably have most of the "ingredients”, but if
you're missing any you can buy them at the
Weapon Shop. The Ogre is an excellent weapon
for Zidane. He'll be able to try it out during the
Festival of the Hunt.

The Theatre District

Leave the station and walk down the stairs on the left. Entering the
Tantalus Hideout triggers an ATE with Dagger, so Zidane decides to look for
the princess. You might want to visit the theatre before heading back to
Lindblum Castle. The theatre entrance is besieged by a horde of girls, the
fan club of theatre star Lowell, who makes a discreet escape disquised as a
moogle a httle later (screen 53). You'll meet him again in the Studio in front

Tt : of the station, when he'll graciously hand you
an Autograph. You'll find his Moogle Suit
stashed in the half-opened drawer. These key
items are of no practical use, however.

Lindblum -
Theatre District

127 Gil

Ore

282 Gil

68 Gil

97 Gil
Mini-Burmecia

-} |m||o]l]lwll>| §

Where is the princess?

. After arriving at the Castle, walk to the Hallway

fountain. As a quard blocks the lift, you can
only walk up the steps to the right. In the
Guest Room, Steiner reports that the princess is
nowhere to be found. If you have not been to
this room before, ransack the pair of treasure
chests to obtain a Glass Armlet and a dose of
Ether. You might also want to save your game.
Your next aim is to find Dagger.

Walking towards the lift, Zidane hears the
princess singing. She must be on the upper
floor of the castle. But how is he to reach her
while the guard blocks the lift?

Did you notice the sleeping guard in the
Hallway outside the Guest Room earlier? Walk
back to that Hallway, go downstairs and address
the guard (screen 54). Then lure him into the
Guest Room on a pretext. After a short scuffle,
you will be able to don the guard's uniform.
Thus disguised, you will be free to enter the lift
and ride to the upper level.

Another guard blocks your path, forcing you to
climb the stairs to the left. Continue to the
Telescope Tower, where Dagger is humming her
lovely song.

WALKTHROUGH CD1
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fl nice prospect

While Zidane enjoys the breathtaking view through the telescope, it's up to
you to spot six locations. Press the % button whenever a “!” appears in front

of the lens. Sightseeing ends when you have discovered all six locations.

Aerbis Mountain: (screen 55) Aerbis Mountain: (screen 56) Marshland:
(screen 57) Ceebell River: (screen 58) South Gate: (screen 59) ??? Forest:
(screen 60) After this, Zidane once again ruins a romantic scene with Dagger.
He decides to participate in the Festival of the Hunt to impress the princess.

The Pestinal of the ]{u'nt

Check Zidane's equipment before entering the contest. The Beast Killer
ability, available after equipping the Leather Wrist, is particularly useful. And
make sure to equip The Ogre. Visit the castle moogle to save your game
before heading towards the Station. Take the Air Cab to the Theatre District,
where the twelve-minute countdown begins. You must defeat as many ~ mon-
sters as possible during this time. When less than four minutes remain, a mon-
ster named Zaghnol appears in the Business District Square. Freya rushes to
your aid as you reach the Square.
Depending on who wins the hunt,
your party receives one of three
possible items as well as the Master
Hunter title after battle.

Zidane = 5,000 Gil

Freya = Coral Ring

Vivi = Theatre Ship Card

As the 5,000 Gil are less desirable
than the rare Coral Ring you might
want to let Zidane lose the hunt to
Freya, for example by making him
attack himself (screen 61) or by

avoiding or fleeing preliminary
battles.

If you want Vivi to ascend the
winner's podium, both Freya and
Zidane must be defeated by the
Zaghnol. To this end, make them

attack one as well as being attacked
by the Zaghnol, and do not use
Potions to heal them.

If you are bent on Zidane winning the hunting contest, you can neutralise
Freya by attacking her during the Zaghnol battle and knocking her out
(screen 62). Regardless of your strategy, have Zidane steal the monster's
Mythril Gloves and Needle Fork. After the contest ends, all characters’ HP and
MP are automatically restored.

WALKTHROUGH CD1

| the hunt. A
' devastating news: Burmecia has been attacked

On to Burmecia

Regent Cid hands the prizes to the winner of
messenger arrives, bringing

by Black Mages! A crisis meeting is held and
the party decides to come to the aid of the
beleaguered town. As a Burmecian native,
Freya joins the group. Zidane, concerned about
Dagger's safety, warns her against leaving
Lindblum. However, the princess has a mind of
her own ... she is determined
to travel to Alexandria with
Steiner to find out whether
her mother, Queen Brahne, is
involved in the dramatic
events.

Have Zidane, Vivi and Freya
take the lift down to Base
Level. The pair of cars here
takes you to Dragon’s Gate or
to Serpent’s Gate respective-
ly. Card collectors should ride
to Serpent’s Gate first and
pick up the Wyerd Card
(screen 63). But Dragon’s
Gate remains your real
destination. Stock up on
medicine from the merchant;
you will need a lot of it since Dagger is not in
your party to heal your characters. Having a
reserve of at least 50 Potions and a sizeable
number of Phoenix Downs will help you on
your journey. Pick up the Tent hidden behind
the ledge (screen 64) and ask the moogle to
save your game. And don't forget to equip
Freya's abilities before setting out. When
asked, the guard will explain how to reach
Gizamaluke's Grotto.




lllm Concinent - Eunogus Plans

n the road again

| G|zamalukes Grotto he'; to the north of Dragon’s Gate. The mountain cave is

already marked on your map (screen 65). You can embark on a number of § J% . > :
| friendly bird and press the @ button to

| subguests, but these are not crucial to the game and can be undertaken later
on. However, it is worth visiting Qu's Marsh, situated between Dragon’s Gate
| and Gizamaluke’s Grotto, where you will recruit a new party member.

A glance at the map reveals another destination further east: Chocobo’s
Forest. Here, you can take charge of one of the legendary riding birds.

You will come upon Qu's Marah on your way to Gizamaluke's Grotto (screen

66). Enter the swamp and follow the wooden pier up to Mogster, who will
again divulge his wisdom if asked. Walking up through the reeds takes you
to a Pond, where you meet a strange creature. Press the & button to catch
a frog (screen 67), and then address the creature. Its name is Quina. It would

like to travel with you and sample the delicacies of other countries. Allow |
Quina Ln _]OH'] you it may be bizarre, but it has a special skill which will be

Chocobo’s Forest

You will meet true hospitality here: the resident moogle gives you
Gysahl Greens. This herb allows you to call the chocobo wherever you
find their tracks on the world map (screen 69). Look for the tracks and
use Gysahl Greens from your Item Menu. The chocobo will not only take
you to destinations faster; you also avoid random hostile encounters
when riding the yellow bird. Returning to Chocobo’s Forest with the

invaluable to your party. Using the Eat com-

mand, Quina can devour opponents once they have |

lost 75% of their HP. And, when in Trance, Quina
can attempt to Eat a monster once it has lost 50%

of its HP. If it is successful, Quina can add one of |

the monster's abilities to its repertoire of Blue
Magic.

Try to Eat a Gigan Toad (screen 68). This enables
Quina to learn Frog Drop. The power of this attack
depends on the number of frogs you catch at the

Pond. Return there and catch frogs. After a certain §

number of frogs have been caught, Master Quale
appears and rewards Quina with
valuable items. Try to let at least one male and one
female frog escape so that their population can
regenerate faster.

! for a small fee. This has you and the chocobo

. activate the map
| revealing the location of a treasure chest. The

- effort? Of course it is. PlayOnline reveals what
- treasure awaits you.

increasingly £

' in the east (screen 72). Drink the spring water |

: near the right handrail of the bridge.

FINEL FANTASY

chocobo, you can buy additional Gysahl i
Greens or take part in a little treasure hunt

digging for items (screen 70). Sooner or later
you will unearth a Chocograph. Mount your

section in the new menu,

first chest is on
the beach on the
far side of the |
river (screen 71).
There are 23 more
Chocographs,
revealing the |
location of increa- |
singly valuable
treasure chests. |
% However, at the |
§ moment you can |
f only reach a few |
of these Choco- |
graphs, and thus |
only a few of the |
treasures. Make |
regular detours to |
Chocobo’s Forest |
to unearth furt- |
her Chocographs.

PlayOnlme '-E CHOCHES

J.'s treasure huntmg wath rhe chocoba worth rhe

Bnhﬂen ﬂIth

Your chocobo takes you safely to Bohden Arch
to restore the HP and MP of all your party

members. You can find Mocha Coffee just to |
the right of the spring. A dose of Ether lies

WALKTHROUGH CDI|

@




iizn

Still in the role of Zidane, tend to the wounded soldier. He hands you a
Gizamaluke’s Bell which opens the stone door. On the other side, Zorn and
Thorn let a pair of Type As loose on you (screen 73). They resemble the Black
Waltzes but are far weaker. After battle your path is blocked by three doors, and
you will need another Gizamaluke's Bell to proceed. Either return to the entran-
ce and search the dead soldier to find one, or defeat the Type A prancing aro-
und the centre of the hall. You can now leave the grotto by the quickest route,
or make a complete tour of the location.

If you are in a hurry, open the middle door with your Gizamaluke’s Bell to enter
the Bell Room. If you are more interested in obtaining equipment for Quina, you
should ring the bell at the left door. You'll find a Bronze Vest hidden behind
the pillar (screen 74). Continue until you reach the wounded soldier, who will
give you the next Gizamaluke’s Bell. Use it to open the middle or the right
door.

Somebody left behind a pair of Mythril Gloves on the dais in the Bell Room
(screen 75). A "!" reveals the location of a Magus Hat concealed underneath
the staircase. In the middle of the room
you will meet a female moogle, whose
husband is trapped beneath the
massive bell on the floor. Fortunately,
he scents the Kupo Nut that Vivi
obtained in Lindblum. Eager to sample
remembered delights, he develops
amazing powers and escapes his confi-
nement without further help. The
happy couple slips away, leaving
behind a treasure chest with - surprise
- a Gizamaluke’s Bell. This enables
you to open the right door and enter
the Cavern, where you'll stumble on the
moogle couple again. Take this
opportunity to rest and save your
game. The vine at the far end of the
Cavern leads to the wooded Popos
Heights. Take Moguta’s warning of the
monsters there seriously: they are way
beyond your current fighting prowess
(see the section “Dragon slayer”
below).

On leaving the Cavern through the
front entrance, you'll receive a Holy
Bell, enabling you to open the left

has prepared a decidedly hostile welco-
me.

5/  WALKTHRONSH D1

door in the Bell Room. Check your
equipment before continuing. Your host |

ROLLO

Dragon slayex

! There is not much to do on Popos Heights
! other than do battle with fearsome creatures.
i The monsters inhabiting this plateau are vir-

tually impossible to defeat at this stage, alt-
hough even the formidable Garudas are easy
prey compared to the fearsome Grand Dragons
(screen 76). If you do manage to survive batt-

| le you'll be royally rewarded: 35,208 EXP

{ beckon! 2 =4

' bizamaluke

Gizamaluke is controlled by Thorn and Zorn. It
uses silent Yoice to counter any magical attack
with Silent Voice. You can simplify this battle

' by using a Tent on Gizamaluke (screen 77).

£
£

There is a high probability that this will inflict
a negative status such as Silence or Darkness
on your opponent. Only try this at the start of
battle: if it's your unlucky day, the Tent may
fully heal Gizamaluke. Of course, it would be
most useful if Zidane were to achieve Trance
during this encounter.

‘Gizamaluke

Bird Killer, Thunder, Wind
| ITEMS GAINED USING STEAL COMMAND:
S | Elixir, Magus Hat |
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south bate

Bohden bate

Once Gizamaluke is defeated, the scene switches to Steiner
and Dagger, who are on their way to Alexandria. Thanks to a
ploy devised by the princess, the two of them receive
permission to pass the gate.

Examine the front left treasure chest next to the barrel to
receive a Multina Racket. Your next task is to reach the alley
on the right unnoticed. You are unable to reach the chest on
top of the covered wagon for now - it will be a long time
before you can return and open it.

Talk to Part-time Worker Mary and offer her a few words of
comfort. Then address the Worker on the left, near the gate.
Finally, report to the Earnest Young Man on the right. You are
now free to continue. Before you can slip into the alley, a
guard rushes up and hands Steiner a Gate Pass. Time to exit
through the archway!

You'll see a treasure chest containing a Potion on the square

~ in front of théstrain, and the local shop sells the usual range

st Cont

TIENE=
il cross-country tour

Your next destination is now marked on your map (screen 79).
Do not be surprised at the blinking dot on the map: it
indicates the chocobo’s current location (as long as you've
already taken possession of one of these feathered mounts).
Check your characters” abilities - your companions may have
learned new ones after gaining a number of AP in battle with

s o

of medicine. Dagger does not necessarily require any
medicine, but as all characters can access the inventory it is
wise to stock up on Potions and the like for Zidane and his
comrades. "Update” Dagger’s and Steiner's equipment and save
your game.

You have now exhausted all the options available at Bohden
Station. Address the Conductor (screen 78) and take your seat
on the train. The adventure then continues. In the role of
Zidane, you are ready to leave Gizamaluke's Grotto with your
companions.

9

t B

Gizamaluke. If so, change their equipment to have them learn
other abilities.

Half way to Burmecia, you will see Burmecia Arch to the east
(screen 80). Make a short stop there and collect a Tent as well
as a Hi-Potion. And it may be a good idea to summon a moo-
gle and save your game before entering Burmecia proper.




busmeoan higoom

llpstairs, downstairs

Freya's hometown offers a heart-rending scene of destruction. The Black Mage
army has obviously done its job thoroughly (screen 81). You can find Cancer,
the second Stellazzio coin, behind the toppled cart in the Suburb (screen 82).
Make your way further into the city until you encounter Zorn and Thorn again.
As in Gizamaluke's Grotto, they let a pair of Type As loose on your party. It's
time to give these two tiresome jesters something to think about. After this

Sk
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jump across to another section

battle you should begin exploring
Burmecia by climbing the stairs on
the right.

The treasure chest at the bottom of
the stairs inside the house yields a
Soft (screen 90). You think there
might be a chest on the upper floor,
but it turns out to be a Mimic mon-
ster! You can avoid this encounter by
leaving the room directly, using the
left door. Should you decide to
battle the Mimic, note that the mon-
ster will summon a Magic Vice. Defeat
the Mimic first unless you want it to
keep summoning new support. You
also have another option: have Quina
try to Eat a Magic Vice. This enables
it to learn Magic Hammer,

Since the great door in the next room
cannot be opened yet, simply conti-
nue left. Be careful if you want
to reach the treasure chest con-
taining Germinas Boots on
the far side of the landing
(screen 84). Walk rather than
run. If you rush across, the lan-
ding will crumble and access to
the chest will be permanently
barred.

Time to retreat. The landing will
invariably collapse behind you.
This time, the effect is intentio-
nal as the fallen landing now
spans the gap in the gallery a
floor below. Now return to the
place where the pair of A Types
attacked you earlier.

From here, walk through the left
door and retrieve a Soft and a
Potion from the two chests on
the ground floor. Another Mimic
is lurking upstairs. The door on
the right leads to the
Architect’s House. Climb th-
rough the window to step on
the balcony, from where you can

of the mansion. Address the
Burmecian Soldier cowering on the
floor, who mentions a Protection
Bell which you'll find behind the bed
after your chat. There also is a dose
of Ether lurking behind the shelf
(screen 85).

Now return to the great door in the other part
of the building and ring the Protection Bell.
Step onto the Pathway, talk to the fleeing
soldiers and climb the stairs to the Uptown
District.

The beginning of the end

Step through the archway on the ground floor.
Here you can save the life of an injured
Burmecian citizen. Now climb upstairs and
enter the building through the left door. The
right door leads to a dead-end after a few
paces. The two chests yield a Tent and a
Phoenix Down. You can ignore the treasure
chest at the end of the passage; it is yet
another Mimic. Walk through the doorway to
enter the Palace Square (screen 86).

The left building houses the Weapon Storage,
where Freya discovers a Mythril Spear which
you might want to equip. The right door leads

to the Treasure Room, where a moogle has
made himself at home. Open the treasure chest
and have Vivi equip the Lightning Staff.
Stiltzkin now arrives and suggests you buy a
Soft, a Hi-Potion and a dose of Ether for a total
of 333 Gil. Make sure to accept his offer; you'll
be glad you did later on.




ook at the goods on offer at the Mogshop. You will find new
f armour [l as the usual medicine. Heal your characters or use
, and then ur game. Equip any items that absorb or diminis

0 a moment of
emplation before pressing on. Your worst fears are confirmed: Queen
was, indeed, instrumental in the ass ults. But what is her
aim? And which part d e erious Kuja (screen 87) play in
Unfortunately, the feared and fearsome warrior Beatrix stands

n you and any answers.

Beatrix

set amount of time has

« ends the battle using her

Steal command to relieve

of her Chain Plate and Mylhlll Sw srovided you are well pro-
'[.ﬂn‘,i Bvdm Ihundm r||[dl|~‘ Vivi’s Thundara spell and Fre

'n the hd”l{-‘ the HP of all party members who Hﬂﬂtm{
are reduced to 1. The queen and her entourage move | -
ohind Zidana e - - mmn Eater

out te a, leavinc .

(D 1 ends, and you can save your game (screen 96). : i

D 1 ends, and you can save your game (screen.96) : | ITEMS GAINED USING STEAL COMMAND:
. o T

{ Phoenix Down, Chain Plate,
Mythril Sword
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Tickets, please oo

Zidane, Vivi, Freya and Quina suffered a spectacular defeat in the battle of |
Burmecia, but Steiner and Dagger are oblivious to this development. The °
princess and her knight are still on their journey back to Alexandria. Although }
Dagger refuses to believe rumours that her mother, Queen Brahne, is respon- |
sible for the war that has broken out, she is determined to take her mother to |
n— - task. For now, the princess and
Steiner stop off at Summit Station to |
change trains.
Pop into the Rest Stop and retrieve a
Phoenix Down from the chest f= e e e
screen 1). You'll also find a moogle
Eere After talking to the Attendant, quhi [II lgﬁg
Dagger hears a familiar voice booming e
from next door. Enter the adjoining | Dagger demdes to help Marcus hnd some
screen, then return to the Rest Stop. | Supersoft. After Alexandria Station, whose
The train stops at the platform after | only feature of interest is a Shop, you reach a
you have talked to Cinna, Marcus and Steiner. In the train carriage, Marcus | junction. Dali Gate is to the left while Treno,
explains that he is looking for Supersoft, a medicine which may be able to cure | your destination, is to the right.
Blank. If you address Marcus again during your train journey, you will make | If you go down a few steps on the far side of
an unscheduled stop in the wilderness. ' the bridge, you'll find a chest containing a
! phenomenal 1,610 Gil (screen 4). Now you |
et 0Nly need to pass Treno Gate, which the guard
| is happy to open once he has seen your Gate

- e &

At the counter beside the moogle (screen 2) you can buy various pieces of
equipment, including weapons with new abilities for Dagger to learn. And |
spare a thought for you: other characters, currently forced to make do
: g without Dagger’s healing skills. i
If you continue to deliver Mognet letters, you |
will receive a Kupo Nut every now and then. |
Since you can only carry one of these at a time, |
get into the habit of visiting the moogle couple |
at Gizamaluke’s Grotto. The moogle husband is |
always grateful for Kupo Nuts... !

has orders to bring the princess home alive, it only attacks your two male bt — =
characters. Since the battle is not very | Tal.k to the gua.rd at Dah Gate, whn wﬂl let :
demanding, Marcus seizes the chance to test his | you cross since you have a Gate Pass.
thieving skills and steals two wands from the | However, little has changed in the village to |
Black Waltz which Vivi will find very useful. If | warrant the detour. You will find additional |
both Steiner and Marcus are KO'd, the Black Waltz | information on the card game in the Weapon |
will attack itself (screen 3). Shop, and the old woman no longer blocks |

| your path to the chest in the field, where you

! can now pick up a dose of Elixir (screen 5). |
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Welcome to Treno =
= S
You can hardly miss the Dark City Treno, which is situated just a few paces =
ahead and is also marked on your map. If you decide to explore your
surroundings before entering Treno, you will discover a cave to the
southeast of the city, on the far side of the forest (screen 6). In here, there
are two boxes, both of which contain an Ether, and a hot spring, where =
your group can recover HP and MP at any time. Apart from these new ﬁ g
discoveries, you come across a (nearly empty) crevice. Apart from picking e
up a further Ether at this point, there is not much else to do at Quan's —
Dwelling for the moment, although it may be worth a visit later. .
i thieves den Choose your RTEs
On arriving in Treno, Marcus and Steiner quarrel. The righteous knight is not | At the Gate you have a choice between two
at all happy that Marcus intends using the tricks of his criminal trade to | ATEs, and you'll be offered further ATE
procure Supersoft. Dagger makes use of this interlude to vanish and explore | options whenever you enter a new section of
Treno on her own. Steiner is eventually left to his own devices, and you can | Treno. Although they add flavour, there's no
press the [SELECT) button to choose which of two ATEs to wat(_:h. pressing need to view the ATEs. Existence is
Inspecting the fnurjt‘?m on your left,. the only ATE to unfold automatically, starting
you can throw 10 G!l into the water. If | as soon as you approach the Auction Site.
you mﬁake use of this option 13 times, | There is one special ATE, however. Entering
you will receive a valuable Stellazzio Treno for the first time, you can choose to =
coin, Gemini, as a reward. watch Treno Tradition, showing Dagger being =
Now walk to the right and enter Treno | » lieved” of 1,000 Gil by a local pickpocket 2
Slums. The two chests near the Shop - FRHS PREN : =F
: . _ i | Press the & button as soon as the "!” sym- =
yield a Yeti Card and 1 Gil, and you'll =
find the Stellazzio coin Taurus behind bol appears abt‘)ve Df'ig.ger’s head tolreduce the | §
the tent (screen 7). As soon as you theft to 500 Gil. This mvol.untaxy investment
walk through the Knight Residence | Pays off when you (as Steiner) approach the
tower, the local moogle appears and Bishop’s Residence where you'll find the
settles down outside the Weapon Shop | culprit, 2 Four-armed Man (screen 10). If you
(screen 8), address him, he'll give himself away and hand
Some kind soul has left 2,225 Gil for | you a Power Belt to make amends.
you outside the King Residence
(screen 9). If you watched the Treno
Tradition ATE earlier, you should only
enter the Auction Site after you
(as Steiner) visit the Bishop's Resid-
ence, where the Synthesist forges some
special items. You'll meet Dagger at the
Auction Site, and you can join forces to
look for Marcus. You'll find him in the
Pub, where you can rest for 100 Gil.
P
WALKTHROUGH (D2
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Dark City Treno

A Yeti Card

Bi1 Gil

C| Taurus

D Mythril Dagger
E | Ether
Fi2,225 Gil
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The Queen of coins

You can redeem your Stellazzio coins at the Queen Residence, where
Queen Stella will exchange them for valuable rewards. Then talk to her
assistant to receive your due. You should have found four Stellazzio

[he monster in the cellar

The Weapon Shop at the Knight Residence has a range of new items for sale.
There's no need to waste your money on an Ice Staff or Flame Staff,
however, as you will soon find one of each. Be sure-to ask the shopkeeper
about the monster. When you address her again you are offered the chance

to do battle against the beast, a
Griffin (screen 11). If you emerge
victorious, you'll be rewarded with a
Tonberry Card. If, however, you are
defeated, your character will limp
away with 1 HP.

If you retum to Treno later, you'll
find other monsters in the cellar
Battle against the latest occupants to
garner other handsome rewards.

boing, going, gone!

The four different items put up for auction at the Auction Site may include
useful pieces of equipment such as a Reflect Ring. Walk up to the dais to

place a bid (screen 12). It is best to
wait until the auctioneer asks “Any
more?” before bidding, since you'll
force prices up unnecessarily if you
enter the bidding too early. In fact,
considering the wealth of the local
population, perhaps you should think
twice before bidding at all.

Four aces up your sleeve

The Card Game Usher outside the Card Stadium (screen 13) is happy to
explain Tetra Master in detail. His colleague at the ticket counter sells

Goblin, Flan, Skeleton and Forest
Fang cards at 100 Gil apiece. If
you want to win a few cards,
enter the building and take part

in a match.

coins by now (screen 14). Even
after you have gathered and
delivered all twelve coins, howe-
ver, your quest will continue ...
but that's still some time away.
Outside the mansion, you'll find a
dose of Ether on the lakeshore to
the left.

The potion for Blank

After addressing Marcus at the Pub, approach
Baku at the Dock. Talk to him, enjoy the boat
ride (screen 15) and explore the Synthesis
Shop, where your party comes across Doctor
Tot, Princess Garnet’s old tutor. He is happy to
help and invites the three would-be pick-
pockets into his tower, located to the left of
the Gate. Follow him inside after ransacking
the treasure chest in front of the entrance to
receive a Mythril Dagger. Marcus deftly picks
up the dose of Supersoft inside the Tot
Residence (screen 16).

Now it's time to depart for Alexandria. After a
further chat, Doctor Tot opens a hatch. Climb
up the ladder and jump into the shaft that
leads down into the bowels of the city, Gargan
Roo.

WRLEKTHROUGH CDe
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Public txansport of a different kind

Feeling battle-weary? You can climb the ladder, next to which there is a
moogle, at any time to return to Treno for a good night’s rest or new equip-
ment. An ATE called Crime And Punishment shows that Cinna pays the price
for ignoring Baku's orders.
Meanwhile, Doctor Tot asks you to find the Sequence Trigger. No problem: it
is located down the left passage, where you'll also find a pair of chests
yielding a Chain Plate and a Phoenix Down. Pull the lever (screen 17) and
return to the Entrance.
Now walk to the right towards the Boarding Area. Two gates which previous-
ly blocked your path have now been opened, but the lever is still of no use.
Walk to the back of the area and pull the chain at the Switch Point to
summon a Gargant. This is an entirely
new kind of public transport - ecologi-
cally sound if a little bizarre! Pull the
Boarding Area lever to stop the | Unless you need her healing powers, you can
Gargant, and make sure your party is | keep Dagger on standby by using the
rested and well equipped before | @ button to switch to another character. This
pulling the lever again to set out. ensures that Dagger is ready to act when one
of her companions is injured. You'll find this
strategy useful in most (boss) encounters,
since Dagger is unable to inflict much damage
with her physical attacks.
Unfortunately, Ralvurahva retreats before you

Rﬂl““rah“a can defeat it - so chances are he'll try to

ambush you again later on.

You didn't really think your ride to Alexandria would be uneventful - did you? e e e
Just as you settle down to enjoy the trip, Ralvurahva attacks. As this creature m Hﬂ]lllll‘ilhllﬂ
concentrates on one opponent during each turn (screen 18), you should be ;w_‘ S S et

able to defeat it without too much | W'Ic'e ==
trouble. Dagger can use Cure to heal |
ITEMS OBTAINED USING STEAL COMMAND:

injuries in time while Steiner attacks
{ Bone Wrist, Mythril Fork

{_Hp: | mp: | Lv: |
| 2,296 | 3,649 | 13 |

the monster. To start off with, Marcus
should concentrate on stealing items | i
from Ralvurahva. Have Dagger cast | . B
Panacea or use the Antidote or Remedy | ; 0 | J 0
items if the monster poisons party S DROPPED AFTER BATTLE:
members. :

ISt Concinent - Duines-Nokse Gusin

llext stop: [leyra

The princess and her two companions have walked straight into the trap
set by the scheming court jesters, Zorn and Thorn. Even Steiner is slowly
starting to realise that Queen Brahne is not overly concerned with her
daughter’s welfare. Before you discover what happens next, the scene
switches back to Zidane and his friends.

If you have a Kupo Nut, you can hand it to the moogle husband in
Gizamaluke’s Grotto. You receive a reward. Have your characters equip the
new items acquired in and around Treno, and set off on your journey to
Cleyra, The city lies concealed within the tornado to the southwest of
Burmecia (screen 19), and you'll now find it marked on your map. Save
your game while you are still on the Mist Continent.

WALKTHROUGH D2
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* Cleygars Trunk

Htrmz mnrth hllljljllll]

The path up to Cleyra, the fabled treetop settlement is long and arduuus
Look for item locations on the map on page 64, and continue up the inhos-
pitable giant tree-trunk until you reach a locked door, which is opened using
the lever above the stairs.

Progressing through the cavernous tree, you will sooner or later be assaulted
by a Sand Golem. This monster comes in two parts, and you'll find that
attacking its body will only disable the Sand Golem for a short while.
Concentrate your attacks on the minuscule Core instead (screen 20) to defeat
the monster for good. Since the Core is particularly vulnerable to Ice damage,
have Vivi equip the Ice Staff to learn Blizzara, the most useful spell here.

If you forgot to buy this weapon in Treno you'll find it in the Tree-Trunk
(screen 21).

You'll find another kind of monster, the Zuu bird, lurking around outside the
giant tree. It has the unhealthy habit of devouring opponents for starters
(screen 22). Although the consumed party member rejoins you after battle,
s/he does not gain any EXP or AP. If possible, equip the Bird Killer ability to
end battle faster.

After leaving the first cave, you can scramble up a tree root on the outside
(screen 23). However, this does not get you very far for now, so follow the
path to its end, where a hole in the ground will draw your attention. Have
Zidane stick his hand in to activate a switch and re-route the sand flow
within the tree. You can now climb up the outside root to reach a new cave.
The two treasure chests look intriguing, but they remain inaccessible for now
(screen 24). After crossing the suspended bridge, you'll find yourself at the
entrance to a vast cavern with three treasure chests. The chest inside the tree
stump is easy to miss (screen 25). You can now either continue left, or stop
to gather up a few more items.

The sands of time

: If you want to ransack the whole Tree Trunk,
| walk straight ahead through the cavern con-
| taining three chests. You'll reach a winch
| enabling you to divert the sand flow again.
i Return to the cavern, take the left exit and
: walk to the right in the adjoining cave to
i open the next treasure chest.

Look out! Quicksand

¢ There are three quicksand eddies in the next
| cave. As you approach the first chest, use the
\ directional
| cautiously navigate around these treacherous
| spots. There's no way around the third quick-
! sand eddy. Keep pressing the
' quickly as possible to escape the trap and jump
\ left {using the directional button) to reach the

buttons on your controller to
' button as

exit. If you fail, you'll have to do battle against

' one or two Sand Scorpions (screen 26), after
. which you can leave the cave. You have nearly
i reached your destination.
¢ chest behind the ladder, if you like, then climb
¢ up to Cleyra. Ensure that Vivi has equipped the
i Ice Staff if he has not yet learned Blizzara,
| since this will be your last chance to alter his
¢ equipment before the next boss encounter.

Raid the treasure

WALKTHROUGH CD2
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Phoenix Down
Magician Shoes
Ice Staff

Ether

Needle Fork
Tent

Flame Staff
Remedy

Desert Boots
Mythril Vest
Mythril Gloves
Potion

Elixir

Hi-Potion

900 Gil

Gysahl Greens
Silk Robe*
Lever, Switch
and Winch

“ T| Magician Shoes *

SRR RN AN AR

w||=) o)l o[z x| <l x| e | =] m| o]~ lwl>

* = You cannot yet reach
these two items. They
only become accessible
later (see the section
"Better safe than sorry”
below).
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| everybody's HP quickly after enduring the
devastating Sandstorm attack. You'll find
| Quina’s Blue Magic White Wind especially use-
Your party is wetcomed by two 1nhab1tantf, nf Cleyra a! The Entrdnre One ! ful here, while Freya's Reis's Wind helps the
escorts Freya to the king of Burmecia, while the other offers you a guided tour | characters recover a number of HP during each
of the town. Although the tour is not mandatory, you will find it informative. | turn.
Zidane is now free to explore Cleyra. Use this opportunity to gather up a few | Vivi should cast Blizzara once he has finished
items and watch ATEs. Burmecian Soldier Dan outside the Inn moonlights as | his preparations, since Ice is the Antlion’s |
an itinerant Weapon Store trader (screen 27), so address him to discover what | great weakness. Note that the effects of Focus
he has for sale. Star Maiden Nina in the Windmill Area sells medicine { persist even if Vivi has been KO'd and revived
(screen 28). After exploring to your | in the meantime.
heart's content, visit Tree Oracle Wylan |
at the Cathedral. He sends you back to |
the Inn, where Dan comes rushing up |
in panic: an Antlion has taken a child |
captive. Before following the soldier |
down to the Sandpit, be sure to save |
your game at the Inn. ]

mﬂmlum

3 WERKNESSES

ITEMS OBTAINED USING STEAL COMMAND:

| Annoyntment, Mythril Vest, Gold
; 1 Helm

Bemzr saie_ th_an snm;

If you m:ted Qu's Marsh before and recruited {luma to your party you’ll
come across two ATEs called No Yummy-Yummies! and There’s A mushroom! |
among others. Watch them both to trigger a little sub-quest. Save your game |
at the Inn before having Zidane rush down to the Sandpit near the Entrance
(screen 29), where you'll find Quina. Always on the lookout for new
- : ; delicacies, Quina jumps into the shifting sands
when you address it. Zidane has little choice but
to follow. R
What a stroke of luck! You land right next to the =
pair of hitherto inaccessible treasure chests in
the Tree Trunk, and find they contain Magician .}
Shoes and a Silk Robe. There's just one-pro< |
blem: Zidane and Quina must make their way
through the Trunk again if they want to get back to Cleyra! Jump down "
near the vines and begin your return journey. :

llntlinn i

The child captured by the Antlion looks familiar (screen 30), Who would have |
thought that Puck, from Alexandria, would turn out to be a child of noble |
lineage? g
When attacked physically, the Antlion uses Counter Horn (screen 31), so keep -
your weapons sheathed. If possible, have your warriors equip the Bug Killer §
ability, which helps if you are forced to attack physically. Have Vivi use Focus |
four or five times to enhance the power of his spells, and select Zidane's Steal *
command. The remaining characters should heal the injured. Restore !
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Echo Screen

L | Yellow Scarf
Burmecian Soldier Dan
Star Maiden Nina

Thunder Gloves
Gysahl Greens

1,250 Gil
Ether

P | Phoenix Pinion

A | Phoenix Pinion
Q| Ether

B| 970 Gil

[
F | Echo Screen

DiOre
E | Remedy

M
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Dnce Puck has been taken to safety it'is time to perform the tradltmnal danre - characters after battles, and restore Vivi's MP
to strengthen the protective tornado around Cleyra’s tree (screen 32). | from time to time. Next, suggest to the woman
Unfortunately, the ceremony isn't quite as successful as hoped... 1 with the children (screen 36) that she head to
Following this scene, you pay a short visit to the other characters back in | the right and. cross the bridge, The choice you
Alexandria. Yourselection during the conversation between Dagger and Queen | make at Observation Point is not relevant,
Brahne does not affect the outcome, only changing the contents of a moogle | however. .
letter in the Mognet chain slightly. | It appears that you must make your last stand |
Back in Cleyra, Zidane and Freya discuss events. Queen Brahne's machinations | outside the Cathedral. Just as all seems lost, a
were clearly behind the disappearance of the tornado. You now slip into the | Dragon Knight appears out of nowhere and
role of the Burmecian dragon fighter (Freya). Before heading for the Entrance, | wins the day for you. However, Beatrix also |
you can collect a few items which eluded Zidane earlier. You'll find a Phoenix | arrives, hoping to make off with the Magic
Pinion, a dose of Ether and a portion of Ore hidden in the Cathedral. Address | Stone of Cleyra.

the Cleyran High Priest to receive an Emerald, which allows its bearer to learn | The survivors of the invasion have assembled
new abilities once it has been equipped. Stiltzkin has set up shop at the Inn. | in the anteroom of the Cathedral (screen 37).
The moogle traveller offers a Hi-Potion, a dose of Ether and a Phoenix | If you have saved all inhabitants, you can now
Pinion for a total of 444 Gil. | address each of them to receive the following
As always when meeting the local moogle, take the opportunity to ask for | items: Remedy, Phoenix Down, Nymph |
Mognet news and perhaps save your game. Once you have taken care of | Card, Zuu Card, Elixir, Phoenix Pinion and
everything, meet the others at the Entrance and check everybody's equipment. | Ether. You might want to rest in a Tent and
Try to have your party members equip the Man Eater ability. ! ask the moogle to help save your game before

' confronting Beatrix,

"

i
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You must now battle your way back down the Tree Trunk as soldiers from |
Alexandria reqularly confront your party. If you did not divert the sand flow |
. earlier, you can walk to the upper right |
at the junction (screen 33) and empty |
the treasure chest. ;
Fight your way through to the |
Suspension Bridge. Regardless of which }
option you select during Zidane's |
discussion with Freya, Puck comes run-
ning along and reports that the town is |
under attack. :

The lmlasmn of the BlﬂC]i Illamzs

The Black Mage invasion is already under way when Z1dane and his companions |
reach the Entrance. After defeating the first Type B, you can visit Stiltzkin and |
another moogle at the Sandpit (screen 34). As you attempt to climb up the |
steps, you'll find your path is first barred by Soldiers and then by another Type |
B. After these encounters, Zidane automatically rushes up the stairs. :
You now run into several inhabitants of Cleyra who are desperate to escape |
and need your directions. Tell the first pair (screen 35) to head right. Follow |
them to the Inn and send the family there to the left. Remember to heal your |
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Beatrix

You still stand no chance of defeating thrs m1ghty warrior: your task is
simply to survive long enough. After a certain period of time has elapsed, or
once you have inflicted 4,700 HP damage on Beatrix, she ends the battle by
using her devastating Stock Break attack (screen 38). As she only assaults one
character at a time, you should have no trouble surviving the encounter - as

characters in time, Thunder-absorbing
items, such as the Coral Ring Freya
gained at the Festival of the Hunt in
Lindblum, are particularly useful. If

Potion ability.

| lzt 5 smmg'

Your next task is to free Steiner and Marcus fmm the1r of-ty prison. Press the ?
left or right directional button to set the cage in motion, and then press the |
opposite directional button as the cage swings back in the other direction. M-}
* castle soldiers (screen 41). Switch the default
' Movement to Run in the Config Menu to get

you perform this correctly, both captives shift their weight in unison
(screen 40). Repeat this a few times (per movement, you can eventually press

up to three times in the direction opposite to the direction of the swing) until |
| an excellent opportunity for Steiner to obtain

the cage swings to its maximum extent and crashes into the gallery railing.

Now check Steiner's equipment and run to the left. Do not bother to equip |
| since it costs valuable time during battle.
! Run into the castle and up the stairs (unless

Marcus with better items - he is about to leave your party!
You can avoid the soldiers storming up the gallery rather than battling them.

If you do take them on, reinforcements will keep coming at you. You can use
i first). Then run to the front and rush up the

these encounters as useful practice for Steiner to gain EXP and AP.

The ladder in the middle of the spacious hall is a red herring. Keep heading left |
| Open the door, cross the hall and exit through |
| the door at the far end (screen 42).
: In the Queen’s Chamber,
' candelabra next to the fireplace. The secret
| passage leads to the Staircase, where you can

and climb up the left-hand ladder to leave the palace Dungeon. Zidane, Vivi
and. Freya appear out of thin air as Marcus takes his leave. There is no time to
explain, however, as a timer now begins to count down. You have just 30
minutes to reach the princess and save her from certain death.

WALKTHROUGH [D2

long as you remember to heal your |
" less rage at the knowledge that you are powerless to
| stop Queen Brahne from using her newly acquired
| power and sealing. Cleyra's fate with the help of the
* FEidolon Odin.

you carry enough Potions, you may |
also find it helpful to equip the Auto- |
i to take the teleport to Alexandria. Climb up the stairs
! and eavesdrop on Beatrix and her queen. Dagger is
' in mortal danger! You glimpse a moogle as you head
| back down (screen 39). You may want to turn and
| follow him to save your game. Address Vivi on the

ﬂrmaljell[lnn

Zidane and his friends have barely come to terms
- with their defeat before they devise a new plan.
. Everybody follows the Black Mages through the
* teleport pods - with the exception of Quina, who
+ claims to be scared of heights and scampers off on

foot to an uncertain future. You are filled with help-

Zidane, Vivi and Freya materialise aboard the queen’s
airship and observe three Black Mages being ordered

lower deck to trigger your departure for Alexandria.

[ un‘nﬁm Castle

Heumtml

30 minutes are arnplt, to reach Dagger. Have
Steiner equip the Man Eater ability, although
you can avoid most of the battles against

around faster. However, these encounters are

EXP and AP. Unequip the Auto-Potion ability,

you wish to peek inside the Library to the left

next flight of stairs in the adjoining room.
examine the

retrieve a Tent and an Ice
Brand from treasure chests.
Walk down the stairs to the
platform and prepare for battle
before opening the door.




_
| Reading broadens the mind

well as information on the Jewel coveted by Queen Brahne, the library
contains an wunusual monster spoiling for a fight. Walk up to the |
bookshelf with the single book lying across the top and press the
® button (screen 43). Next, select the upper choice twice to initiate |
battle against Tantarion.
If you defeat this opponent you'll be rewarded with over 12,000 EXP and *
a pair of valuable Running Shoes. You'll richly deserve your reward: the *
odds are stacked against you during this battle, and there is no moogle
nearby to save your game. If you decide to leave Tantarion to its own |
devices this time, you can still challenge the monster on Disc 3. If you ©
inflict damage on Tantarion, it opens the page number corresponding to
the number of HP it has lost. Using Steiner’s Minus Strike Sword Art |
allows you to gauge the damage figure beforehand. Select Vivi's Focus ©
command while Tantarion’s pages remain closed. If the monster receives
between 150 and 200 HP damage, its main body appears from among the *
pages (screen 44). This is the body you must defeat to win the battle. Do
not use physical attacks once the book is open, or Tantarion will close its
pages and you will have to inflict the correct damage to open it again.
Tantarion only uses Poison attacks when its main body is visible. Protect
your characters by equipping their Antibody ability before battle. Have
Vivi cast his strongest spells and use Zidane’s Steal command to obtain °
items.

an_ and Thurn

You can finally teach the mischievous jester duo a lesson. Since Zorn and
Thorn reinforce one another's spell-casting powers, you can thwart their
efforts to use magic by always attacking the jester who is currently con-
centrating and surrounded by a glow (screen 45). If you time your actions
correctly, Zorn and Thorn will be unable to attack even once!

You should also have na trouble stealing every single item the two jesters
carry. However, remember that the battle must end before the countdown
expires. Once you have inflicted sufficient damage on either jester, both
make their escape. Mere seconds now separate you from Dagger, who is
lyingat ,Etl\Far end of the room.

Armlet

From the Hallway, you can make a cletour to the lerary on the left. As ,5;:*

My;h';rg;m;;;m;{h;r —
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If you manage to reach Dagger in time, an ATE shows Marcus curing his §

comrade Blank. Now leave this inhospitable place and save your game before
climbing back up the spiral staircase. Use a Tent to restore your characters’ HP
and MP while you are here, since you will soon be confronted by Beatrix for
the third time.

This encounter takes place in the Queen’s Chamber (screen 46). Your strategy
should remain the same as during the first two battles against this
formidable warrior, but she now takes 5,700 HP damage before the battle is
decided.

After the battle Zidane convinces Beatrix to mend her ways. To the dismay of |

Zorn and Thorn, the warrior resuscitates the princess. Now that she possesses
all the Eidolons, Queen Brahne shows
little interest in her daughter
(screen 47). She even unleashes her
monsters...

Beatrix and Freya make a stand,
while the others usher the princess
down the secret passage to safety.
Do not let the three Type Cs deter
you as you go down the spiral
staircase.

The scene switches to the pair of
female warriors for a short time.
Due to Beatrix's Seiken attacks,
these battles should not pose any
problems (screen 48). Steiner
nevertheless rushes to the
damsels’ aid, leaving Vivi and
Zidane in charge of the princess.
Enter the Chapel to save your game,
then continue down the staircase. On
your way to Gargan Roo, you spring
yet another trap set by Zorn and
Thorn. Fortunately, Marcus and Blank
come to the rescue.

!

—

| _MP:

Man Eater
ITEMS DBTAINED USING STEAL COMMAND:

i

i _|_\||'

Ralvuimago

Ice is this monster's single weakness. When

attacked physically, Ralvuimago curls up into a

ball, increasing its defence power (screen 49).

If this happens, wait for the monster to unroll

before using further physical attacks.

A possible strategy would be to have Vivi cast

Blizzara while Dagger attacks, then wait.
¢ Select Vivi's Focus command and have Dagger
attack, then wait again. Now have Vivi cast
Blizzara. With luck, Ralvuimago will not attack
- once, Use the pauses between attacks to let
. Zidane steal items.

Ralyuimago

e e e

L_HP:
| 3,352 | 584 B |
mlce

ITEMS OBTAINED USING STEAL COMMAND:

| Oak Staff, Adaman Vest, Phoenix |

S45444400800010800 008,




The might of magic
The queen now strikes back with scant regard for her daugh-
ter's well being. She commissions two bounty hunters to
retrieve the princess’s Pendant and eliminate the little Black
Mage. One of the mercenaries seems to have a personal grud-
ge against Zidane.

Of course, your three heroes have no idea of this development
as they rush past Treno and make an unscheduled landing at
Pinnacle Rocks near Lindblum. A mysterious old man called
Ramuh hails them and asks Dagger for help. The princess must
pass a test to convince the Thunder God to become her
Eidolon. Dagger needs to find five manifestations of Ramuh
containing segments of a story which she must later piece
together. Solving this
task is not mandatory,
but being able to sum-
mon Ramuh will help
Dagger and her friends
in coming battles.
First return to the
spot the characters
left automatically, and
address the spectre
(screen 50) to receive
part 1 of the story. Part 2 can be found near the moogle
(screen 51). You'll find a Mythril Vest in a chest down by the
water, while part 3 of the story can be retrieved at the rear
(screen 52). You'll find part 4 a little further on, directly in
front of a chest containing The Ogre (screen 53). Now climb
the tree-trunk until you reach the spot above the other

“Hero”
“Beginning”
Mythril Vest
"Human”

The Ogre
"Cooperation”
Mythril Armlet
“Silence”

T olmmon o>

chest. You can jump down to
retrieve a Mythril Armlet
once a "?" appears above
Daggers’s head, while Part 5 of
the story can be found next to
the chest (screen 54). Now
walk back up.

Ramuh now makes his appea-
rance near the point from
where you jumped down ear-
lier. He asks you to piece four
parts of the Story into a cohe-
rent narrative. There are two
possible solutions: 1) Beginn-
ing, Cooperation, Silence,
Hero or 2) Beginning, Cooper-
ation, Silence, Human. Reg-
ardless of the solution she
offers, Dagger receives a
Peridot which she should
equip to learn the spell to
summon Ramuh. It's now time
to set off for Lindblum.

WALKTHROUGH CD2
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| As Dagger, Vivi and Zidane approach Lindblum, they find that Queen Brahne
| beat them to it. A host of Black Mages, aided by the powerful Eidolon Atmos,
| are laying waste to the city. As Vivi might be mistaken for one of the
| attackers, he stays behind at the city gates.
| You can save your game at the Inn before scouring the rubble for |tems You'll
! find a Lindblum Card lying in the Shopping Area (screen 55), and the pair
| of chests in the house next door has been re-stocked, yielding a Phoenix
| Pinion and a dose of Ether. Walk to the right to reach the Square, where
: you'll meet Minister Artania. He escorts you to Regent Cid, who has news of :
! Queen Brahne and the ominous Kuja. Vivi joins you during the conversation.
The friends then decide to head for the Outer Continent to root out all evil by
confronting Kuja.
As you have no means of aerial transport there's only one way to reach the
Outer Continent: you'll have to make your way through a tunnel system star-
ting in a cave under a
swamp to the northwest of
Lindblum. Before you leave,
Cid hands you 3,000 Gil
for your travels.

l_ast mmute preparatmns

! You can now prepare for your journey. Althaugh the Weapon Shop has nothing
| new, you'll find that the Synthesis Shop has updated its stock. Alice is still
! selling medicine outside the ruins of her Tool Shop.

| If you're running low on funds, take an Air Cab to the Theatre District and
' ransack the three chests stashed in the Hideout, which yield 340, 993 and
! 262 Gil. The treasure chest in the Studio contains a portion of Ore.

Once you have gathered up ever-
ything you need, have a word with
the Man in the Square (screen 56).
Dagger and Zidane then meet up with
Regent Cid on the Base Level of
Lindblum Castle. The Regent gives
you a World Map to help you navi-
gate beyond the Mist Continent. The
Merchant at Dragon’s Gate sells a few
items not available in the city, and
the hidden treasure chest (screen 57)
has been refilled. It now yields a
Bandana. Make your usual moogle | :
stop before setting out for Qu's iy G
Marsh, The connecting tunnel to the
Outer Continent must be somewhere

in the swamp.
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Thank goodness for Quina

You can make a detour to Chocobo's Forest or visit the moogle couple in
Gizamaluke's Grotto to deliver a Kupo Nut, although this will only earn
you a dose of Elixir.

If you recruited Quina into your party earlier, you can head straight up to
the Pond (screen 58) and address it. Zidane automatically asks Quina
about the subterranean path to the Outer Continent, rumoured to be
somewhere in the vicinity. The prospect of catching more delicious frogs
immediately entices Quina to join you. If you leave the Pond and return,
you get another chance to catch Quina's favourite meal. But your last
frog-catching expedition, on Disk 1, may not have left enough for a satis-
fying meal this time around.

If you did not enter Qu’s Marsh on Disc 1, and have survived the cata-
strophes in Burmecia and Cleyra without Quina's help, you must ask the
rotund gourmet to accompany you this time. The moogles point you
towards Qu, so pass the Pond and enter the Master's House. After talking
to Qu, you will meet Quina at its favourite spot. Catch a frog and address
(Quina again, when it offers to join you. You can consent immediately, or
leave Quina to catch a few frogs (while you control it) and take it up on
its offer later.

Return to the moogles with your hungry companion and walk to the right,
from where you can head straight up into the reeds (screen 59). Quina’s
insatiable appetite proves invaluable here, as it detects the entrance to
what might well be the subterranean passage leading to the Outer
Continent.

Lussil

Look who's coming

Check the condition of your party members before entering the structure,
and try to have them equip the Man Eater and MP Attack abilities. After
you've taken a few steps into the subterranean Passage, a bizarre monster
latches on to you and doggedly pursues you through a series of tunnels.
Run down the first Passage and watch out for the movement of the
pendulums. Although they cannot KO you, they do waste valuable time,
allowing the freak at your heels to catch up. Stop briefly before running
past the first pendulum. This should enable you to run straight past the
next two blades (screen 60). If Armodullahan manages to touch you,
battle begins and the monster attacks with LV. 5 Death (screen 61). If any
of your party members currently has a level that is a multiple of 5, s/he
will be KO'd instantly.

Armodullahan does not carry any valuable items, and victory is not
rewarded with either EXP or AP. You can only interrupt the monster's pro-
gress for a short time before it continues its pursuit. You can finally shake
off this troublesome creature after passing the eighth pendulum.

FINEL- EANTAS Vo |
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The bounty huntress

After the daring leap across the chasm and a short chat, you are attacked by
the bounty huntress Lani, whose attacks are primarily directed at Dagger
(screen 62). There is no ideal strategy for this encounter, other than ensuring
that Dagger heals herself (and her companions) in time, while the other party
members take on Lani.

The Man Eater and MP Attack abilities
come in handy here, and Zidane can
attempt to steal the Gladius sword.
However, you'll also have a chance to
buy it very soon. Since Lani eventually
flees the battle you are not awarded
any AP, so it is sufficient for one party
member to survive the encounter.

m}l;n .E;ter :

ITEMS OBTAINED USING STEAL COMMAND: [ESSS

Flower power

If you do feel like a detour after chasing off Lani, you can return to the
Entrance of Fossil Roo and retrieve a dose of Elixir in the chamber from which
Armodullahan emerged earlier (screen 63). After this, your path leads back
deeper into the tunnel system, where a Gargant scrambles past. It seems your
transport problem has been solved! But how to make the insect mount stop?
Take the time to pick a flower (screen 64) and walk two steps to the right.

"y

Hold up the flower by pressing the < button when the symbol appears,
enticing a Gargant to draw closer. After munching the delicacy, it lets you hop
“aboard” and carries you to another part of the tunnel system.

First walk up the stairs to the right and pay a social visit to the resident
moogle and Stiltzkin. The tireless traveller will offer you a Phoenix Pinion,
a Remedy and a dose of Ether for a total of 555 Gil if you address him twice.

From the moogles, take the time for a short but worthwhile detour. Walk to
the right (screen 65) until you reach the next Gargant stop and use a
flower to entice one of
the willing creatures to
you. It takes you to an-
other Nest, where you'll
find a treasure chest
with a pair of Fairy
Earrings in the adjoi-
ning cave. Retrieve them
and return to the moo-
gles.

WALKTHROUGK CD2

To and fro

The Treasure Hunter in the moogle Cavern
explains a little about the underground trans-
port.system. Walk past him to the upper right
and ride a Gargant to the next Cavern. Operate
Switch No. 1 (screen 66) to re-route the
Gargants and have one take you to a new area.
Climb up the stairs and follow the path to a
treasure chest containing a dose of Ether.
Then follow the lower path to the very end and
operate Switch No. 2. Return to Switch No.1
and operate it to shift it to its original positi-
on. The Gargant next door then takes you back
to the vicinity.of the moogles. You might want
to rest and save your game before walking to
the right and calling the next Gargant. This
ride ends near a second Treasure Hunter selling
pieces of equipment (screen 67). Be sure to
stock up on Potions - you will soon need at
least one. Now walk up the stairs to reach
Switch No. 4.

Treasure trove

The following interlude, although not manda-
tory, is well worth the effort. Operate Switch
No. 4, walk to the right and call a Gargant.
Walk to the right after dismounting and
retrieve Lamia’s Tiara from the treasure
chest (screen 68). Ride back and operate
Switch No. 4 again to return it to its original
position.




Down the finishing straight

Leave Switch No. 4 in its extended position and call a Gargant to the right. Tt
leaves you at a Nest from where you can climb up
the vines (screen.69). You eventually need to
operate Switch No. 3 to progress through Fossil
Roo, but how about a treasure hunt first?

In a cavern, in @ canyon ...

Leave Switch No. 3 be for now and walk to the bottom right to reach the
next Nest. Let flowers speak their accustomed language, and dismount at
another Nest. A Survival Vest waits for its new owner to the far left
(screen 70), while the exit in the back leads to
an Excavation Site, occupied by a third
Treasure Hunter. Talk to him and rent a Pick
for the modest fee of one Potion. Try your

in the rocks!

face while you are at it. With luck, you might |
find a portion of Ore, a Hi-Potion or even a §
Madain's Ring. Once you are tired of hacking

away, leave the site and return to the:
vine-decked wall in the adjoining cave. It's

tool out on the rock face to the right ==
(screen 71). If you repeat this action often =
enough, you'll free a moogle who was trapped &

You can also hammer away at the left rock .::- N

about time to leave the subterranean maze ... =

FINEL-EANTASTo |

Let's get out of here!

Scramble along the vines to reach Switch No.
3, but watch out for the gargoyles. Pass
directly underneath their mouths to avoid
being washed into the pool by the water they
spew (screen 72). Operate the switch and head
for the Nest at the bottom right. The Gargant
finally sets you down safely at a cave near the
exit of Fossil Roo. Just a few more steps bring
you to the Outer Continent.

Dutes Concinent- Donn Hlmng

Conquest of the new world

You glimpse a strange structure built across a bridge to the north (screen 73).
This is your next destination. You may encounter Cactuars in the barren land.
Have Quina Eat one of the deceptively tiny creatures to learn some valuable
Blue Magic: 1,000 Needles inflicts 1,000 HP damages. But be careful: only
attack a Cactuar once it has resumed its original size (screen 74), or your
characters will be the ones to suffer 1,000 HP damage!

Follow the rock face on the right to access the plateau. The bridge now lies
to the west (screen 75).

Alternatively, you can travel a little further east to find another Qu’s Marsh
and catch a few frogs. Make sure to leave one female and one male frog in the
Pond, so their population can recover faster.

There are Chocobo tracks to the northeast of Qu's Marsh. If you would like to
explore the lie of the land without being held up by chance encounters, use
Gysahl Greens here to call your yellow riding bird (screen 76).

When you are done, make your way to the prominent structure on the bridge.




Lonie Prne

Al 2,700 Gil
B| 1,800 Gil
C| Diamond
D| Phoenix Pinion
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fllone among strangers

It turns out that the strange building on the bridge is home
to a race of Dwarfs whose village is called Conde Petie. You
have barely arrived when your companions rush off in all
directions, leaving Zidane to explore alone. You can view
several ATEs to see how your friends are faring.

Although you are far from the Mist Continent, the locals here
are equally careless with their belongings. Do not hesitate to
pick up anything you find lying around. The exact locations of
these items are marked on the map screenshots.

A Black Mage at the Tool Shop takes his leave as soon as you
enter (screen 77). Strange ... the Black Mage was only going

Duces Concinent - Donna Plamns

A walk in the woods

about his shopping. The Dwarf near the village entrance tells
you that the creatures with the Pointy Hats live deep inside
the Southeast Forest, so your next destination is clear. Visit
the Weapon Shop at the Street Stall and say hello to the moo-
gle at the Tool Shop before leaving. You can collect a Phoenix
Pinion from the landing near the moogle.

Where there are no owls...

Even from Conde Petie, you can see the village in the
forest (screen 78). It is located to the southeast, but
to reach the secluded spot you first need to travel all
the way around to Gegalrich Shores, and then return

Remembering the clue to the location of the
Black Mage Village, Zidane examines the sign
at the fork in the path (screen 79). This sign
shows you which of the two available paths

to the northwest in a broad arc.

KEYwanp:™
E-CHOCHES

PlayOnline

Feeling too lazy to dig? Let PlayOnline motivate
you a little ...

SPECIAL ITE

Black Muoce Villnge

Homesick

The Black Mages lead a totally secluded life in their village.
Their reaction to Zidane and his companions is rather unex-
pected: the dreaded mages flee! When you enter new sections
of the village, you are generally greeted with an ATE.

. Although not mandatory, take a
look at them to learn more about
the Black Mages.

You'll come across Dagger at the
Synthesis Shop, but she leaves
after a brief chat. Pick up the
money lying around in the corner
(screen 80).

If you're feeling a little lonely,
take a stroll to the Inn to find
Vivi. During your chat you can
choose to rest. Zidane then reve-
als some astonishing information
about his life. You learn that he

lead to a place where there are owls, and which
leads you to a place where there are none. Go
in the direction of the place that has no owls.
Zidane enters what seems to be the same Grove
again. This time however, one of the owls per-
ched in the trees has taken flight. Repeat the
process several times, reading the sign (it
changes as to which direction leads to the
: ; place without
owls) and so on,
until a Black Mage
# appears. Follow
¢ him, and he will
lead you to the
hidden village.

was brought up by a foster father, and has been trying in vain
to find his place of birth ever since. All he remembers is a bril-
liant blue light ... Vivi is also driven by some inner turmoil
(screen 81). Why do so many Black Mages suddenly die? Could
he make a new home in this village? Haunted by many questi-
ons, the answers still elude the little mage.

Next morning, the party decides to head for the Sanctuary at
Conde Petie. Before leaving the village for Conde Petie though,
if you climb up the ladder located in the Synthesis Shop and
walk to the near edge of the rooftop planking, you can overhe-
ar a conversation being held at the Tool Shop. If you then go
into the Tool Shop and ask for the usual, the shopkeeper goes
to search for it, allowing you to climb the ladder behind the
counter. Once upstairs, search by the bed, and you will find a
Black Belt.

WALKTHROUGK CD2
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fin odd couple...

At the Entrance of Conde Petie, your characters discuss how to

reach the Sanctuary. Two possible star

WALKTHROUGH LB

ting points are mentio-
ned: one can either
address the guard in
the Shrine, or talk to
the pair of guards at
the Street  Stall.
Apparently, only those
who have just partici-
pated in the Ceremony

Elixir

| Gysahl Greens

| 2,000 Gil
843 Gil

| Ether

Virgo

Black Belt

are permitted to pass. His Holiness, whom you find on the
Pathway, explains more about this Ceremony (screen 82) ...
After the formalities have been dealt with, you can select one
of two options during Zidane’s conversation with Vivi. Choose
the second option to watch an amusing ATE. Regardless of
your selection, the two guards now let you pass to the Exit.
You might want to unequip any valuable items Quina is
wearing, since it is about to leave your little band.
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i capricious kid

Quma s departure is well timed, as it allows you to accept buoyant little Eiko
into your party. Have Eiko equip her abilities and adjust her equipment if
necessary. She is already learning a first summoning spell with Fenrir. Have
her equip a Phoenix Pinion for an additional summoning spell. Scramble up
the roots in the rear to reach a chest
containing a Remedy (screen 83);
you'll also find a Blue Stone to the
right. Climb back down and walk to
the right, where there's another root }
to be climbed. Clamber up and retrie-
ve a Red Stone as well as a Tent. ;
Follow the path until it forks. Drop in |
on the resident moogle so she can
save your game, and buy the three

~ items Stiltzkin is offering for 666 Gil:
a Magic Tag, a Tent and a dose of Ether. The right-hand path leads to a sta-
tue, where you can insert the two coloured stones - but you're better off doing |
this later. Note the statue's location, and then take the left-hand path from

the characters gazing at the huge tree on the horizon. Things are about to get |
nasty, so make sure to heal your entire party. :

Iiuml _hu_mmq'

Before departmg, you can return to the Trail from the moogles ancl catch a
I Mountain Oglop (screen 84). If you succeed, |

Brian Rootrunner will reward you with an Oglop |
Card. :

Hlll_jluars

be healed without any problems. To ward off Hilgigars' Earthquake attack

learn Float.

Once Hilgigars has lost most of its HP it casts a
healing spell, but this can be prevented by inflic-
ting Silence on the monster.

Man Eater

{ Phoenix Down, My‘thnl Fork, Fairy Flute

e T e e e i e e e e e e e T e

Four cnlnurml stumzs

the moogles. Climb up the ladder and follow the path. A short cinematic shows |

you can take your catch to Conde Petie, where |

Most of Hilgigars' attacks are directed agdmst a smgte opponent and can thus |
(screen 85), cast Float in time or equip items that

reduce or absorb Earth damage. Lamia’s Tiara is |
one of the items enabling Dagger and Eiko to |

ITEMS OBTAINED USING STEAL COMMAND: —_— ==

FEAAL-FRNTI

! After defeatmr} H1lglqars you stand d1rectly in |
| front of a Yellow Stone. Pick it up and conti- |
' nue along the path. There's no point yet in
! stopping off by the Iifa Tree. Take the right- |
! hand path at the next fork (screen 86) to find |
! a Green Stone and a dose of Ether. You've |
! now completed your collection of four colou- |
i red Stones, so head back to the statue near |
the moogles and insert them to receive a |
' Moonstone. i
i Now return to the previous fork (screen 86). |
Take a left here to reach Lucid Plains. Eiko's |
{ home is situated just a few paces to the nor-
| theast (screen 87). It is advisable to call a |
{ moogle and save your game at this point. |
Other than the culinary frenzy being whipped |
up by Eiko, there is no “danger” in her village. |
{ However, once you leave it'll be quite a while |

before you can save your game again,
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Kirman Coffee
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Home sweet hnme __

. Eiko is quite a hostess. She prepares a sumptuous meal for her guests, but you | . "

| need to take care of a few things with Zidane first. Press the SELECTI button | ]l[l hqhtlnu aﬁer
' to watch the ATE showing Vivi's Feelings, then collect the Libra coin from |

| behind the fountain in the Open Area and retrieve the Tent next to Dagger. | mea s

' You can witness an ATE involving Dagger when you walk to the Path on the |}

right. —_— ]

i After eating your fill, you can collect a por-

. On your return to the Open Area, you can help Eiko cook up a delicious meal } i
{ tion of Ore and a Phoenix Pinion in the |

' in an ATE. Send Chimomo fishing, ask Mocha to dig up potatoes and let

. Momatose help out in the kitchen. In your role of Zidane, go to Eiko’s house
| on the left and talk to Vivi outside the door. Follow Morrison to the Eidolon

Wall and use the next ATE to improve Eiko's cuisine. Choose to prepare a meal |
{ Coffee to the left of the table. When you try |
to leave the house, Momatose offers you a |
i good night's rest free of charge. Although |
i there's no need to accept his offer yet, you'll |
with Zidane and address the moogle. Find Dagger |
at the Entrance and tell her what you have |
! next day. Return to the spot on the Mountain |
! Path where you encountered Hilgigars. The |
Exiting the Eidolon Wall, you have another }
{ (screen 89).

. for 11 or 12 people, leave out the Oglop ingredient, and let Momatose cook
+ and help with the fishing. If you like, load your previously saved game later
' and see what happens when you use different recipes...

: . ' s After this interlude, continue to the Eidolon Wall

learned. Talk to the moogle outside the Eidolon
Wall again to visit this sacred place.

chance to peek at Eiko's preparations in an ATE.
? " . She seems to have reeled in a very sizeable catch
' ... and one that knows all about cooking! Ask Quina for advice. Zidane can
! now finally enter Eikos house (screen 88).

| Resting Room before complying with Eiko's |
| suggestion that you clear the table. Talk to the

cook in the Kitchen and pick up the Kirman |

have to sooner or later. Zidane only decides to |
set out for the Iifa Tree once dawn has broken |

upper path leads you towards the Iifa Tree |

1

'WALKTHRONGH (D2




The source of all M

It appears that the Ancient Tree of Life is the source of the Mist. Eiko is able
to break the seal and receives a Ruby, enabling her to learn the Carbuncle, a
summon ability.

The monsters you might encounter on your way to the Iifa Tree are vulnerable
to Vivi's Fire-related spells. Eventually, you meet a moogle and reach a circu-
lar platform (screen 90). This is, in fact, a lift waiting to take you down.
Any number of undead creatures haunt the inside of the giant tree. The
Undead Killer ability enhances
Zidane’s attack power, while healing
spells such as Cura strike fear into the
monsters.

You can collect a number of items on
your way through the sprawling roots
of the Iifa Tree. Niches beside the
path conceal switches, just waiting to

one spot (screen 91) where pressing

deceptive. Walk back up to find a new
chest that contains a Healing Rod.
A giant leaf serves as a lift taking you

the attack of the Dracozombie.

A dose of Elixir (screen 92) and a
Brigandine are yours for the taking
at the bottom of the tree. You'll find
the Brigandine, a piece of armour,
hidden behind the trunk to the left.
Prepare your characters for mortal
combat, then press the X! button and
run towards Dagger.

down to even greater depths. You are :
attacked by Zombies on your ride §
down. Talk to Vivi, and then fend off |

FLAAL- BT

Soulcage

Although this monster is vulnerable to Fire-
related attacks, don't be tempted to have Vivi
: cast such spells: they turn the Soulcage’s Leaf
¢ Swirl attacks into lethal Fire Blades. When in
need, you can undo -this change by using an
Ice-related attack.
+ Actually, you'll find it very easy to defeat the
' Soulcage (screen 93). Simply cast Life or use
1 an Elixir on the monster to disable it
| instantly.
| After battle, your party is automatically
| returned to the Outer Seal of the Iifa Tree. The
| Mist has dissipated, but just what does that
mean? For now, travel back to Madain Sari.

be pressed. Find them to make treasu- |
re chests drop from above. There is |

the switch does not seem to have any -.
effect, but first appearances can be |

mlage [

i Dak Staff, Magician's Cloak,
|Brigandine

hoenix Pinion, Elixir
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"MabminSuki

The duel

Follow Eiko into her Kitchen and climb down the stairs to the Secret Room
(screen 94). Somebody has used your absence to steal yet arother priceless
jewel! Open the pair of chests to retrieve a Phoenix Down and a Survival
Vest before setting out to investigate the theft. Equip the Auto-Haste abili- |

- ty if Zidane has already learned it. :
Have the moogle outside the Eidolon Wall heal
your party, and then take a look inside to receive
an Exploda and a dose of Elixir. Ask for Mog, so |
that you can rush to Eiko’s rescue. The little girl
has been seized by Lani, but her fellow bounty
hunter draws the line at abducting children. He
intervenes and then challenges Zidane to a duel.

Starlet Hair

Although the mysterious Scarlet Hair is a quick |
and tough opponent, his attacks do not cause
great harm if you heal yourself in time. Whenever
your opponent draws back and moves towards the
walls (screen 95), simply wait until he returns.
You'll find the Counter, Man Eater and Auto-Potion
abilities very useful here.

‘Starlnt Hair L
[encesses: [T

ITEMS OBTAINED USING STEAL COMMAND: Ether. Poison Knuckles

| Zidane defeats Scarlet Hair, but allows the bounty hunter to escape with his
life. Follow Eiko into the Secret Room where she presents you with her
Memory Earring. Now it's time to turn your attentions to the other young |
| lady for a change. A “!" symbol appears outside the house entrance (screen
e : 96), allowing you to listen to Dagger's song when |
you press the & button. The following exchange i
finally unravels the meaning of the game's intro-
ductory cinematic. A new light is also shed on
Queen Brahne's attitude towards her daughter.

It is time to see how things are doing at the Iifa
Tree. The red-headed bounty hunter you defeated
earlier makes his appearance as you cross the

' Entrance of Madain Sari.
| asks him to join your party. For the first time, you must now decide which cha- ¢
| racters to take along. Since Dagger and Eiko have rather similar skills, you may |
| want to leave one of them behind. i
| After picking your team, take the Mountain Path and return to the Iifa Tree.

| choice is not
of vital impor-
here,

| tance
| since you are

| foe just yet.

% to help Queen
i Brahne is doo-

The man introduces himself as Amarant, and Zidane

_.-.__._.__._-.__._..__,_ —_————

Shmmlnmn

You have another opportunity to regroup at
| the Outer Seal of the Iifa Tree. Make use of it

if you wish, then begin your search for Kuja.

The path is easy to find: just follow the roots! |
i Since all five of your characters participate in
i the scenes that now unfold automatically,

the
character you left behind does not miss any-

| thing. As you draw closer to Kuja (screen 97),
| you are given a third chance to regroup. Your |

not about to
take on your

Like any vil-
lain worth his

{ salt, Kuja has anticipated the events due to
! take place. Thus, he is not in the least surpri- |
| sed when Queen Brahne sails in with her enti- |

re fleet, bent on destroying her former ally.
As Kuja has his hands full without attending to
Zidane and his friends,

help her mother. She runs off,

his equipment and abilities. Pay a visit to the
moogle
99) to save your game, and then make haste to
follow the princess. You are
attacked by Mistodons on your way down.
At the foot of :

the tree you'll
find - Dagger,
whose attempt

med. Although
the  princess
finds an Aqua-

marine containing the legendary Eidolon |
Leviathan, she is powerless to prevent what fol- |
lows. Queen Brahne does not stand the slightest |

chance against Kuja's overwhelming power ...
Dagger and her friends then return to
Alexandria, where the princess will soon ascend

{ the throne.

- ‘,_.__h-._._._-._-..-._._.HH-,-.-n-._q_hh_._.._‘:—-_.q__-_q_-n-_-._-.-.-_. -

lll.Hl'llll“ll [lE

he lets a horde of |
Mistodons loose on them (screen 98). Despite |
all that has happened, Dagger still wants to |
enabling |
Amarant to take an active part. If you neglec- }
ted to do so earlier, now is the time to check |

lurking behind the tree-trunk (screen }

repeatedly |
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Alexanogi

The future casts its shadow

Life in Alexandria has returned to normal, and the people look forward to
Princess Garnet’s coronation in three days’ time. However, the princess does
; not seem happy at the prospect of becoming

queen ..
wing in self-pity since he is convinced that a
common thief like him has no chance of winning
the heart of a future monarch. Fortunately, Vivi is
also here. As once before, you control the little
mage as he walks through the streets of
Alexandria. At the Pub you find that Zidane is not
particularly responsive, but the bartender tells
you that his friends can be found at the Mini
Theatre.
Whenever you enter a new quarter of the city, you
can witness several ATEs showing Eiko, Tantalus
members and several moogles. You run into
Marcus and Blank in the Alley (screen 2). Do
: Blank a favour and watch the play. Note that
once you walk down the stairs, you can no longer race against Hippaul back
on Main Street. While Vivi enjoys the spectacle, the scene switches to the
princess.

bo for bold

How about a race? In the role of Vivi, talk to the
Hippolady on Main Street (screen 3). She is loo-
king for volunteers to race her son, Hippaul,
who could do with some exercise,

When you win a race, Hippaul's level rises by
anything between 1 and 5, depending on the
lead you have when you finish (screen 4).
Hippaul tells you his current level when addres-
sed. You have nothing to lose by racing. On the
contrary, you can be certain of winning cards.
And there's no need to worry about jumping the
gun: you don't have to wait for starter's orders
to begin rapidly pressing the button.

Deja Uu

In the Steeple you encounter the travelling moogle, Stiltzkin. He sells you
a Phoenix Pinion, a Hi-Potion and a dose of Elixir for a total of 777 Gil.
You can also save your game here.

As was the case during Vivi's first visit to Alexandria, you can climb the lad-
der in the tower and pull the bell rope (screen 5) to obtain a Shiva Card

and a Ramuh Card. If you did not pull the bell rope on Disc 1, you will also

obtain an Ironite Card, a Goblin Card and a Forest Fang Card.

You should now take the opportunity to check
the Card Menu and see how many cards you
have, Since you can only carry 100 cards at a

cate to ensure that you have as many different

card Rank.
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. (screen 1). Meanwhile, Zidane is wallo- !

* not granted, For

ment, both =
. Steiner and

Beatrix consider

Garnet's ~ wish

| unsuitable.
- Eiko is determi-

 "absence” to

' ble use,
: by Doctor Tot, she writes a love letter to

time, you might want to-discard the odd dupli-

kinds of cards as possible, thus improving your |

Love’s Labour’s Lost

| In the castle, Doctor Tot hands the princess
| precious stones containing three new Eidolons:
| an Opal, a Topaz and an Amethyst (screen 6).

However, the s
princess’s. wish =
to see Zidane is &

once in -agree-

ned to put Gar-
net's enforced

her best possi-
Aided

Zidane, while the scholar reminisces on his
first encounter with young Garnet. It's clear

=+ that the two young ladies share more than a
- certain physical likeness ...
- You now slip into the role of Eiko for a few
- moments. If you like, ask the Guardhouse moo-
- gle to save your game. There is little you can

do now except to walk up into the Hallway. The
short scene with Eiko ends soon after she

. bumps into Baku and finds herself in a rather

awkward situation (screen 7). The Tantalus
chief kindly offers to deliver her letter but
loses it-almost instantly, whereupon it is found
by Beatrix who believes that Steiner penned
the romantic lines. Where will it all end?

PlayOnline

KEYBORD:
| E-HIPRACE
The great prize of Alexandria:

¢ PlayOnline lists the rewards Vivi
recefves when victorious.




Dk portents

As Zidane believes the future queen is unattainable, he reluctantly asks Baku
to take him back into Tantalus. However, the gang leader isn't prepared to

allow his protégé to give up that easily. At this point, Vivi enters the Pub and
convinces his friend to join him on a visit to Dagger. If you like, you can roam
Alexandria or do some shopping before walking to the Dock, where Amarant

before boarding the castle ferry, and don't forget to pick up the 3,927 Gil |

from the stairs on the right.
There is more to be found in the Courtyard on the far bank, where you'll dis-
cover a Phoenix Pinion hidden behind the second pillar near the left front

(screen 8), while there is a dose of Ether behind the pillar to the right and a |
Lapis Lazuli behind the fountain. Interested in more treasure? Explore the }
West Tower to find a Phoenix Pinion to the right in front of the grille. You'll

find Leo, a Stellazzio coin, next door in the Watercraft Room (screen 9).

You are reunited with your friends outside the main entrance to the castle, and
Steiner has another opportunity to rattle his sabre. After a rather cool mee-
ting with Dagger, Zidane, Vivi, Freya, Amarant and Eiko decide to visit Doctor
Tot in Treno and participate in a card game tournament. While the party takes

FHCALL FEETAS Yo

Pllmtlj to.do in
 Alexandria

If you feel like increasing your funds with no |

| risk, visit the Mini Theatre where somebody

i you would like to play a unique game of cups,
| you should head for the Weapon Shop (screen
' 10). The stakes rise each time you win a
| round, and you'll find that both the shopkee-
| per and the Synthesist next door have upda-
| ted their stock. If you want to try out your
new equipment, why not leave the city
| through the gate at the bottom end of Main
i Street (screen 11)?

i In the meantime, Stiltzkin has left
i Alexandria, leaving a letter with the moogle
{ in the Steeple.

the Gargan Roo to Treno, an ATE shows two sinister figures, Zorn and Thorn, |
slinking into Alexandria ...

| ATEs and ﬂlBlI cunsequem:es

| Once again, the companions disperse in various directions, leaving behmd
Zidane, whom you now control(screen 12). However, you can track the pro-
gress of your comrades by watching the
ATEs.

As soon as you leave Doctor Tot's
study, you should press the
button to view the ATE entitled How He
Ended Up Here. This ATE is something
special.
After Vivi's
acquaintance, you can choose between
Pass By Home and Stay In Treno.

game tournament. If you choose to Pass By Home instead, you will discover
more about Vivi's origins in Quan’s Dwelling.

SELECT) |

conversation with his §

Selecting the latter will affect the card |

[[uan 5 l]mellmq

: To the east of Treno you'll find a cave named
! Quan's Dwelling, concealing two chests con-
{ taining one dose of Ether each. Examine the
{ pond to restore all of Zidane’s HP and MP ...
{and, as a bonus, youll find Scorpio, a
| Stellazzio coin, near the healing waters (scre-
| en 13).

| Enter the rear part of Quan’s Cave and climb
| the ladder to find a third dose of Ether. If
| you chose Pass By Home during Vivi's ATE in
| Treno, you will encounter the little mage on
| the balcony (screen 14). As the conversation
: develops, you'll discover more about Vivi's
| origins and his grandfather.

Another ATE, Memories By The Water, reveals that Amarant has been to Treno |

before, and it turns out that even the infamous Four-armed Man has a healthy |

respect for the mysterious loner. Later on, the ATE City People
(at the Card Stadium), during which Eiko obtains a Chimera
Armlet, will only appear if you have watched this episode.

and Freya rejoin the party. Collect a Phoenix Pinion from the left-hand stairs | has left 2,680 Gil beneath the first table. If |

|




Money makes the world go around

Catoblepas, a new monster, is now kept in the cellar of the Weapon Shop
Equip your Beast Killer ability to increase your chances of winnin

battle and scooping a reward of 15,000 Gil. If you have problems, take on
some monsters outside the city to fill Zidanes |

Trance gauge, after which you can retum and |
deal with Catoblepas (screen 15).

You should also pay Queen Stella a visit (screen
16) and deliver your Stellazzio coins - you may |
have up to four of them by now - in exchange
for some valuable rewards.

You'll need every Gil since there's a vast range of
items on sale in the city shops. You should take
this opportunity to visit the Auction Site, since
one of the items being auctioned is Dark Matter.
If you're feeling flush, you should do your best |
to outbid the competition and acquire this |
item, since Dagger can use it to learn Odin, a |
summon ability. Unfortunately, the auction is |
rather a costly affair ... :

| llaulluht ruh_herlj

Do you remember the windmill in Dah’ Its cogwheels are currently unmobx- ?
le, allowing you to reach the treasure chests on the upper floor (screen 17) |
and retrieve a Cachusha together with a dose of Elixir. Although you can }
return later to pick up these items, you now have the once-off chance to |

—— . e 1ind the key to the rear exit of the |
windmill in Dali, thus revealing |
30,000 Gil. This money is in a chest,
which houses an additional item ... |
Once the tournament in Treno starts,
this chance will be lost forever.

Priciezs.

The [anl Iiame Tnumament

Are you ready to prove your skill as a card player? You wﬂ! be surpnsed huw
easily the first two rounds can be won ... although it might still be wise to
. save your game before entering the tournament. If you are not an experi
ced card player, you should take some time to practise and become famili
with the rules. If you have less than five cards, address Doctor Tot who
be glad to help you out.

y Walk to the Card Stadium with Zidane and regist
for the tournament by addressing the man to th
left of the entrance (screen 18). The Card Usher t
the right of the entrance willingly explains t
rules to you. Enter the building to begin the tou
nament. _
If you chose the upper option during the ATE
He Ended Up Here, and have not been to Qua
Dwelling, the ATE Home Sweet Home will appear after the first round of t
tournament. Regardless of this, you can view a conversation between
and Amarant in the ATE Good Old Days. If you would like to find aut wh
red-headed fighter bears a grudge against Zidane, choose the answer "OFf ct
se I'm interested”. Still controlling Zidane}, you next enter a new city dis
to trigger the ATE Lessons Of Life. :

The second round of the tournament begins as soon as you re-enter the
ding. Afterwards, you will be offered a further selection of ATEs.

WALKTHROUGH CD3}

IL dramatlc finale

|\ The winner of the tournament obtains a
. Rebirth Ring, so if you want to win this valua-
\ ble add-on make sure to save your game befo-
| re triggering the third round. This allows you
- to replay the round as many times as necessary
1 if you lose. In the finale you meet Erin, the
. pilot of the airship Hilda Garde 2, accompanied
. by Regent Cid. Despite your opponent’s card-
* playing skill, this round should not be too
- much of a challenge (screen 19).

| After the tournament ends you hear the ter-
. rible news that Alexandria is under attack!

Kuja is using the Eidolon Bahamut to reduce
the city to rubble.
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[aptain Dagger

In order to save Alexandria and its inhabitants, the princess must now assign
different tasks to the Knights of Pluto (screen 20). There are four teams of

items.

tasks, you

two, each with a different specialisa-
tion. Depending on how many teams
you have assigned to their proper
receive one of several

0 = Potion

1 = Ether

2 = Elixir

4 = Angel Earrings

The information
correctly was revealed at the begin-

needed to choose

ning of the adventure when Steiner talked to Breireicht during his search for

Princess Garnet. These are the correct combinations:

Gather information: Blutzen & Kohel
Protect the townspeople: Weimar & Haagen

Contact Lindblum to request reinforcements: Breireicht & Laudo
Begin preparations to fire the cannons: Dojebon & Melgenheim

The dream team

You now slip into the role of Steiner, who has joined forces with Beatrix in a
desperate effort to defend Alexandria. First, check Steiner's equipment, and

you may want to take this opportunity to take Beatrix's items, such as her
valuable Cross Helm.
Neither the shops nor the Alley - the path to the
moogle - are currently accessible. Thus, your only
option is to lead the pair of knights down Main
Street. As in the Iifa Tree, you are repeatedly
attacked by Mistodons (screen 21). Beatrix's
Seiken attacks help you end these battles quickly
g and efficiently. You can also use Beatrix's White
”L]fe" ta kﬂ.l ‘the Mistodons. Since both characters are about to enter
four consecutive battles, make sure to heal them fully - at the latest, when
are outside the Pub. As you emerge victorious, the scene switches to

castle. Follow the familiar path to the Hallway outside the Queen's
" then go thmugh the left-hand door. Now just keep following the
stairs upwards. If you try to deviate from your
path by entering another room, Dagger will be
repelled by a type of energy barrier (screen 22).
Once you have reached the top, you will be power-
less to control events.
Zidane and his companions are aboard Hilda Garde
2 when Eiko is suddenly gripped by some inexpli-

- S cable power and floats across to Dagger. The girls
( ntl.y summon the rmghty Eidolon Alexander to save the mty from destruc-

The end is nigh

However, Kuja has another ace up his sleeve,
Once again, the huge, menacing eye appears in
the sky. Even Alexander is not mighty enough
to withstand its power. The "eye” belongs to
the appropriately named airship Invincible. On
board the airship is a man called Garland.
Garbed all in black, he holds forth in a strange
monologue (screen 23). It seems he wants to
punish Kuja, since 'this' is not why he was sent
to Gaia. Garland rages that Kuja has betrayed
his mission ... and so has Zidane!?
Meanwhile, Zidane, Vivi, Amarant and Freya
arrive at the castle. You must now guide the
party to Dagger and Eiko, using the path you
took with the Princess earlier. This time, howe-
ver, you find that the other castle rooms are
accessible. Although you can take care of other
matters before hurrying to the girls, you are
powerless to prevent the destruction of
Alexandna.

fl second chance

Before rushing to the Altar with Zidane and
his friends, you can save the palace staff.
Each person you address in the Kitchen and
Library leaves the castle and is spared the
impending havoc. However, do not expect a
reward for your good deeds.

If you neglected to challenge Tantarion in
Disc 2, you will still see a book lying on the
lower shelf in the Library (screen 24). If you
want to take this second and final opportu-
nity of battling a particularly strange mon-
ster, take a look at the book.

Although your chances of success are greater
than before, it
cannot hurt to
save your
game in the
Guardhouse
before battle.
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After the spertacular de!werance of Dagger and Eiko, Z1dane awakes
. the Guest Room of Lindblum Castle. The treasure chests yield an
Armlet and a dose of Elixir. As you reach the exit with Zidane, Blank stor

| through the door and begins a discussion. You may want to ask him
| Dagger before leaving the room. In the Hallway you can view an ATE showing
¢+ Quina’s arrival in Lindblum harbour. =
. Take the lift upstairs. If you asked about Dagger in your previous conver-
| sation, you should now head for Telescope Tower. The princess is here, but she
| is strangely silent (screen 25). Your companions gather in the Conference
: Room and send you to the Royal
Chamber, where you should address
the guard outside the doors to gain
admittance. After a brief chat, a major
meeting begins in the Conference
Room (screen 26). Vivi is distraught ©
at the news that Kuja has been seen
in the company of talking Black |
Mages,- sincé these can-only-be “the - p—————mm——
formerly peaceful inhabitants of the
Black Mage Village! A new airship | It mﬂs “J['Ith a tr“
would be required to solve this ____ 2 BRSNS .
mystery, but Regent Cid is unable to § If you “have dlllgently kept up your Mognet
do anything about this in his current | deliveries, you should now pay a visit to the |
state. : moogle at the Business District Inn. Rummage
Suddenly, Eiko appears bearing more | through the pile of debris to the left of the
bad tidings: Dagger has lost her voice! | Shopping Area to find Sagittarius, a
The destruction of her beloved realm, | Stellazzio coin (screen 28). As usual, it's worth
together with the death of her step- | raiding the pair of chests in the Private
mother, has left Dagger in a state of | Residence, since they contain a Remedy and a
shock. Still in the role of Zidane, | dose of Elixir. But don't forget that your real
return to the Guest Room to see how | purpose here is to find the third ingredient.
the princess is faring. { Enter the Square and address the young woman

¢ in front of the ruins of the former Tool Shop.

i Alice, whose goods are now for sale at the

{ Weapon Shop, hands you her Beautiful

LTI st

"""""""""""" et POtiON. Make sure to view the new items avai-

5 k d ]l ll h ll | lable at the Weapon Shop before returning to

; 22 ﬂn l_.le S ﬂ n ¢ the castle. As before, talk to the guards outsi-
SR —— R — et € the Royal Chamber to gain admittance. The

i Although Dortnr Im states that nothing can be done for Dagqer at present Unusual Potion, the Strange Potion and the
there is a cure for Regent Cid. It can be concocted from three rare ingredients, | Beautiful Potion are now mixed to produce
: one of which might even be in Cinna’s possession. In the role of Zidane, go to | the alleged remedy for Cid’s state. The regent
the Theatre District to find out if the rumour is true. Arriving with the Air Cab, | immediately applies it.
you meet acquaintances from Burmecia outside the station. It's clear that | Unfortunately, the experiment does not go as
they've been putting something away for their old age! (screen 27) ... " planned (screen 29) ...

. After this brief interlude, walk down the stairs to Theatre Avenue and address |
Cmna who is ha|:r|:i\,r to hand you his Unusual Potion. Zidane then automati- |

: y cally heads for the station. Do not let |

\' this deter you. Instead, return to the |
+ Tantalus Hideout where you'll find that ¢
the three chests have been replenished *
with 1,273 Gil, 970 Gil and 4,826 |
Gil respectively. {

= You'll find the second ingredient for |
Cid’s cure tucked away in the Studio. |
| Talk to Michael and search the foot of |

the stairs between the pair of pipes to |
retrieve the Strange Potion. You'll also find a Lapis Lazuli stored in the |
treasure chest. Now take the Air Cab to the Business District.

t—— s I — — -
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Quina’s return

Since there's no_point in dwelling on the airship.business for — Take the lift.down to the Base Level. The car to the left takes
now, the companions decide to pursue Kuja across the seas. -~ you to Dragon’s Gate, where you can retrieve a Remedy from
Although they don't have a specific lead, Vivi suggests that  the hidden chest, but your actual destination is Serpent’s
you start by investigating the mysterious appearance of the  Gate. You'll find a Chimera Armlet (screen 31) hidden in the
talking Black Mages-around Kuja. background. Exit through the gate to reach the harbour, where
After the meeting ends you can view an ATE showing Quina  you can board the Blue Narciss.

sampling specialities in the Shopping Area. If you turn up

there with Zidane, you'll be faced .

with a bill of 100 Gil for the food
Quina has devoured (screen 30),
after which Quina joins your party.
But there's no need to pay the bill,
since the rotund gourmet is bound to
join you when you board the ship.

blur Naxriss

Al aboard!

Once on board, your first task is to form a party of four. Although Zidane
is always part of the group, you can choose three of his companions.
Remember that there's no telling when Dagger will regain her voice, so she
will be unable to use some of her commands in battle if you have her join
the party. At the moment, Eiko may be a more desirable travelling com-
panion since she can wield healing magic. On the other hand, Dagger has
received new Eidolons and will require a large number of AP to learn their
summon abilities.

While steering the ship, you can interrupt your voyage by pressing the
@ button, which will take you on deck (screen 32). Address Cid if you
want to regroup, or talk to Blank if you want to take the helm of the Blue
Narciss again. You can go ashore at any beach by pressing the © button.
Head straight for the Black Mage Village to trigger new events. Land the
ship on Gegalrich Shores (screen 33) and cross the forest. You can walk or
call the Chocobo for this last leg of the journey. Of course, you may first
choose to make some detours and take care of other business.

Hlexandria
You can land at the port to the northeast of Alexandria (screen 34) and take
the boat to the palace. You'll find several items scattered around the |
Courtyard and throughout the town. The items are chsplayed in the map |
screenshots on page 90. Address the — — '
little girl in the Square to receive an
Alexandria Card (screen 35). The
owner of the Weapon Shop now
resides near the Inn entrance, and

you'll find the Synthesist in the
Alley.
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| Sapphire x2
| Ether
Remedy
1 D} Amethyst
1 E| 365 Gil
4,832 Gil
Topaz
fent
Opal
Peridot

%
/
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| 1001 possibilities

You can embark on any number of suh -quests whlle on board the Blue

Narciss. Here are some of the possibilities open to you: i
Deliver a Kupo Nut to the moogle couple in Gizamaluke's Grotto.

Dig for Chocographs in Chocobo’s Forest.

Find hidden treasure chests using Chocographs.

Catch frogs with Quina. There is a third Qu's Marsh on an island in the
southwest (screen 36). :
Collect new Eat abilities for Quina. Quina can learn Lv 5 Death from a |

monster named Whale Zombie which you'll find lurking on some beaches. |

This ability enables you to defeat opponents as powerful as the mlghty
Grand Dragon with a single attack. i

- Search the forests for the Ragtime Mouse and answer his pop quiz que-
stions. :
- Go to South Gate and collect items.
- Visit Esto Gaza on the northwest
continent (screen 37), where you'll
be able to buy numerous Mythril
items. You'll find that this shop will
update its stock later. Collect a
Wing Edge while you are here

= (screen 38).

ﬁlurﬁlﬂum“ﬂum

Ihiubndu at home?

\.l'm s suspicions are conﬁrmed' Nearly aLl the Black Mages  (screen 40) You can access the treasure chest trom here and
have joined Kuja, who has promised to prolong their lives. You retrieve a Black Belt, if you neglected to collect it on a pre-
meet No, 288 and Vivi at the Cemetery. The little mage  vious visit. Then return to the Blue Narciss.

appears here, regardless of whether or not he is currently in
your party. Follow him to the Chocobo stable at the far end of
the settlement (screen 39). You learn that Kuja's Secret Palace
is located in the east of the continent, hidden beneath quick-
sand.

The Tool Shop is deserted, as are the other houses in the Black
Mage Village. This enables you to climb up the ladder behind
the counter and to scramble onto the bed on the first floor

blue Nagriss

The desext crossing

Sail the sh1p east to Kiera Desert (screen 41) where you will
see four sand whirlpools in the desert area. Although they look
treacherous, you are in no danger of being sucked down.
Instead, press the X button to enter the depths below the
quicksand. However, only one of the pools, the one in the nor-
thwest, which does not spew out sand clouds, leads to Kuja's
hideout (screen 42). If you enter the wrong pool you. will be
attacked by an Antlion.
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Into the lion’s den

Of course, Kuja was fully prepared for his unannounced visitors. Although it's
unclear exactly how he disabled the party, Zidane wakes up next to Cid in a
prison cell. There is no trace of his other companions. Kuja blackmails Zidane
into doing him a little favour. If the young thief does not comply, his friends
will die. Whether or not you agree, Kuja has you over a barrel.

Still in the role of Zidane, go down to the pair of Black Mages (screen 43). You
will then be teleported to the Lord’s Sanctum. When you walk to the night,
Kuja states his conditions, Zidane must travel to a place named Oeilvert on
the Forgotten Continent where he must retrieve the Gulug Stone.

You can choose three companions. Kuja has pointed out that magic is
neutralised in Oeilvert, so it might be wise to select your strongest fighters.
Be warned, however, that the remaining characters will soon be forced into
action, so form two roughly equal groups. For example, assign Dagger and Eiko
to separate teams so that each team has a healer at its disposal. There will
be ample opportunity to use healing spells on your way to Oeilvert. Since
magic is neutralised in Oeilvert, Vivi should obviously be assigned to the
second group.

Kuja teleports Zidane and his three companions to the Dock (screen 44). Make
sure to check everybody's equipment, since you'll probably find yourself doing
battle as you take the few steps to Hilda Garde 1.

A short dispute with Zorn and Thorn ensues aboard the airship (screen 45).
You cannot influence the flight path, but the airship automatically lands and
you disembark at a specific location on the Forgotten Continent.

On the enemy’s orders

Press the ' button when standing next to the airship to open a shop menu.
You can buy medicine and, for the first time, stock up on Vaccines. This item
cures the Virus status and will come in very handy later on.

Oeilvert is located to the south, and you'll find it marked on your map (scre-
en 46) as usual. It's still worth making a detour in the opposite direction,
though. If Quina is in your party, head for Qu's Marsh (screen 47) to catch
some frogs.

A little further to the north, between two little copses, you detect Chocobo
traces. If you want to reach the gates of Oeilvert without hostile encounters
(screen 48), use Gysahl Greens to call
your feathered friend. Oeilvert is |
where Kuja wants you to find the
Gulug Stone.
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Last-minute preparations

The moogle at the entrance makes some money by selling expensive pieces of
equipment. Take heed of Kuja's warning that magic is useless in Oeilvert.
Bearing in mind that this extends to the girls’ healing spells, you should stock
up on medicine and Phoenix Downs, as well as a number of Softs. Then con-
tinue towards the building and walk through the huge gates that open as if
by magic. You will find map screenshots for this area on page 94.

If Eiko or Dagger have learned the Healer ability, you should equip it now. This
means that the girls can actually heal their companions by attacking them
during battle. Have your fighters equip the Bird Killer, Man Eater, MP Attack
and Stone Killer abilities, and don't forget to protect your party members
against the Petrify status.

Epitaph, the opponent you encounter most frequently in Oeilvert (screen 49),
has the uncanny power to produce a mirror image of one of your eight cha-
racters. If the apparition summoned by Epitaph is the double of one of your
current party, it invariably strikes him
or her down with its Death spell.
Fortunately, Epitaphs have one
weakness: they are vulnerable to
Soft. Use this item on the monster to
defeat it in one fell swoop!

Mothex Tcrra?

If you would like to meet Stiltzkin, first walk to the right from the ent-
rance hall. Stiltzkin has set up shop in the Star Display, and is offering a
Hi-Potion, an Emerald and a dose of Elixir for a total of 888 Gil.
Remember that if you explore other areas of Oeilvert first, and come to this
room later, Stiltzkin will no longer be here.

Return to the entrance hall, climb the stairs to the upper floor, and enter
the Planet Display on the left. Approach the
blue stone and press the &' button, whereu-
pon the stone will take on a red hue (screen
50). Return to the Hall and walk to the left to
the Planet Display on the bottom floor.

If you continue left, a holographic image of a
globe will be projected into the room.
Although the writing on the globe is in an
alien language, Zidane grasps some of its mea-
ning ... something about ‘mother Terra’ Make
sure to empty the chest behind the globe pro-
jection (Screen 51) before taking the stairs at
the bottom left down to the Ship Display.
Examine the four lights in this new room,
beginning with the fourth light, the one to
the upper left (screen 52). Moving in a clock-
wise direction, examine the other lights to
learn about the origins of the Invincible. After
this, take the stairs to the upper left to leave
the Ship Display.

le pages of history

Cross the bridge and examine the orb in the
middle of the'small platform (screen 53) in the
centre. After a brief slideshow, you are free to
return to the Planet Display, where you will
find that the blue door in the background can
now be opened. It leads to the Narration
Room, where strange mechanical heads recount
the downfall of an alien civilisation (screen
54). How can Zidane understand the written
and spoken language of this alien culture? All
will be revealed later ...

Return to the entrance hall after this unusual
history lesson. Head to the right and enter the
Star Display, where you will witness another
narrative dealing with two planets. Now ask
the moogle to save your game and use the exit
on the nght. The lift takes you to your jour-
ney's goal, the Gulug Stone. Prepare your party
members for battle before you head there,

WALKTHROUGH CD3
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The Ark

Have your characters equip Clear Headed to protect them from the Ark's spe-
cial attack inflicting the Confuse status on the target. As magic is useless
during this battle, you must rely on conventional attacks. Abilities such as
Bird Killer, Counter and MP Attack help turn the tables in your favour (screen
55).

Examine the pedestal again after battle to retrieve the Gulug Stone.

Your other characters will shortly be drawn into
action, so use the opportunity to remove items
you would like your friends at the Desert Palace
to equip. If Eiko is in this second group, have her
equip the Antibody ability.

! 20,002 | 1,374 | 38
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| Elixir, Power Vest, Holy Lance
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Remedy

Rising Sun
Elixir

Diamond Sword
Shield Armour
Power Vest
Feather Boots
Gaia Gear
Gulug Stone
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Slowly but surely The Light Chamber

It's no surprise that Kuja breaks his promise and continues to threaten the | Make your way to the Light Chamber. You will
lives of his prisoners. It's almost impossible for Zidane to complete his errand | find that the outer statues follow your move-
for Kuja in time, but luckily Cid is still free. Hop to the right with the regent | ment with great interest. However, the stone
and enter the Torture Chamber once the two Black Mages have left. As soon | figures are rather short-sighted, remaining
as you enter this room, a countdown begins. You can pick up the Hourglass | immobile when you walk past near the banister
Key here, an item that might save your four friends. However, Cid is scared | at the front. Ensure that both their heads are
stiff of the monster in this room, even though it is securely caged. turned outwards to conjure up a bridge of light
As soon as the monster turns its back on you, press the © button repeated- | (screen 60). Cross it and light the candles on
ly as fast as you can. This makes Cid inch closer to the key. Don't move a | the gallery, revealing a treasure chest on the
muscle when the monster turns towards you (screen 56). If it "catches” you | right side of the Light Chamber. Retrieve the
moving, Cid will scamper back to the entrance of the room and you must start | Fairy Earrings and leave the room to the left,
all over again. heading for the Fire Chamber.

The countdown should leave you
enough time to place three weights on
the scales in the back of the room. You
have a choice of four weights, and the
correct combination is clay - stone -
rom.

However, you must examine the
weights to find out what they're made
of. Rather than wasting time on this
examination, select the option B -C -
D. Gid can now reach the hourglass
and unlock his friends’ cells by using :
the Hourglass Key (screen 57). _
Incidentally, don't be put off by the |
countdown. Once the time has run &
out, the challenge simply begins
again, with Cid standing at the ent-
rance to the Torture Chamber. So the- |
re's no need to panic. §

Let there be light
Your party now consists of the four characters who did not accompany Zidane |
on his journey to the Forgotten Continent. When equipping abilities, bear in
mind that the monsters at the Desert Palace attack using Confuse, Freeze,
Poison, Sleep and Stop.

Battling Grimlocks (screen 58) is particularly tricky. Keep an eye on the colour
of the monsters’ heads. When they are blue, magic attacks have almost no
effect, so you should use conventional weapons. When the heads are red, phy-
sical attacks will be almost useless, so you should make full use of Vivi’s and
Quina‘s abilities. -
Remember what Cid heard when he eavesdropped 4
on the pair of Black Mages? Take their words to
heart, and light everything that can be lit on "
your way through the Desert Palace. ;
First, walk to the left into the Hallway and climb
the stairs. Light the candles on the left-hand sta- ¢
tue to illuminate the bloodstone on the right |
(screen 59). Examine the bloodstone to receive a ¢
Promist Ring.
It is vital that you examine all the bloodstones.
Doing this will not only reward you with valuable
items, but it will also have a favourable effect on

your impending battle with the boss monster of
the Desert Palace. |

| BONSTERS




The Fire Chamber

First, light the fire in bowls 1, 2 and 3 (screen 61). Then walk
through the door and follow the path until you reach the right-
hand side of the Fire Chamber. Light bowl 7 to make the statu-
es on the left side of the room disappear. Return there and light
bowls 4 and 6. The statues on the right now vanish and you can
light bowls 8 and 9. Finish by lighting bowl 5, when a glowing
bloodstone will appear in front of and above the statue.
Examine it to receive an Anklet,
and then leave the room through
the right door.

WALKTHROUGH CD3

' Light the candle in front of the statue (screen 62)
to reveal a bloodstone. Examine it to receive a

Shield Armour, and then climb up the stairs at

B the back. Light the candlestick to the right next

®| to the upper landing, and then follow the gallery
& into the Library.

First, light the candles at the bottom
left in front of the bookshelf, conju-
ring up a staircase on the right, Climb
it to reach the candles on the upper
left side. Light them and examine the
glowing red bloodstone to obtain an
N-Kai Armlet. You'll find a hint allu-
ding to a future puzzle on the books-
helf near the head of the stairs (scre-
en 64), while the next candlestick to
be lit stands to the right. Again, you
find that you have opened a secret
door. Light both candles in the passa-
ge beyond this door and then return
to the Library. Now light the remai-
ning candles at the bottom right, and
go through the door, which then
opens. If you light the candles on this
balcony, you'll be able to leave the
Library through the stained glass win-
dow on the left (screen 65). A moogle
has taken up his post on the other
side. Continue left to the Shadow
Chamber.

| “Th_é-Shallum Chamber

Light both candles and examine the bloodstone
to receive a Black Hood. Take the door that

. leads to the left section of the Shadow
" Chamber, and make the bloodstone materialise

by lighting both candles in front of the statue,
whereupon you'll be rewarded with a Venetia

| Shield. Light the candle below and to the left
¢ of the painting and press the X button to
— receive a hint: "Dare not to follow those of evil.
| Strive to follow those of good”. This refers to

the shadows on the wall. So, extinguish the left
candle in front of each statue (screen 66) to

=1 make a staircase appear in the middle of the
' room. Of course, you climb up. Prepare for batt-
- le before lighting the last candle at the end of

this passage (screen 67).

* If no "!"” symbol appears above the head of your
| character at this point, you have not yet lit all

the candles in front of the stained glass windo-
ws in the main hall. In this case, return to the
Stairwell and the secret passages of the Library
and check the lighting. This is what the hint on

' the bookshelf earlier on referred to.




lalia Pira

Before battle commences, Valia Pira attempts to enhance its powers with-the
help of the bloodstones. However, the attempt remains fruitless as long as you
have examined all six bloodstones.
Your opponent casts Reflect as protection against magic attacks. You can cir-
cumvent this barrier by casting Reflect on at least one party member, whom
you then attack with magic (screen 68). The spell is redirected towards Valia
Pira, penetrating the monster's protective barrier.
It is virtually impossible to lose this battle if one of your party members pos-
sesses the Auto-Reflect ability. Remember that Eiko can summon her
Carbuncle Eidolon to cast Reflect on the entire
party.
The battle ends once your opponent runs out of
HP or MP, so have Quina use its Blue Magic Magic
Hammer to quickly reduce your opponent's MP.
Once you've won the battle, press the X button
again near the candlestick. If Eiko is in your
== _party, have her equip the Antibody ability. Then
return to (he platform in front and press the X button to activate the tele-
porter.

» T yalia Pira

L | ———— —— ———————
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Fire and ice
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“ (screen 70) before leaving the room. The left

=== automatically follow the path of Kuja's airship.

{ are given another opportunity to choose three

f parcel fox
Master kuija

It is now time to see to Zidane and his compa-
nions, who landed safely at the Dock on board
the airship. Walk to the teleport on the right
and press the X button. Since Kuja insists on
talking to Zidane alone, your other three cha-
racters remain outside.

Soon after this, the remaining four companions
enter the room, and the entire group follows
Zidane, They want to prevent Kuja from obtai-
ning the Gulug Stone. Eiko, who is taken cap-
tive by Zorn and Thorn as she approaches the
room, is the only one missing. This diversion
enables Kuja to grab the Gulug Stone (screen
69) and flee.

Choose three characters to accompany Zidane
in pursuit of Kuja. You need not take much
trouble with your choice or with preparations,
as this episode is a short one. However, do
take the time to pick up the Namingway Card

teleporter takes you to the Dock.

The Black Mage who previously guarded the
pier is now gone, so you can now walk straight
up the pier and leave the Dock. Activate the
lever outside, climb down the rope ladder and
follow the path to the exit on the upper left
(screen 71). On board the Blue Narciss you

Upon your arrival on the Lost Continent, you

characters to accompany Zidane.

If you like, you can re-board
the airship and fly to a desti-
nation of your choice. Sooner
or later, however, you must
return and march west towards
Esto Gaza. Before setting out,
have vyour party members
equip the Body Temp ability to
protect them against unpleasant temperature-
related status effects.

The Bishop engages you in discussion near the entrance to
Esto Gaza (screen 72). You see a flashback showing Kuja and
his henchmen crossing the building with Eiko in their wake.
The Bishop explains that their supposed objective was Gulug
Volcano, an extinct volcano.

If Vivi is not in your active party,
he now demands to be taken
along. You can choose two more
friends to accompany him and
Zidane.

The Shop to the right sells equip-
ment. If you have been here befo-

re, you will find that the stock has been updated. Make sure
to buy an Octagon Rod for Vivi, as it allows him to learn the
powerful Blizzaga, Firaga and Thundaga spells.

You can rest at the Bishop’s for 100 Gil. If you would like to
regroup after everybody has recovered, you can do so aboard
the Blue Narciss. Otherwise, leave the Altar through the rear
exit and ask the moogle to save your game. Now walk to the
right to enter Mount Gulug. If Steiner is in your party, do not
have him equip his Flame Sabre since most monsters you
encounter here are Fire-resistant.
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Left or right?

From the entrance area, you can walk to the left to collect a few items.
You'll find that 9,693 Gil have been deposited near the receptacle at the
bottom right corner of the first Room, while you'll find a hint on how to use
the Well (screen 73) on the left wall. Climb up the ladder and you'll find
a dose of Ether lying among the rubbish.
Then walk to the left, climb down the ladder
and pick up the Red Hat on the platform.
Finally, return to the cave entrance.

Red dragon alert

Walk to the right from the entrance and go through the first hut without fur-
ther ado - there is nothing to be found here. A "!" symbol appears near the
rope on the platform (screen 74), and you can climb down if you press the X
button here. Another “!" appears in the corner to the far right, indicating an
optional but very worthwhile detour. If you follow the platform to the very
end, you'll discover a treasure chest containing a
Golden Hairpin.

Return to the rope and climb down, Keep to the
right and retrieve a Wing Edge from the bottom
right corner of the hut where the moogle lives.
Continue to the right. At the end of the passage,
above the stairs, you can read a hint revealing
more about how to operate the Well (screen
75). Interested in a Gaia Gear? Follow the
upper path to retrieve it. Otherwise, turn back.
Two Red Dragons soon impede your return to
the Well (screen 76). You'll find Ice attacks
especially effective at fending the monsters
off. If possible, have your character equip
items offering protection against Wind dama-
ge. It's also a good idea to use a Tent on each
opponent, since it inflicts Poison, Darkness
and Curse on your target.

Day of reckoning

Now walk left from the Well. Retrieve a Demon’s Mail from the treasure chest

three times. At the bottom of the Well you'll be
attacked by another pair of Red Dragons.
Defeat them and prepare for the boss battle
before stepping through the hole in the wall.
You witness Zorn's and Thorn's attempt to
relieve Eiko of the Eidolons. The dastardly duo
is using the same method that nearly killed
Dagger back in Alexandria (screen 78).
Fortunately, Eiko’s friend Mog helps the little
girl and reveals herself to be an Eidolon. The
dangerous pair of
jesters is defeated
during a short
sequence that
unfolds automati-
cally. Eiko receives
a Ribbon enabling
her to learn

. Madeen, a summon ability.

Kuja manages to flee yet again, leaving Zorn
and Thorn behind to face their final battle.
They literally join forces ...

Meltigemini

As Vivi has rushed off in pursuit of Kuja, you
now face Meltigemini with Zidane, Eiko and the
two companions you chose in Esto Gaza. Your
opponent (screen 79) uses various attacks
inflicting the Poison status on its target.
Fortunately, Meltigemini is vulnerable to Fire,
so have Steiner
wield his Flame
Sabre. The Reflect
and Antibody abi-
litiesoffer good
protection for
your party mem-
bers, while Devil
Killer and MP
Attack are useful
for the offensive.
After battle, it
comes as no sur-
prise to find that
Kuja lied to the

; Black Mages. Even
he cannot prolong the lives of the artificial
beings. The party also discovers Regent Cid's
wife, Hilda (screen 80). The entire company
returns to Lindblum, where Regent Cid finally
regains human form.

4,348 | 1,570 | 42

in the hut and read the third hint concerning the Well lever. You now have all mmﬂltlﬂﬂmml ' [ H_P:_“_‘ MP: L"-_f_: :
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the information required to operate the Well. You
might want to enter the tunnel in front of the hut
and ask the moogle to save your game before
entering the Well. The moogle also sells medicine,
so seize this chance to stock up on Vaccines for
the impending boss monster battle.

The chest in the next hut contains a dose of
Elixir, but a Red Dragon is displeased at your
intrusion and attempts to stop you retrieving it (screen 77). Fend off the mon-
ster and return to the Well, where you should pull down the lever on the left
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The calm before the storm

Once again, Z1dane awakes in the Guest Rnom and it only
remains to take him to the Conference Room on the floor
above. During the ensuing meeting, Hilda reveals information
she has gleaned from Kuja (screen 81). Everybody now learns
that Kuja is, indeed, not of this world.

An ATE shows Tantalus helping Steiner in his search for the
princess. Hilda then resumes her narrative. It seems that the
passage between the worlds of Terra and Gaia is sealed. Zidane
and his friends must travel to Ipsen’s Castle on the Forgotten
Continent to find out how to break the seal. Another ATE
shows the preparations for the journey. Cid drives forward the
construction of the airship Hilda Garde 3.

As Dagger is not to be found in Lindblum, Zidane makes a
short detour to Alexandria where he meets Beatrix. She hands

Niloa Gikoes

Lord of the skies

Press the A button to stroll around the auslup If you search the deck
to the left of the ladder you'll find a Tent (screen 83), while a dose of

him a gem called Garnet, which will later enable the princess
to learn Bahamut, a summon ability. When Zidane finally finds
Dagger, he is relieved to find that she is herself again - and
that she has regained the power of speech. Finally, all charac-
ters are reunited aboard the Hilda Garde 3 (screen 82), and
you resume control of events.
Begin by choosing three com-
panions to join Zidane's party.

Qu's Marsh: If
Quina was not in

‘.If'

Elibdr is lurking at the top of the ladder.
Address the Crew Member on the Bridge if
you want to change the composition of your
little band.

Talk to Erin if you would like to take control
of the Hilda Garde 3. You can return to a
familiar place by selecting it on your map
and pressing the X' button. The autopilot
then takes you to this destination. It is
worth doing a bit of globetrotting, since
you'll find interesting possibilities around
the world.

Alexandria: If Vivi or Eiko are in your party,
you can have another attempt at the skip-
ping game. The girls have moved to the
Steeple (screen 84).

Treno Arch: This gate was only accessible on
the back of a special Chocobo before. You'll
now find a moogle here - not to mention
three treasure chests containing two doses of
Elibdr and 3,206 Gil (screen 85).

Bohden Gate: Do you remember the chest
that Steiner was unable to open because he
had the princess in a sack slung over his
shoulder? You can return there now and pick
up an Elixdr Card (screen 86).

your party during
your excursion to
Oeilvert you can
take it here for an
initial frog-cat-
ching foray.

Treno: A new
monster is caged
in the cellar of
the Weapon Shop
(screen 87). If
you defeat
Amdusias, you'll
be rewarded with
a pair of Running
Shoes.

Quan’s Dwelling:
Visit this place

{ with Vivi and Quina to learn something about

Vivi's grandfather. On your way back do not
overlook taking the Runing Shows, wich can
now be found in the grandfather clock.

Daguerreo: The entrance to this village is
located on a plateau on an island in the sou-

i thwest (screen 88). Among other items, you
i can find the Stellazzio coin Capricorn here

(screen 89). You can also buy or commission
the most astonishing items at this location.
And that is not all ...
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Topsy-turvy world

Fly to Ipsen’s Castle in the northeast of the Forgotten Continent. Unequip any
valuable pieces of equipment carried by Amarant, since the redheaded fighter
will be leaving his companions for a short while
at the Castle Entrance (screen 90). Your most
frequent opponents in this strange castle are
pairs of Agares and Gargoyles (screen 91). As a
rule, you can only do serious damage to a
Gargoyle once its fellow monster has roused it
from stony slumber. Concentrate on the Agares

first. There is an easy way to deal with the stone Taharka
manster: use a Soft to disable it instantly.

You'll find a chest on either wall of the entrance : TR - >
hall. One chest contains the Stellazzio coin | This monster reduces any Ice-related damage it
Aquarius, while the other reveals a Dagger | receives by half, as well as neutralising Earth
(screen 92). More low-grade weapons lie scatte- gl.ta;ks (scregn 97). When Tah;rka minimises
red all over the castle - and for good reason, as its size by using Curl, your ph}rsmal attacks are
you'll see if you read the text on the middle door. rendered _pretty much meff_ectwc, Hovye_ver, the
In Ipsen’s Castle, powerful weapons are virtually monster is vulnerable to Fire. Have Vivi execu-
powerless, while low-grade weapons cause the ! te his Focus command repeatedly, then have
greatest damage. However, this does not apply him cast Firaga. Equipped with Add Status and
to your armour and spells, so do not modify his Flame Sabre, Steiner can inflict the Heat

those! Simply have your warriors equip their | Status on your opponent, putting a quick end
lowest-grade weapons. to the battle. As always, remember to heal your
No need to worry if you have sold all your basic | Party members in time. You can leave Ipsen’s
weapons by this stage. The moogle in the Small Castle after defeating Taharka.

Room sells precisely the kind of low-grade wea-
pons which no sane fighter would buy nowadays.
Walk through the right back door to reach the moogle. The chest in the far
left corner contains a Cat’s Claw. Now slither down the pole.

[Mixrox, mirror on the wall

Climb up the left ladder in the Upside-down Room and follow the passage to R R P o e
the Upside-down Hall. Immediately take the exit and jump onto the ladder m Tﬂhﬂﬂiﬂ | HP: | mP: |
(screen 93). Climb up to find a chest containing a Javelin to the left, and | 135 | 29.186 | 1,776
another yielding a Broadsword to the right. P E e s
Now go down again. Cross the hall and jump onto the far ladder. Climb : | Bird Killer, Fire, Wind

up and jump off to the right at the first opportunity (screen 94). Open

the treasure chest if you are interested in a Rod. Otherwise, follow the o Elixir, Mythril Claws, Orihalcon

right ladder further up. Step through the centre rear door in the next : |

room (screen 95) to encounter Amarant. :
After the redheaded fighter leaves you can examine the wall (screen 96) to
receive four key items: Earth Mirror, Water Mirror, Fire Mirror and Wind
Mirror. Prepare for the impending boss battle before leaving the room.



i quiet power

You can examine the wall carving in the Lift room. At first, you only have
a choice of Leave or Examine, After Examine, you can also choose to Push,
then Pound and finally Think. If you repeatedly select one of these options
you are then allowed to Try something drastic. After this you have the addi-
. tional options of Kick and Rest.
Once you finally decide to Rest (scre-
en 98), the wall opens and you can
retrieve a Barette from the right side
of the landing, after which you can
return to the Small Room,
As soon as you enter, a trap door
opens and you can make out the out-
line of another trap door at the top
left by the floor colour. Jump down
(screen 99) to reach the treasure
chest below containing a Maiden
Prayer.

boing round and round

You'll now find a staircase leading up from the Hall, and the centre door is
open (screen 100). Use this new exit and follow the path to the Lift. You
can find a treasure chest with an Air Racket to the far left. Take the Lift
down to the Sword Chamber.
The treasure chest to the left contains a Golem’s Flute. If you carry the vase
back and forth, youll be given some words of advice: "To obtain my power,
: ; fight against the flow of time". This
cryptic message tells you to camry
both vases from one platform to the
other in an anti-clockwise direction
(screen 101). After some time a ray of
energy is discharged into one of the
vases. Examine that vase to receive
an Ancient Aroma, which will enable
Dagger to learn Odin's Sword after
equipping it.
If you like, return to the Small Room
and climb up the pole, from where
Zidane can jump onto the chandelier.
From here, you can access two chests
containing a Mage Staff and a Fork.

Ipsen’s Castle's secrets, you are ready
to leave.

Now that you have unearthed all '

FHHEL BT T o

A friend in need ...

At the castle entrance you find the entire com
pany gathered with the exception of
Amarant. Zidane decides to go back and look | §
for the redheaded fighter. Enter the Small
Room, slide down the pole and address
Amarant, whom you find in the Upside-down
Room (screen 102). After Zidane explains why
he is unable to leave his companion behind,
you can leave the castle for good. Remember
to have Amarant equip a low-grade weapon for
the way back.
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| Sccli aml ue shall flml

le fuur Mnrom irum 1he Room w1th a Mural prowde all the
information you need to break the seal dividing the worlds.
First, choose four characters to make up your party. Do not
| take too much trouble over your selection - all your characters
will soon be split up into four pre-determined pairs.
! Zidane and Quina fight the next battle alone. For a change, the
! four destinations you must reach on Hilda Garde 3 are not mar-
ked on your map; instead, you must use the information pro-
| vided by the Mirrors to find them. You are also free to visit
| other places now. For example, you can travel across specific
! areas on foot to have Quina learn additional types of Blue
' Magic from the local monsters.
During the shrine quest, your first destination is located in
the sea to the south of Ipsen’s Castle. Press the © button

once you are hovering above the Water Shrme to drop Dagger
and Fiko off automatically (screen 103). You are then asked to
form a party of four, but once again your choice has no bea-
ring on the outcome.

Your second destination is a volcano to the northeast of Esto
Gaza (screen 104). Amarant and Freya enter the Fire Shrine
together.

Vivi and Steiner then disembark at the Wind Shrine, located in
a valley to the southeast of Oeilvert (screen 105).

The Earth Shrine, to the southwest of the Desert Palace, is
your fourth and final destination (screen 106). Make sure to
save your game before entering the structure with Zidane and
Quina.

RCNSHRINE

Traps qalure

In the role of 71(|d[1(—‘ go w1th Oumd dnwn the passage, towards the left. Wal( h
out for the "!" symbol to appmr above Zidane when the walls begin to rlnse
in. Press the X button in time (screen 107) t

jump. Two leaps later, you'll have left the t_raps
behind. Dagger and Eike are also having a hard
time, but there's no need to intervene. Check
your equipment before having Zidane insert the
Earth Mirror in the stone. After all, it would be
rather bad form - not to mention pretty hazar
to confront the next boss monster with

: = dous -
your beginners’ weapons from Ipsen’s Castle!

The Earth Iiuanllan

You'll find Desert Boots or Feather Boots very useful during this battle, since
they reduce or absorb any Earth damage you suf-
fer from the Earth Guardian's attacks (screen
108). Equip the Auto-Float ability to avoid the
Earthquake attack altogether. Quina’s White Wind
Blue Magic comes in handy for healing the pair.
If you have your characters equip the Auto-
Reflect, Auto-Regen and Auto-Haste abilities,
you'll have little to fear. Equipping armour that

({I7 WALKTHRONGK CD3

— ..q_-._,-._,_-h-._-..-._mq_q_-._,__h-._._.._-.__h_._‘___,-._-._.___-._:‘.._ﬁ o

e s |

i protects your characters from Wind and Fire

| damage gains Zidane enough time to use his |
Steal command, while you'll also find that
{ Devil Killer and MP Attack enhance your attack

| power. Once the Earth Guardian has lost about

! 15,000 HP, you can try defeating it using
{ Quina's Eat attack.

Farth buardian |

{ Devil Killer, Wind, Holy |
ITEMS OBTAINED USING STEAL COMMAND:

Avenger Rubber Suit

LEARNED BY QUINA USING EAT COMMAND:

g Earth Shake
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The last chance

After this battle Zidane and Quina automatically return to the
airship to pick up their friends. In the role of Zidane, you have
a chat with Amarant, but your choice of reply has no bearing
on events, Next, choose three companions for Zidane before
flying to the Shimmering Island (screen 109), which you'll find
already marked on your map.

On your return from this adventure you'll find that the world
map has changed somewhat. You will no longer be able to
enter the following places: Conde Petie, Conde Petie Mountain
Path, Desert Palace, Esto Gaza, Fossil Roo, all Gates, Ice
Cavern, Iifa Tree, Mount Gulug, Observatory Mountain, Oeilvert

[ ERRT

lllelcumé to lerra

The old man whom you saw on board the Invincible earlier welcomes you to
Terra and utters a few enigmatic remarks concerning Zidane. As the friends
have not met Garland before, the meeting leaves them none the wiser. You can
now regroup and prepare for the forthcoming battles. Protect your characters
against Darkness, Silence and Sleep and, if possible, have them equip Bird

Killer and Devil Killer - your opponents won't like this.

A few steps on, you come across a girl who bears an astonishing resemblan-

ce to Zidane (screen 110) ...

[atch me if you can!

Perhaps the friends are slightly smelly after their long journey? Whatever the
reason, the girl runs away. You can either follow her immediately, or walk to
the left towards the Stepping Stones (screen 111) first to collect a few. items.
After opening the treasure chests containing a Coronet and a Dragon Wrist,

you have no choice but to follow the girl.

You encounter her again in the next room. Open the chest on the left to retrie-
ve a dose of Elixir, then follow the girl as she heads for the Top of the Tree.
Scramble down the net on the right to reach the middle level. If you like, you
can use the other net to scramble all the way down and collect a Remedy
from the chest at the very bottom. From the middle level, your path continu-
es to the left and the far side of the tower (screen 112), where you'll find a
treasure chest with a Mythril Racket hidden behind the corner. Follow the
girl to the very bottom and collect a Demon’s Vest from the treasure chest.
The stranger promises that Zidane will soon find out more about his origins,
so continue on to get to the bottom of the mystery. You'll find a secret ope-
ning to the left, near the KO (screen 113). Follow the path in a clockwise
direction to reach the chest containing a Minerva’s Plate. Once you've retrie-

ved this, walk up the stairs.

and Pinnacle Rocks. So, if you have unfinished business in any
of these locations, this is your last (!) chance to fly there. If
you have already
accomplished
everything  you
wanted, press the
 button to head
for Terra.

-
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Welcome home!

The girl reappears and claims that this is Zidane’s home! And as if that was-
n't enough, the Invincible approaches. Dagger faints at the sight of her. While
Steiner guards the princess, Zidane and three of his friends set off to find
help. As there are no battles to be fought in Bran Bal, you can form your party
at random. Dagger is perfectly safe, so take your time exploring the settle-
ment. Start by walking to the right.

You can do some shopping and save your game in the building on the other
side, where you'll also find a chest containing a Wing Edge. When you enter
the room for the second time, you'll find Stiltzkin there (screen 114). He sells
you a Diamond, a dose of Ether and a dose of Elixir for a total of 2,222 Gil.
The building at the top is the Meeting Place. Walk down the stairs there to
enter the Research Centre, where you'll find a dose of Elixir at the bottom
front.

Now explore the left part of Bran Bal,
where you'll find a pair of Angel
Earrings on the upper bank of the
pond. A path leads to the right near
the lower bank (screen 115). If you
follow it to the end, a "!" symbol
appears. Press the > button to jump
across to an islet and retrieve the
Flash Hat from the treasure chest.
After all this, it's time to find some-
where for Dagger to rest. Address the
boy to the left of the pond, who belie-
ves that the building on the left may
be suitable. While you are checking it
out, Eiko receives a message that
Zidane has been summoned to the
Underground Laboratory.

[}/, WALKTHROUEH CD3

The painful truth

You should accept the invitation once Dagger
has woken up. First, re-enter the building and
open the chest containing a dose of Elixir.
Address Freya if you would like to rest. Then
head for the Research Centre and talk to the
girl (screen 116). Zidane discovers why the
inhabitants of Bran Bal resemble him, and why
his long search for his home on Gaia was doo-
med. However, something sets Zidane apart
from the soulless vessels “living” in this place.
Follow the girl upstairs to continue the con-
versation, during which you'll discover more
about Terra and Garland’s plan.

The scene then switches to Eiko, who has to
find Zidane. You can view a number of ATEs
showing Zidane talking to his friends.
However, if you walk to the place where he
found the Flash Hat earlier you will be unable
to see some of these ATEs.

In the role of Eiko, go to the Meeting Place

' and address Quina who then joins you.

Continue to the right-hand bank and talk to
Vivi. You'll find Amarant waiting near the left
of the bridge. From there, walk up to the
Hilltop (screen 117) and address the girl to
complete this episode.




! Dunbemonium

fingel of death

Aboard the Pandemonium you resume control of Zidane. Walk straight into
the adjoining room to meet Garland (Screen 118), who reveals why Zidane,
unlike others of his kind, grew up on Gaia. The old man interrupts the con-
versation at regular intervals to head deeper into the Pandemonium.
Simply follow him to continue the discussion, during which you receive
more information and hear something shocking about Kuja. Zidane faints
at the end.

fl strong team

Zidane wakes up to find Eiko and Vivi standing in front of him. This time, it
is Zidane who despairs and is racked by doubt, unable to bear the secret of his
origins. He brusquely rejects his friends’ offers of help. You only resume con-
trol of events when Zidane is attacked by an Amdusias.

Freya comes to your aid once the monster has lost about 5,000 HP. Inflict the
same amount of damage again to call Amarant into action (screen 119), and
continue the battle together with your three fighters. The battle ends once
you have inflicted another 5,500 HP damage on the monster.

After this encounter, Zidane also leaves these two companions behind. He
meets Steiner and Quina, who must endure two attacks by Abadon before
Zidane finally enters the battle (screen 120). The damage you inflicted up to
this point is not counted. Once Zidane appears, reduce Abadon’s HP by about
11,000 to defeat the monster.

You then resume your solitary journey. Yery soon, you face a Shell Dragon. The
monster is unscathed by the battle,
and you cannot prevent Zidane's HP
being reduced to a dangerous low.
Then Dagger leaps into action and
automatically heals her critically inju-
red partner. Only now does the real
battle begin. You win after inflicting
around 12,661 HP damage on Shell
Dragon (screen 121).

Together again

Zidane is once again willing to accept help
from his friends, and forms a party with
Dagger, Quina and Steiner. To find out what
happened to your other companions, walk back
to the right where you'll find them assembled
two rooms further, enabling you to regroup.
Incidentally, you'll also find a moogle there
(screen 122). Walk to the right to retrieve a
Holy Mitre, and then head left until you reach
the Generator room.

Press the button at the top right to switch on
the machine, after which a bridge of light will
appear in the next room. You must reach it wit-
hin 30 seconds, but must avoid touching the
changing beams of light on your way to the
bottom left (screen 123). Otherwise, you will
be embroiled in battle and the time will run
out. If this happens, just press the button
again to initiate the sequence once more.

WALKTHROWGH CD3
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Operating instructions

Examine the machine in the Control Room. You can-enter a number between
0 and 5. The figure alters the Current Heading of the lift in the adjoining hall.

This determines which platform you can take the lift from and thus where you °

arnve,

If you feel like replenishing your purse, start by entering the figure 3. Walk
to the third ramp and call the lift by pressing the & button, whereupon you
will automatically ride to the level above. Walk towards the back here (scre-
en 124) and step on the lift from the next platform, from where you will be
taken to a chest containing a phenomenal 20,007 Gil. Now return to the
Control Room.

Set the machine to "4” and hop on the lift from the first platform next door
(screen 125). Again, you are taken up
a level and must walk all the way to
the top. This time, call the lift from
the second ramp (to the very left,
screen 126) and leave §
the hall.

By the way, if you set
the machine to "1”
you can jump on the
lift from the second
ramp. However, you
cannot go any further.
Entering the figures 0, 2 and 5 does
not even get you that far. If you make
a few failed attempts and repeatedly

Control Room and the lift, your team
will split up automatically. Some of

Room while you go to the lift in the

pressing the [SELECTI button.

i maze of teleports |

Stand on the right teleport above the lift (screen 127) and press the X but-
ton. Next, you have a choice of three teleports (screen 128). The right one
takes you to a chest containing a dose of Elixir, while the left teleport ena-
bles you to retrieve a Carabini Mail. The upper teleport takes you back
down to the lift via another route.

{}li WRLKTHROMGH (D3

go back and forth between the |

your friends will remain in the Control

role of Zidane. You will then be able to ©
switch between your characters by |

llot far to go

Head down from the lift (screen 129) and use
the teleport. At the first junction (screen 130),
walk down to find the treasure chest contai-
ning a pair of Battle Boots. If you walk to the
upper right instead, you'll find yourself inexor-
ably nearing your destination. Avail of the
moogles help to save your game and regroup.
You're about to face three battles, so take time
to prepare for battle before exiting to the
right. You won't be able to modify your equip-
ment or rest between battles.

Silvex Dragon

Attack is the best form of defence, and you can
put this maxim to the test by equipping the
| MP Attack ability. You'll also find the Sleep and
. Slow spells effective against the Silver Dragon

(screen 131). Still, you need one character

capable of healing the party - maybe Dagger or

Eiko, who can cast Cura and Curaga? Have your
. characters equip items such as the Coronet or
. the Ribbon for protection against Wind attacks |
. like Twister or Aerial Slash. Nothing much can
' go wrong if your party is also protected by abi-
- lities such as Auto-Regen or Auto-Life.

| HP: | MP: | LV: |
| 24,055 | 9,999 | 58

| Elixir, Dragon Mail, Kaiser Knuckles

QUINA ERLERNT DURCH FRESSEN: [N

: AP: | Gk E
0 | 13 | 5,240 ]

MS DROPPED AFTER BATTLE:

L




barland

Garland only attacks one character at a time (screen 132}, occ'gsionally inflic=
ting Stop on his target. This can be avoided by equipping the Locomotion
ability. Use the Remedy item to heal any characters afflicted with Stop. Apart
from this, there are no specific rules for you to
observe. Keep attacking, and keep an eye on the
amount of damage inflicted by Garland so you can
heal your injured characters in time.

HP: | MP: | LV:

ﬁﬂl’]ﬂ]lll :'._p,?;_ai rg,?o.f_; T_ 62.

mMan Eater —_—————t ._ = _

ITEMS OBTAINED USING STEAL COMMAND: [

| Battle Boots, Ninja Gear, Dark Gear

LEARNED BY QUINA USING EAT COMMAND: [ —

EMS DROPPED AFTER BATTLE:

S SEES 0 xir, Phoenix Down
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kuja

If your party has survived the first two battles, you should not have any
serious problems dealing with Kuja (screen 133). You can try to inflict Slow
on him, but avoid using Reflect as this would induce Kuja to attack the party
with his disastrous Flare Star. Regardless of your defence power, Flare Star
inflicts damage equivalent to 40 times the target's level. Thus, a character at
Level 50 loses 2,000 HP when hit. Kuja's other attacks are only aimed at one
character at a time. Demi inflicts one per cent (of HP) damage, which means
that this attack cannot KO a character.

Battle ends once Kuja has lost about 42,000HP and enters Trance, after which
he strikes down your party by casting Ultima. However, Garland spoils his
moment of glory. Kuja learns that, like the Black Mages, his life span is limi-
ted after all. Gripped by a burning rage, he destroys Terra ...

weakness:  JYRRe
ITEMS OBTAINED USING STEAL COMMAND:

| Ether, Carabini Mail, Light Robe

LEARNED 8Y QUINA USING EAT COMMAND: |

Women and

s childyen first

Kuja is so busy with his destructive work that
he forgets all about your group. Zidane orders
his companions to fly to safety on board the
Invincible while he tries to save the inhabi-
tants of Bran Bal. However, Dagger insists on

accompanying Zidane.

Take the two of them to the platform (screen
134) and then cross the bridge of light. At the
end of the path you discover a teleport which
| takes you to the Hilltop. From there, run to the
entrance of Bran Bal (screen 135).

The following scenes unfold automatically.
Terra is doomed but, at the very last moment,
Zidane manages to bring the Genomes on board
the Invincible. Together again, the friends
make their escape - only to find that Gaia, too,
is in a bad way. The entire planet is smothe
red in a thick layer of menacing Mist ...

Thus endeth CD 3.
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Black Mage Villnge

Peaceful coexistence

Vivi's idea of having the Genomes settle in the Black Mage  Dagger asks that the magnitude of the problem be kept secret

Village is translated into action (screen 1). If successful, the  from Regent Cid, since she fears that panic might spread

project could provide a ray of hope - perhaps humans and  among the populace. In any case, the doors of the Royal
Black Mages might one ~ Chamber in Lindblum Castle remain closed to you. The many

i day live together in  places you can no longer visit are listed on page 103.

{ peace. Yet the various  After selecting three friends to accompany Zidane, you resume

peoples living on Gaia  control of the Invincible. Since the lifa Tree is the source of

may be denied any kind  the Mist covering the world, you check what's happening

of future unless Zidane  there, even though the location itself is now barred to you.

and his friends can

stop Kuja and prevent

the imminent destruc-

tion of their world.

Invini

Be prepared!

Before departing for your ultimate destination, you can now roam around
Gaia with your new airship. Use the controls on the Bridge to determine what
happens next. You can regroup, take off or press the ® button to explore
the airship. You'll find the Stellazzio coin Pisces (screen 2) hidden on board,
so remember to deliver it to Queen Stella in Treno (screen 3).

While you're in Treno, take a look in the

: Weapon Shop and cross swords (or, rather,

PlayOnlme fangs) with the new monster in the cellar (scre-
KEYWORD: en 4).

E-RESMNET The globetrotting Stiltzkin has returned to the

Steeple in Alexandria (screen 5), so address
m him twice to find out about today’s offer: he's

Why do you find yourself delivering selling a Moonstone, a Ruby and a dose of Elixir
letters for the moogles? PloyOnline §  for 5 555 Gil. You also receive a Mognet letter
lets you know what's in it for you. from the resident moogle.

If you're feeling flush, return to the Black Mage

Village and scroll through the mouth-watering

collection of new items, particularly those that

can be commissioned at the Synthesis Shop. °

Unfortunately, the prices are pretty steep ...
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Fly the Invincible to the hfa Tree and press the o button wit-  Wind and Water attacks by equipping suitable items, and ensu-
hin the energy sphere (screen 6) to trigger a spectacular series ~ re that at least one party member is able to cast Cura or
of events. Your airship is attacked by hundreds of dragons but  Curaga. :
is saved by a brand-new fleet under the command of Cid and

Beatrix. You only need to deal with one of the attackers your- T
self (screen 7). m nmj"l l]]‘ﬂlj[]]‘[
The Nova Dragon behaves much like the Silver Dragon. You can
impede its actions by casting Slow, and you'll also find MP
Attack very useful. Make sure to protect your characters from

gRemedy, Dragon Wrist, Grand Arrnour I

ABILITY LEARNED BY QUINA USING EAT COMMAND:

]

Ether WIEH_E 13": Eﬂit?r =
cArD:  Elixir

e}

[Hemorio

World uf memunes

A strange place lies beyond the energy gate at the lifa Tree, Zidane hears
Garland's voice telling him that Memoria is built of memories. Choose any four
companions to explore your surroundings - even Zidane can be switched. You
can now enter the strange structure in the back. A “?” symbol appears above |
your character at the entrance. You can return to the Invincible from here, in |
i which case you will be asked to again select four characters: the one
: certainty is that your little band will be led by Zidane.
There is a radiant sphere in the room. If you examine this orb, you'll be able
to use a Tent and save your game. You'll also be given another chance to
regroup.
A small niche in the right wall contains a Kain’s Lance (screen 8). In the next |
room, near the Stairs of Time, a"!" symbol appears above your character at the
-' bottom left (screen 9). Although pressing the X' button has no effect, |
pressing the @ button enables you to challenge a Master Phantom to a game
of Tetra Master.
Of course, you can also head directly for the Stairs of Time and pick up The |
Tower, a mighty weapon for Zidane, from the front right edge of the landing
(screen 10).
As soon as you enter the Outer Pass, make sure to prepare for your next major
battle. You'll find the first of four Chaos Guardians lying in wait for you
before you reach the end of the bridge.

WALKTHROUGH CDS
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Malixis

If your warriors are inexperienced and have low HP levels, it is imperative that
you have them equip the Auto-Life ability for the battle against Maliris

(screen 11). At the end of this encounter, the Chaos Guardian usually attacks |
with Raining Swords, inflicting between 1,000 and 3,000 HP damage on each |

of your characters. You'll find MP Attack and Devil Killer very useful, while
Body Temp will protect your party members from Maliris's Heat attacks. Your
o opponent absorbs Fire damage and

uses Reflect
by casting Reflect on one of your own
spells on him or her.

indispensable during all boss battles in
Memonia.

o Nalixis
Aves < [TTTITETEENN Do Kiler, ice
(irtns osTAINED UsiN SteaL connand: S

| Genji Armour, Ultima Sword, Masamune

ABILITY LEARNED BY QUINA USING EAT COMMAND:

i SRR
e ;‘H._-.__»._E._ dA S -?;'{his._ e

2__I Phoenix Pinion, Phoenix Dow
- Ether, Elixir

background. Dagger is forced to witness the destruction of her home for the

second time. Yet Quina seems strangely impervious to this desolate picture. It
¢ turns out that the scene was simply a projection of the other characters' memo-

ries - memories which Quina does not share. (Those involved (screen 12)

appear even if they are not part of your current party.)

Still in the role of Zidane, you'll find an Angel’s Flute on the left, near the
| pillars outside the ruins. You can rest in a Tent, regroup and save your game
on the right.

After this brief interlude,
proceed straight ahead to
the People’s Memories. On
the left, you'll find another
Phantom waiting to be

Tetra Master. If you walk to
the right, you'll see a
woman lowering her child
into a small boat. This
obviously represents Dagger's
escape from Madain Sari.

Zidane, you should witness a
scene which does not spring

you walk a few steps further
to the right, you'll stumble
across a long flight of stairs
leading into the dreaded
“eye” of the Invincible
(screen 13). Search the
space between the pillars on
the left to retrieve Rune
Claws, and then prepare for
battle with the second
_Chaos Guardian.

\[l  WALKTHROUGH (D&

but, as you already |
know, you can neutralise this yourself |

characters, and then casting attack |

You'll find the Auto-Regen ability

challenged to a game of |
\ card player loo-
| king for a chal-

from your own memories. If |
- tom right. Then

Tiamat |

! Select items to

protect your characters from

Wind damage, and have them equip the Body
Temp ‘and MP Attack abilities, Tiamat has
greater defence power than Maliris (screen
14). Do not let any character afflicted by Float

| attack Tiamat physically, since s/he would
| simply be blown away and would take no furt-

her part in the battle.

find another

lenge in the

¢ next room -

just keep an

. eye out for the
wy

Strange that, in the role of |

symbol
when you app-

. roach the bar-

rels at the bot-

continue left.

: The only nota-
| ble event befo-
| re you reach
| the next save
| orb is the Planetary Fusion scene (screen 16),
' which, according to Garland, took place in the
far distant past.

ABILITY LEARNED BY QUINA USING
EAT COMMAND:

"Blood Sword, Feather Boots, Grand Ht'lmet[
L

Ether, Wing Edge,
Phoenix Down, Elixir

Distant memories

| There is a passage between the buildings on
' the right in Memory of Ruins (screen 15). You
| can save your game in this passage, and you'll
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Things change in the next room, Birth, when you enter the tiny niche on the |
right. Although neither nor “?” appear, you can examine the right side of §
the room by pressing the & button. You are then asked to choose between |
“Leave” or "Don’t Leave” (screen 17).
| If you decide to stay you'll be attacked by Hades (screen 18), an }
| exceptionally strang opponent with a repertoire of dangerous attacks. You'll
| receive a special reward if you manage to inflict 55,000 HP damage on Hades.
' This encounter is optional, so don't rush headlong into battle unless you've
| taken the time to save your game. If your characters have no more than about |
3,000 HP, you should avoid this battle §
and prepare for your encounter with §
the third Chaos Guardian who is
waiting in the following room.
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After the Kraken encounter, you can find a |
i concealed save orb in the right hand corner of
{ the Time Warp (screen 20). Press the &% but- }
-t T A R R N e S e S e _1_“_“_“_5 ton when the “!” symbol appears. The Phantom |
''''''' ¢ on the balcony will be happy to play a game of |
{ Tetra Master with you. i
: i The door on the left leads to a place where you |
re—— ——— ———————————— (A1 Witness the birth of the planet Gaia. Climb

| Kraken is the only opponent in Final Fantasy IX consisting of three parts: the | the ladder, and discover the next invisible card |
| body and a pair of tentacles (screen 19). Concentrate your attacks on the | player in the top right corner of the platform |
| body. Most of your efforts will be countered by Ink or Water-gun, so make sure | (screen 21). A Mace of Zeus awaits its new |
| to have your characters equip items that reduce or absorb Water damage. Since | owner on the other side. The next ladder takes

i Kraken occasionally uses these attacks to recover HP, you should forgo using | you to the Gate to Space, where the fourth |
| Reflect. { Chaos Guardian is eager to do battle.

| As with the other Chaos Guardians, the Devil Killer and MP Attack abilities are }
| particularly useful, while Body Temp protects your characters against the Heat |
' and Freeze statuses.
Kraken is vulnerable to
Thunder damage, so
have Vivi cast Thundaga
or use Sword magic
Thundaga.
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|__HP: | MP: | LV:
50,496 | 3,380 | 72

s th'x Pinion,Phoe ® Dw,
Ether, Elixir
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Lich

Have your characters equip items that protect them against Earth damage. The
Float spell and the Auto-Float ability also offer protection against Lich's Earth
Shake attack. His Lv 5 Death instantly KOs any character whose current level
is a multiple of 5 (screen 22). Lich is vulnerable to Fire damage, and you'll
also find your tried and tested MP Attack and Devil Killer abilities very handy.
Once you've defeated Lich, save your game at the left-hand pillar after victory
and step through the archway. During your walk through space, press the
directional button up until you touch the green light (screen 23). According
to Garland, you have now reached the very source of all life - a presence that
presides over all life and memories. The crystal ...

oo Ligk

WEAKNESSES: Devil Killer, Fire, Wind, Holy |
ITEMS OBTAINED USING STEAL COMMAND:
4 ::-Genji Gloves, Siren's Flute, Black Robe

ABILITY LEARNED BY QUINA USING EAT COMMAND: [S——

EXP: AP: _DROFPED Al 7L
i \ B0 1 10 i B436 [Phoenix Pinion, Phoenix Down, §
EEEmsmmm——— . fther B |

The [rystal

You have nearly reached the ultimate destination of your journey. The Crystal
is constructed in a linear fashion, so just follow the given path (screen 24).
On your way, you will be attacked by crystalline images of the Chaos Guardians
(screen 25), but these creatures are not nearly as strong as their originals. If
you like, you can use Zidane’s Flee skill to escape these battles altogether. You
eventually reach the last save orb before the ultimate battle (screen 26). Here,
you'll be given the option of being teleported back to the Entrance of
Memoria. But consider carefully, since there is no teleport back to the Crystal.
Only make use of this option if you are certain that your current party does
not stand a chance against the final opponents. If you have followed our
advice and obtained as many items and abilities as possible, you should

not need to turn back.

Prepare for the battle against Deathguise and then step into the light. Do

not worry yet about the battle with Kuja which will follow your
encounter with Deathguise, since you'll have another chance to return to

the save orb. Have your party members equip the Auto-Regen and, if
necessary, Auto-Potion abilities to prepare for the three impending
battles.

WALKTHROUGH CD&




Deathguise

Deathquise (screen 27) casts Meteor at the beginning of the encounter. If |
your luck is out and your characters do not have enough HP, this could mean
that the battle is over before it has really begun. That's why it makes sense
to have your characters equip abilities like Auto-Life. Remember to
immediately heal the wounded before going on the offensive with Ice and
Wind attacks and magic. Your fighters should make sure to equip the Bird : -
Killer and MP Attack abilities, and you'll find that Quina’s Night Blue Magic w —
can inflict Sleep on Deathguise which simplifies matters considerably. If you I]Bﬂﬂ"]“lsg I HP:lr b
choose this strategy, have all characters equip Insomniac before battle. et

. Devil K1ller = i
i Bug Killer, Bird Killer, Ice, Wind |

' ITEMS ORTAINED USING STEAL COMMAND:
B Elixir, Black Belt, Duel Claws

TM“CL’ H“jﬂ | | 1 ) E;Mmrr\f LEARNED BY QUINA USING

EAT COMMAND:

Kuja (screen 28) is no longer simply bent on controlling Gaia and Terra. If he |
must die, he is determined that all life shall die with him. Kuja plans to |
shatter the Crystal in order to destroy the source of everything - the universe |

o and all memories ... §
Have vyour characters
equip the MP Attack and
Man Eater abilities, and A N PR o i o Eete
you'll also find Amarant’s SHRRESS W | CHP: | MP: | LV: |
special Slow and Curse | Tl'il]ll:l! ]{ll]il 55,535 | 9,999 | 76
attacks - highly effective. ——7,— SRS
As Kuja occasionally coun- | | Man Eater, Bird Killer

ters with Flare Star or | ITEMS OBTAINED USING STEAL COMMAND!

Curaga, you should ensure | "Ether, White Robe, Rebirth Ring |
that only those cha- ]

racters capable of
inflicting massive
damage are allowed |
to attack. Even Trance Kuja's strongest attack will only inflict about 2,000 HP |
damage.

i

EMS DROPPED AFTER uan'u._

llecron

Kuja is not the only one with a warped sense of logic and justice. Necron
intends to reduce all of creation back to the so-called Zero World, a place
of nothingness. Since nothing exists in Zero World, there is also no fear
of death - a highly desirable aim for all life forms as far as Necron is
concerned.

Convincing Necron to reconsider will not be easy. His Neutron Ring is a
devastating attack, and will wipe out your party in no time at all unless
your characters have 3,000 HP or more. The Auto-Life, Auto-Regen and
Auto-Potion abilities help even the odds somewhat, as do Bird Killer and
MP Attack. You'll also find High Tide very useful, since it helps increase
the damage inflicted by allowing your characters to enter Trance faster.
Freya can avoid the Neutron Ring attack by using her Jump command.
Beware of the possible use of a powerful Grand Cross (screen 29) attack
by your opponent.

i

. .’;PF. ‘_'“".P}-..,"....
Good luck in this final battle. wirtd) Eisad B
Remember that the fate of the uni- ——

verse rests in your hands!
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in battle if used at the rlght time. The followmg pages explam the purpuses
the various items are best suited. Which piece of armour should you equip?:

' 'lﬂcapnns

" Price when bought: The amount of Gil you must pay at a shop

/¢ to buy this weapon. If the price is marked in blue, this wea-

L

E pon can only be commissioned at a Synthesis Shop. If no price
| is listed, the weapon can neither be bought nor synthesised,

but must be picked up during your adventure.

Price when sold: The amount of Gil you receive when selling
this weapon at a shop.

Abilities: Indicates the abilities characters can learn when
equipping the weapon in question. Note that not all charac-
ters can learn every ability (see pages 26-33).

¥ [apirs

e e e e e e e o ot Tt

Is a monster too powerful or your injuries too serious? Dont panic - there are items suited

to make the most of your inventory. An overview at the end of thi
lists the Synthesis Shops dotted throughout Final Fantasy IX, where
commission new and powerful items to accompany you on your advent

Attack power: The weapon's attack power. The higher the fi-
gure, the more damage this weapon will inflict on your oppo-
nent.

Status effect: Your weapon inflicts the status listed in this
column when you hit an opponent - unless the monster
happens to be immune to the status in question.

Remarks: This column contains more information on the
weapon.

== CXEress Pile | 3,200 1600 _Br{-‘dk t’umpt Dvml A
I= Flame Staff | 1,100 | 550 ] Fira, Sleep
S High Mage Staffl 6,000 | 3,000 | Meteor, Osmose S
| Ice Staff 980 | 490 |Blizzara, Slow
Lightning §t£f_1_’_ 1,200 600 | Poison, _Thundam
Mace of Zeus | - | 5,000 | Doomsday
Mage Staff 0= SRa fire
Oak Staff 2,400 | 1,200 | Bio, Drain, Stop
Octagon Rod 4,500 | 2,250 thzaga hrngd Thundaga

| Elemental attack: Fire

Angel Bless )0 | Thievery Confuse B eeeee—
Butterfly Sword 300 650 | Protect G bnla ‘What's Tha1" - - 21 |Silence |-
Dagger 320 160 | Flee g - RN
Exploda 1,000 | 1,400 | L ucky Seven, Sacri . 31 |Trouble
{ Gladius | 2,300 | 1,150 | Annoy, Lucky Seven 30 |Slow
| Mage Masher | 500 | 250 fDetect, Flee 14 |Silence
Masamune 16,000 | 6,500 | Sacrifice 62 | Doom Addltr_grlal__b_r;_rlu_s_ : Magic +2 +2 =
Mythril Dagger 950 475 | Bandit == 7 L :
Orihalcon 17,000 | 8500 J Detect 71]- Additional bonus: Speed +1
Rune Tooth 2,000 | 1,900 | Lucky Seven _37 | Poison = —
Sargatanas =~ 12,000 | 4,750 | Annoy L 53 | Petrify - =
E TheOgre | 700 850 | Soul Blade _24 | Darkness B ==
- The Tower - 115,000 | Lucky Seven, Thievery 86 |Mini -
- Ultima Weapon -|20000 ) Flee | 100 |Sleep E
anlm Shape Flee -

Mini

Elemental attack: Ice

Elemental dttack Thunder

Istow
Trouble

Absorbs Water and Wind damage. Enhances

Water attacks
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Blood Sword 950 Darkside 24 |- Restores number of HP equivalent to
= : - - N B _|damage inflicted. =
Broadsword | 330 | 165fBeastKiler 12 }- - ==
Coral Sword 4,000 | 2,000 | Charge! 38 |- Elemental attack: Thunder
Defender 9,340 | 4,670 | Thunder Slash 65 Reduces any Ice and Thunder damage
received by half.
= = = = | Additional bonus: Spirit +1
Diamond Sword | 4,700 | 2,350 | Power Break_ o - =
Excalibur 9,500 | Climhazzard 71 |- Elemental attack: Holy
Excalibur 11 - 119,500 | Climhazzard, Minus Strike, Stock Break 108]- Elemental attack: Holy Z =
Flame Sabre 5,190 | 2,595 | Magic Break 46 |Heat  |Flemental attack: Fire
Ice Brand 3,780 | 1,890 | Mental B 35 |Freeze  |Elemental attack: Ice =
Iron Sword 660 | 330 | Minus St e 16 |- il = =
Mythril Sword | 7,300 | 650 | Armour Break - A =
Ragnarok _ - |14,500 | Shock, Thunder Slash - 87 | Slow - = =
Rune Blade 8,900 | 4,450 | Ia1 Strike 57 | Darkness -
Ultima Sword 14,000 | 7,000 | Stock Break 74 |Sleep - ==
DAGGLL! =
FAPONS - B e e — e e e
Air Racket 400 | 200 | Panacea, Scan 13- Flemental attack Wind
Asura's Rod 3,180 | 1,590 Confuse, Mini, Silence 27]- Elemental attack: Holy
Healing Rod 1,770 885 | Cura, _Ht_‘dl(-"r Life 23)- Restores target's HP
Magic Racket 1,350 675 | Berserk, Cure, Mini 23 Elemental attack: Wind, enhances Holy
= E —— _— =) |attacks. Additional bonus: Magic +1
Multina Racket | 750 375 | Blind, Shell, Stona gy - Elemental attack: Wind ===
Mythril Racket | 2,250 | 1,125 | Protect, Reflect, Shell g 1- | Elemental attack: Wind =
Mythril Rod 560 | 280 | Life, Shell, Silence i 73 B : : 2
Priest's Racket |11,000 | 4,000 —351 - Elemental attack: Wind
Rod 260 | 130 i’ 11 =
Stardust Rod 760 380 | Ability Up, FI at, Reflect 14 |- Reduces any Shadow damage received by
______________ | half. Additional bonus: Spirit+2 =
Tiger Racket 2,900 | Dlspel B B Elemental attack: Wind ==
Whale Whisker | - | 5,140 | Curaga, Life =2, 36 |- -
Wizard Rod 3,990 | 1,995 | Curaga, Protect, Shell 31 |- -
i o
Bistro Fork 110,300 | 5,150 | High Tide 68 [Sleep |-
Fork 1,100 550 | High Tide ) ) St = = ===
Gastro Fork - | 6,650 | High Tide - - 77 |Stop - = == =
Mythril Fork | 4,700 | 2,350 | High Tide 42 |- == = =
Needle Fork | 3,100 | 1,550 | High Tide ) 1 3a|petrify |- 2 :
Silver Fork 7,400 | 3,700 | High Tide 53 | Slow -
L P
Kain's Lance ?,500 Lheny Blossom Dragnn s Lrest Wlulo Draw —, =2 ]! [Dﬂfuse = = = =
Dragon's Hair - 111,750 Dragon's Breath [ L. g- 22 E =
Heavy Lance 4,700 | 2,350 | Six Dragons 42 |Stop - = =
Holy Lance 11,000 | 5,500 | Dragon's Crest, Reis's Wind 62 |- Elemental attack: Holy ===
Ice Lance 2,430 | 1,215 | White Draw - 31 | Freeze _ _E_[_emental attack: Ice
Javelin | -1  Dragon Killer " == —
Mythril Spear 1,100 Reis's Wind i ) - = =
Obelisk 6,000 | 3,000 Lherry Blossom, Tnitiative 52 | Petrify = -
Partisan 1,600 800 | High T‘lde Lancer 251 - = =
Trident 3,580 | 1,790 | Luna 37 | Darkness
f
i r
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o8 AirRacket | 400 | 200]Panacea Scan | Elemental attack: Wind =
Angel Flute | -] 4,150 | Curaga, Esuna, Holy ] - e
Fairy Flute 4,500 | 2,250 | Esuna, Haste, Regen = ==
Golem's Flute | 2,700 | 1,350 | Auto-Regen, Cura, Life - ==
Hamelin 5,700 | 2,850 | Curaga, Jewel, Might - = =

Lamia’s Flute | 3,800 | 1,900 | Float, Silence, Stona
Magic Racket 1,350 675 | Berserk, Cure, Mini

Elemental attack: waﬁa enhances Holy
.. — @ __|attacks. Additional bonus: Magic +1
- Multina Racket 750 375 | Blind, Shell, Stona 17 |- Elemental attack: Wind

== Mythril Racket | 2,250 | 1,125 | Protect, Reflect, Shell B 27|-  |Elemental attack: Wind
2 Priest's Racket {11,000 | 4,000

- Might, Silence = FE—35 Elemental attack: Wind —
§ Siren’s Flute | 7,000 | 3,500} Dispel, Esuna, Full-Life S 30 {- -
Tiger Racket - Dispel 45 |- Elemental attack: Wind
el 4= =4 S ===
WEAPONS e R i R e S e D T e s
— Avenger 16,000 | 8,000 | Counter, Demi Shock y - 70 | Death Blow |- = i
=3 Cat's Claws | 4,000 | 2,000 | Chakra, Counter —23]- == = =
Dragon's Claws | - | 5,180 | Counter, No Mercy | s3] Elemental Attack Water =
Duel Claws __ 116,000 110,750 § Aura, Counter, No Mercy 29 yBerserk [ = =
= Kaiser Knuckles|18,000 | 9,000 | Count Down, Counter, Curse 75 | Trouble Elemental attack: Wind =
8 Mythril Claws_ | 6,500 | 3,250 | Counter, Curse o 39]- |- = === =
Poison Knuckles| 5,000 | 2,500 | Counter, Spare Change 33 | Poison - =
Rune Claws | - ]14,400 | Demi Shock, Revive, Spare Change _ 83 |Darkness |- =
= Scissor Fangs 8,000 | 4,000 | Aura, Counter 45 |Venom -

. I:__' Tige Counter, Revive

p— --_
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Amarant can use this item as a missile in
battle. — :
Amarant can use this item as a missile in

Amarant can use this item as a missile in
battle.

Headgear

e ———— e —————

Price when bought: The amount of Gil you must pay at a shop  Evade bonus: The piece of headgear increases your character's
to buy this piece of headgear. If the price is marked in blue,  Evade by the figure indicated,
this piece of headgear can only be commissioned at a Magic Def bonus: The piece of headgear increases your

Synthesis Shop. If no price is listed, it can neither be bought practers Magic Defence by the figure indicated.

thesised, but must be picked up duri dventure. 7 : . ;
bl ey T IR P R Magic Eva bonus: The piece of headgear increases your

Price when sold: The amount of Gil you receive when selling  character’s Magic Evade by the figure indicated.

this piece of headgear at a shop. Further bonuses: Any other attributes improved by the piece
Abilities: Indicates the abilities characters can learn when of headgear are listed in this column.

equipping the piece of headgear in question. Note that not all  Remarks: This column contains more information on the piece

characters can learn every ability (see pages 26-33). of headgear in question.
Defence bonus: The piece of headgear increases your charac-  characters: An “X” in this column indicates the character that
ter's Defence by the figure indicated. can be equipped with this item.
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. Adaman Hat 050 Gamble Defence| Neutralises X1x X1X XX
: HP+20% == Thunder damage.
. Bandana 500 | 250]Insomniac, +2 |+12 Speed +1, - X1X X1 X XX
4 =l Man Eater Spirit+1 e o :
- Black Hood 2,550 |1,275] Accuracy+, +27 . Reduces any Fire, X1X XX
: Death, Thunder and Water
N Locomotion | ldamage received by half =
- Circlet 20,000 |6,500] Clear Headed, - - 451 - Neutralises Earth XX XX X|X
e | Jelly == damage.
- Coronet 4,400 |2,200] Man Eater, +1 +35] - |- Neutralises Wind XX XX XX
N =1 Return Magic P damage. =
- Dark Hat 1,800 | 900] High Tide, Jelly +21] - |- Neutralises Ice damage. | X | X X1 X XX
. Feather Hat 200 | 100|Add Status, +7 Spirit +1 Enhances Wind attacks. | X | X X1X X
E Bright Eyes —_— 0 e 5
~ Flash Hat 5,200 | 2,600] Beast Killer, +2 |+37 Speed +1 Enhances Thunder and | X | X X XX
! — e R Holy attacks. == =
. Golden Hairpin| 3,700 |1,850| Auto-Regen, - +32 | +2 | Magic +1 Enhances Water attacks.| X | X XX XX
3 Loudmouth
~ Golden 15,000 | 6,000 Locomotion, +2 +47 Reduces any Earth X1X XX X1X
- Skullcap Power Up damage received by half,
- e E= e enhances Water attacks
Green Beret 2,180 |1,090] Ability Up, - +23 Speed +1, XX X EX X | x
i3 =1  F — 1Clear Headed Strength +1 e = : =
~ Headgear 330 165 Undead Killer +2 +6 = Reduces any Water XX X1X XX
1 |damage received by half . =
Holy Mitre - | 4,150 Body Temp, - +39 Magic +1, - X XX X
Se e e | Insomniac Spirit +2 i " =3
Lamia's Tiara 800 | 400]Clear Headed, - - |+17] - | Magic +1, Reduces any Wind X1X X1X X
__|Confuse, Float | | | | Spirit +1 damage received by half]
Leather Hat | 150 75]Fire ol - = M SER X XIX)] [XIX
Mage's Hat 600 | 300|Fira, - - |+14] - | Magic +1 Enhances Holy and X XX X
Loudmouth = Shadow attacks. _E |
Magus Hat 400 | 200fSlow == | +10 - Enhances Ice attacks. | X | X XX X
Mantra Band 1,500 750 Antibody, +1 +19] - | Magic +1, - XX XX XX
HP+20% Spirit 41 = -
Red Hat 3,000 | 1,500] Cover, +1 +26 - Enhances Fire attacks. %4 X XX XX
— ___|MP Attack =
Ritual Hat 1,000 | 500|Bright Eyes, +1 | - [+16] - | Strength +1 X1X X ] X X1X
Counter,
e 11— —]Undead Killer 2 =
Steepled Hat | 260 | 130]Protect +9 Strength +1 - XX X X X
Straw Hat 750 - - - - |- Weak against Fire, Ice, XA X B X X1 X EXq X
Thunder, Earth, Water,
Wind, Holy and Shadow
S ;e __|damage.
Thief Hat 7,100 |3,550] Long Reach, - | +3 |+38 Speed +2 - X
Lucky Seven,
| Mug : " =
1,200 600] Add Status, - |+17] - | Strength +1 Enhances Earth attacks. | X | X X1X XX
- Headband Gamble Defence|
= ez = o

(-3
Z s
w |
3§ AL
Barbut Alert, Dragon Killer Spirit +2 X1 X
Bronze Helm Bug Killer - X1 X
Cross Helm | Devil Killer, MP Attack +16 | Strength +1 - L IR
Diamond Helm Accuracy+, Insomniac = J+20] Spirit+1 — | 23
Genji Helmet - 1[HP+20% | +2 |+29] Magic +2 == - %=1 X
. Gold Helm 1,800 | 900 | Clear Headed, Mental +13 | Magic +1 X1 X

— || Break, Reis's Wind —— e i

Grand Helm 20,000 17,000 | High Tide = ]+33] Speed +1 - - x| X
Iron Helm 450 | 225]Bright Eyes, LevelUp | - | +7 | Spirit +1 - %1 X
Kaiser Helm | 7,120 |3,560 | Eye 4 Eye - |+26]Strength +1, Magic +1] - " XX
Mythril Helm | 1,000 J 500 | Antibody, Insomniac - |+11] Spirit +1 Enhances Holy attacks. =0 s XiX
* Platinum Helm| 4,600 J2,300 | Restore HP, Stone Killer +23)- Reduces any Ice damage received by half. | X | X
" Rubber Helm 250 Minus Strike Reduces any Thunder damage received by half.} X | X




Arm protection

Price when bought: The amount of Gil you must pay at a shop  Evade bonus: The piece of arm protection increases your cha-
to buy this piece of arm protection. If the price is marked in  racter’s Evade by the figure indicated.
blue, this piece of arm protection can only be commissioned Magic Def bonus: The piece of arm protection increases your

at a Synthesis Shop. If no price is listed, the piece of arm pro- haracter's Magic Defence by the figure indicated.
tection can neither be bought nor synthesised, but must be ‘

| picked up during your adventure.
Price when sold: The amount of Gil you receive when selling
' this piece of arm protection at a shop.

Magic Eva bonus: The piece of arm protection increases your ,
character’'s Magic Evade by the figure indicated. .
Further bonuses: Any other attributes improved by the piece
of arm protection are listed in this column.

Remarks: This column contains more information on the piece
of arm protection in question.

| Abilities: Indicates the abilities characters can learn when
equipping the piece of arm protection in question. Note that
i not all characters can learn every ability (see pages 26-33).

. Defence bonus: The piece of arm protection increases your
¢ character’s Defence by the figure indicated.

Characters: An “X” in this column indicates the character that
can be equipped with this item.

/~\ OBBREOBREN
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e > =, o -g._ z
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e e It g2 |2 =]1=
= e s jes — gE 000 ‘\g_ A E b2 LBl LR L]
Bone Wrist 330 165 | Add Status +13 | 49 | Strength +1 Enhances Earth attacks, ~ X I X | | X | X | I X | X
£=F Bracer 24,000 | 4,000 | Add Status, +35 |+18 | Strength +1 Enhances Wind attacks. X1X XX 21 X
= Power Throw = | : : :
Chimera Armlet| 1,200 600 | Add Status, Mug  |+22 {+14 |- Neutralises Holy damage. | X | X | X | X | = Z
Dragon Wrist 4,800 | 2,400 | Jelly, Lancer +28 |+12 | Spirit +1 Reduces any Shadow X1X XX X|X
S Mag Def +1 _ fdamage received by half. = B _ =mn
Egoist's Armlet| 2,000| 1,000 BeaslTlI-J(iIIer, +20{+20 | - Neutralises Shadow damage. | X | X X1 X xX1X
e Level Up =l =
Glass Armlet 250 125 | Antibody, Steal Gil |+10] +7 |- Reduces any Water damage. | X | X XX %1 X
MU — __|received by half = el
Jade Armlet 3,400 1,700 BtJdﬁl‘ Tec[np, - |+27 | Mag Def +2 Enhances Holy attacks. X | X XX XX
&1 ©———|HighTide = e ; N e = ==
Leather Wrist 200 100 | Beast Killer, +7 | +5 | Spirt +1 - XX X | X XX
S— S Bh ?Zdrd ..... —— — RO ——

- Magic Armlet 1,000 500 | Clear Headed, +16 |+16 | Magic +2 X XX X
] —— {Silence P __|MagDefsl - =00 E
Mythril Armlet 500 250 | Bug Killer +17 |+11 |Spirit+1 |- =6 X 1 X EX X | X
N-Kai Armlet 30 ] 1,500 | Bandit, Undead +27 Spirit +2 XX X1X XX
e 2 | Killer, Water | Def +2” -
Ee Rl - - 0 000 P - e [ XX PXIXIXIX PXPX
Power Wrist 5,100 | 2,550 | Accuracy+ +30 |+10 | Strength +2 XX X EX XX
Thief Gloves | 50,000 }25,000 | Master Thief +26 |+13 | Speed +1 X = = = X
Wrist 130 65 | Flee-Gil +5 1 +3 |- - X 1X XX X|X

---------- e
3 S
& /@ § /s ¥ L
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& /3 g & /& =
Ak LA &[S T [ &
Aegis Gloves 00 1| Charge! i+ A+ 0] Neutralises Fire damage. X

¢ Bronze Gloves | 480 ] 240 | Antibody |- | +8] - | +2 |Spirit +1 - X1 X

Defence Gloves {6,000 |3,000 | HP+20% +1 |+25] +1 |+20]- Reduces any elemental damage X1 X
_ E—————————"1received by half.
Diamond Gloves | 2,000 {1,000 | Ability Up, Jelly - |+19] - |+13]- ~ INeutralises Water damage. Xl X
Gauntlets 8,000 |4,400 | Cover - |+36] - | +7 |Speed +1 Reduces any Fire, Earth, Water Xl x
______ : e and Wind damage received by half.
Genji Gloves - 1] High Tide - 7] - |+17)Magict2 XX
Mythril Gloves | 980 | 490]Bug Killer, Man Eater - 1+13] - | +7 |Spirit +1 - B | X | X
Silver Gloves 720 | 360 | Undead Killer - |+10] - | +5 |- Reduces any Ice damage X x
L . = : = E _received by half. =

Thunder Gloves | 1,200 | 600 | Add Status, Devil Killer - |+16] - |+10}- Reduces any Thunder damage XX

received by half, enhances
e —— o - Thunder attacks. i
Venetia Shield | 2,800 {1,400 | Auto-Float, Counter - |+17 | +1 |+26 |Strength +1, Magic +1]- X1 X




FINAL FANTASTa 1]

Price when bought: The amount of Gil you must pay at a shop  Evade bonus: The piece of armour increases your character’s
to buy this piece of armour. If the price is marked in blue, this  Evade by the figure indicated.

piece of armour can only be commissioned at a Synthesis  Magic Def bonus: The piece of armour increases your charac- |
Shop. If no price is listed, the piece of armour can neither be  tor's Magic Defence by the figure indicated. :
bought nor synthesised, but must be picked up during your :

adventure. Magic Eva bonus: The piece of armour increases your charac-

ter's Magic Evade by the figure indicated.

Further bonuses: Any other attributes improved by the piece §
of armour are listed in this column. :

Price when sold: The amount of Gil you receive when selling
this piece of armour at a shop.

Abilities: Indicates the abilities characters can learn when
equipping this piece of armour. Note that not all characters
can learn every ability (see pages 26-33).

Defence bonus: The piece of armour increases your character’s
Defence by the figure indicated.

Remarks: This column contains more information on the piece
of armour in question. :

Characters: An "X” in this column indicates the character that :
can be equipped with this item.

o

> STEINER
> | FREYA

Bronze Armour

Carabini Mail }12,300] 6,150 ]Auto-Regen +39| - | +1| - |Speed +1, Spirit +1 - . EXS X
Chain Mail 1,200 600 |Bird Killer, HP+10% +12] - - - |- Reduces any Earth damage x| x}
e ] § = received by half. =2 .
~ Demon's Mail | 5,900] 2,950|High Tide +27 -1 - |- Absorbs Shadow damage, X1 X
.| 1 2 R =l _ enhances Shadow . f
Diamond Armour| 8,800| 2,950 |Ability Up +33| - | +2| - |Strength +1, Magic +1}- x| x|}
Dragon Mail  |14,000] 7,000 |High Jump +42] - | - | - |Strength +1 =1 X}
Genji Armour -] 1JAccuracy+, Body Temp J+45) - | +1] - [Magic+2 |- X x}
Gold Armour | 2,950] 1,475 [Stone Killer a9 -1 -1-1 = - i R x| x}
Grand Armour |45,000]14,000|Chemist, Restore HP +59) - - Strength +1 Reduces any Shadow damage x| x|
===t M- m | | = received by half. =
Linen Cuirass | 800] 400|Cover +10) - | - | - JMagic+1 S XX
. Maximillian -111,300 |HP+20% +54 - - SiEsd—————]. - -
Mythril Armour| 1,830 915 | Cover, Jelly +15] - =4 - | Reduces any Water damage X X]
2 8 received by half. :
Plate Mail 2,320| 1,160 |Locomotion, +17] - | =1 Spirit +1 - x| x}
' £ Undead Killer h | =1 |
" Platina Armour| 10,500] 5,250 |Beast Killer 361 - == - I = Neutralises Ice damage. | X | X§
* Shield Armour | 4,300] 2,150 |Distract +23] - | +5 - Reduces any Fire, Ice and Thunder | X | X §
e AR e S _ |damage received by half. =
Tin Armour  |50,000f  10]- +62 |+32 | +27]+17 |- 3 Ix

=
Zlo
> i=
aQ o |
Black Robe 8,000 | 14,500] Flare, MP+20%, +43 | +4 |Magic +2 Enhances Shadow attacks, weak X x :
=l _ | Reflectx? = against Fire damage. Bl )
. Cotton Robe 1,000 | 2,000] Chemist, Shell +10 | +2 |Strength +1, Weak against Fire damage. %=1 x Pl x 1
N —— 2 Magic +1 = . :
Glutton's Robe | 6,000 | 8,000] Antibody, Auto-Regen, |+41| +4 |Strength +1, Weak against Fire damage. X
] Body Temp Magicel——— | e
Light Robe 20,000 | 20,000] Auto-Regen, Full-Life, +41 | +6 |Strength +1, Enhances Holy and Shadow attacks,} X | X | X | X §
== Half MP : Magic +1, Spirit +1 | weak aqgainst Fire damage. :
Magician Robe | 3,000 | 4,000] Auto-Potion, MP+10%  |+21 | +3 |Magic +2 | Weak agai i mage. X1X kX
Robe of Lords |30,000 | 26,000] Concentrate, Reflect-Null|+46 | +5 |Speed +1, Strength +1|Neutralises XXX |X
= el e Magic +1, Spirit +1 : = =
Silk Robe 2,000 2,900] Ability Up, Loudmouth |+16 | +2 |Strength +1, Weak against Fire damage. 1 B X1
s e . Magic +1 z e e S =
White Robe 8,000 | 14,500] Auto-Potion, Holy, +42 | +4 |Magic +2 Enhances Holy attacks, weak X X B
Loudmouth against Fire damage. :

e e B e e e i e et . e ot S
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Adaman Vest Bird Killer, +14 +2 Reduces any Fire damagd X | X X1X X1xi
s | Stone Killer =% = received by half. =, i
Aloha T-shirt 9,500)- - - 1- i G, R XXX XXX X)X
Brave Suit 26,000 11,250} Auto-Regen, +42 Spirit +1 Enhances Fire attacks. X X
]  F———|Restore HP == e
- Brigandine 4,300] 2,150] Ability Up, +20] - - Strength +1 X X
s RN Return Magic IR - N
Bronze Vest | 670] 335{Jelly +9 | +1 ] - |Spinit+1 N X | X XQX] XX}
Chain Plate 810] 405] Devil Killer +10] - | - - | Strength +1 Weak against X b |
e N S Thunder damage. | Z : :
Dark Gear 16,300 8,150] Clear Headed, |+37 Spirit +3 X1X X1 X X1 X1
Jelly __ FB=3 e =
Demon's Vest |10,250] 5,125} Auto-Potion, |+31] - | - | - | Magic +1 Reduces any Shadow XX XX XX
Devil Killer, damage received by half i
1 _—dlocomotion F=4 1oCd 3o = .
Gaia Gear 8,700] 4,350] High Tide, +25) - 1+2 ]| - |- Absorbs Earth damage, | X | X XX XX\
Insomniac, enhances Earth attacks. |
e p———fOsmose I e = o8 =1 i
Judo Uniform 5,000 2,150] Distract, +23] - - - | Strength +1 AX XX 11X 1
HP+10% Spirit +1 SO SIS,
Leather Plate 530 265|Chakra +8 - Reduces any Ice damage| X X §
CETETamee e I == i et received by half. . = i
Leather Shirt 270 135] Protect Girls +6 | - - E =1 - EEIX X | X
Magician Cloak] 1,850] 925]Insomniac, #151 - |*2 Magic +1 Enhances Ice attacks. X XX
MP+10%
Minerva's Plate| 12,200 6,100] High Tide, +34] - | +1 | - | Strength +1, - X XX
e . —|Restore HP Magic +2 A =< - :
- Mythril Vest 1,180 590 Auto-Potion +12 - Reduces any Water XX X1 X XX
R ot et : = ____|damage received by half. 2 == -
Ninja Gear 14,000 7,000] Alert, Eye 4 Eye] +35] - | - - | Speed +1 Absorbs Shadow damage] X X |
SRR - Locomotion . = B ==
Power Vest 7,200] 3,600} Counter, +27 Strength +2 XX XX X1xi
Gamble Defence|
Stone Killer SN - = =
Rubber Suit 20,000 }10,000] Esuna, +39] +2 | +1 | +3 Neutralises Thunder X X1X
1 L —jtveditve L) ) b —tldamage, = .
\ Silk Shirt 400} 200 Cure, Thunder | +7 | - - - 1- Reduces any Thunder XX X X
damage received by half
\ Vi = == weak against Fire damage) | | | — =3
A Survival Vest 2,900) 1,450] Antibody, Mug |+17 Spirit +2 X-1X X1 X X1 XE§
3 Locomation,
W7 .
A i /
¢ % A
</
"
o 5
B e e e e
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fdd-ons

. Price when bought: The amount of Gil you must pay at a shop
. to buy this add-on. If the price is marked in blue, this add-on
- can only be commissioned at a Synthesis Shop. If no price is
. listed, the add-on can neither be bought nor synthesised, but
- must be picked up during your adventure.

' Price when sold: The amount of Gil you receive when selling
this add-on at a shop.

. Abilities: Indicates the abilities characters can learn when

| equipping this add-on. Note that not all characters can learn

i every ability (see pages 26-33).

! Defence bonus: The add-on increases your character’s Defence

i by the figure indicated.

170 ITEMS

Evade bonus: The add-on increases your character’s Evade by
the figure indicated. i
Magic Def bonus: The add-on increases your character’s Magic !
Defence by the figure indicated. :
Magic Eva bonus: The add-on increases your character’s Magic |
Evade by the figure indicated. g
Further bonuses: Any other attributes improved by the
add-on are listed in this column. :
Remarks: This column contains more information on the |
add-on in question. i
Characters: An "X”" in this column indicates the character that |
can be equipped with this item. :
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Ancient Aroma 1] 0din's Sword - | +4] - | - |Strength +2 Enhances Shadow attacks, X X
— bl weak against Holy damage. =
Angel Earrings 8,000 |10,000| Auto-Regen, +2 - Strength +2 Enhances Holy attacks. X X
MP+20%, Reis's
= Wind W =
Anklet 4,000 | 1,600) Counter, Healer, - 1+5] - | - [ Magic +3, Spirit +1 X X
Locomation I - = =
Barette 1,800 | 3,500{ Chemist, Cura, - | - | +1] - [Strength +3, Enhances Ice attacks. X X
Gamble Defence || |Magic#l, Spiitel} 00
Battle Boots 6,500 §10,500] Initiative, MP +2 +1 Strength +2 - KX X XXX
S | Attack, HP +20% — B N
Black Belt 4,000 | 5,500] Beast Killer, Demi, {#1 ] - | - | - |Strength +2, Enhances Wind attacks. XX XX }xqx
- HP+20% _Jpirit+2 il
Cachusha 1,000 | 1,500] Ability Up, Bright | - +1 Speed +1, Enhances Fire attacks. X X
— ] g {Eves Life Magic +2, Spirit +1 ——Eud E
Coral Ring 1,200 | 2,000{ Insomniac, Lancer, | = | - | - | +3 | Spirit +2 Absorbs Thunder damage. | X | X | X | X X
Man Eater = == E
Desert Boots 300 750] Flee-Gil, Protect, = +2]= Magic +1, Spirit +1] Reduces any Farth damage | X | X | X J X | X | X
Scan received by half, weak
=== - | against Water damage.
Extension 3,500 | 5,000 Auto-Potion, Level [ +1] - | +1 Strength +1, Enhances Thunder attacks. X X
1 F——|Up, MP+10% =B Magic +2, Spirit +1 == s
Fairy Earrings 3,200 | 3,000] Body Temp, Level | - | +4| - | +2 | Spint +2 Enhances Wind attacks. XXX XXX
Up. Regen | e N
Feather Boots 4,000 | 3,000 Auto-Float, Float, | - | +3 | - - Absorbs Earth damage. XX XX xqx
Mini
Germinas Boots 900 | 2,000] Alert, Flee, - | +2] - | - |Strength +1 Enhances Earth attacks. XXX XXX
£ HP+10% . = = -
Glass Buckle 500 | 800] Add Status, - +5 | Strength +1, - XIxpxx|xqx
= .. Antibody, Thunder PhestomEte 20 Bl B b=
Gold Choker 1,300 | 2,000] Auto-Potion, - | +2f+1] - |Magic +2 Reduces any Wind damage | X | X | X | X | X | X
Flee-Gil, Shell received by half, enhances
e == - Shadow attacks. =1 =
Madain's Ring 3,000 | 3,750] Body Temp, Chemist] - | - | +2| - |Spirt +2 Absorbs Ice damage. XX pxxpxix
GuardianMog | f } { }
Magician Shoes 1,500 | 3,750] Blind, Clear Headed,] - - | +6 | Magic +2 XXX XXX
e e e MPr10% E R T = k=l
Maiden Prayer 1] Auto-Regen = | - | +1]+3 | Magic +1 Enhances Holy attacks, X
weak against Shadow
- = e = damage.
Pearl Rouge 5,000 | 2,000] Level Up, Loud - - | +4 | Magic +2, Spinit +4] Reduces any Holy damage X X
mouth, Reflect-Null received by half, enhances
O ——— — e e e e lﬂrUteT FltT.EI(_kS, — | — . — A
Power Belt 2,000 | 3,500] Counter, Fira, +2 - Strength +3 X4 X EX X BX] X
MP Attack S, v, _
Promist Ring 6,000 | 4,500} Absorb MP, Mag = | +3} - | - |Strength +2 - XXX XXX
Elem Null,
LS. Restore HP_ .
Protect Ring 40,000 |20,000] Half MP, +2 | +4 | +#3 | +6 | Spirit +1 All elemental damage XXX XXX
Long Reach reduced by half.
e = | Mag Elem Null == —— W R G e =
Pumice 50,000 §25,000] Ark +1 +2 Speed +1, Magic +1 - XXX {Xxixix
Pumice Piece 25,000 1] Boost - | +5 | +1] - |Strength +2, Absorbs Holy and Shadow | X { X | X | X | X | X
e | == == Magic +2 damage.
Rebirth Ring 7,000 | 5,000 Auto-Life, Life, - +2 Spirit +4 Enhances Holy attacks. XXX XXX
Revive 1 | == - e Se——— . =
Reflect Ring 7,000 | 3,500] Auto-Reflect, -1 -1+ Strength +1, Weak against Fire, Iceand | X | X | X | X | X | X
=== | Distract, Reflect Magic +1 Thunder damage.
Ribbon 1] Ability Up, +1] +5 | +1 | +4 | Strength +1, Absorbs Water and Wind XXX XA
Guardian Mog, Magic +3, Spirit +1] damage, reduces any Fire,
Madeen Ice, Thunder and Holy
——= ; e damage received by half.
Rosetta Ring 24,000 }18,000] Concentrate, Level | +1 | +2 | +3 | +2 | Magic +1 Absorbs Fire damage. KX X %% ]x
=] | Up, Reflectx2 ==1 I o -
Running Shoes | 12,000 {16,500} Auto-Haste, Auto- | - | +4 | - | +4 | Speed +2 - XX XXX ]X
Potion, Haste e RS I — B !
E Sandals -f 000§- = - e - ] - L5 R .S R RS R
= Yellow Scarf 400 900 Bird Killer, - +1 Strength +2 XXX XXX
: Millionaire,
Steal Gil
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Amethyst Atomos, Demi Restores number of HP equivalent to total stock of | X | X| X | X | X | X | X| X
Amethysts x 20. Can only be used during battle. = =
. Aquamarine 1 | HP+10%, Leviathan Restores number of HP equivalent to total stock of | X | X| X | X | X X1 X
e = e Aquamarines x 28. Can only be used during battle. : =
Dark Matter - 1 | Odin Target takes 9,999 HP damage. XEx Y EXl X B | X
Diamond 1| Body Temp, Distract Restores number of HP equivalent to total stock of | X| X XX PX] XX
Diamonds x 36. Can only be used during battle.
See the PlayOnline link below. B == =
Emerald - 1 | Haste, MP+10%, Restores number of HP equivalent to total stock of | . X} X| X X [ X | X | X | X
White Draw Emeralds x 44. Can only be used during battle
N See the PlayOnline link below. Bl B
Garnet 350 1 | Bahamut, Healer Restores number of HP equivalent to total stock of | X | X | X | X | X | X | X | X

Garnets x 12. Can only be used during battle.

Restares number of HP equivalent to total stock of | X | X} X} X | X | X | X| X
Lapis Lazulis x 100. Can only be used during battle,
Restores number of HP equivalent to total stock of | X | X| X X | X | X | X| X
Moonstones x 52. Can only be used during battle.
See the PlayOnline link below. I
Restores number of HP equivalent to total stock of | X| X | X | X | X | X | X| X |
Opals x 84. Can only be used during battle. ) i
Restores number of HP equivalent to total stock of | X| X} X} X | X | X | X
 Peridots x 68. Can only be used during battle. _

Restores number of HP equivalent to total stock of | X| X | X | X [ X | X | X| X
Rubies x 60. Can only be used during battle.
Restores number of HP equivalent to total stock of | X | X | X | X | X | X | X| X
Sapphires x 76. Can only be used during battle. " =
Restores number of HP equivalent to total stock of | X| X] X X [ X | X | X | X
Topaz x 92. Can only be used during battle.

Lapis Lazuli | 400 | 2% Ability Up, Accuracy+

STETTT TR

Moonstone - 1 { Beast Killer, Shell

Opal 100 1| Blizzara, Shiva

T

Peridot 100 1 | Ramuh, Thundara

Ruh_y == : - E 1 Carbuncle, Reflect

Sapphire 200 1| Fenrir, High Tide

Topaz 100 1 | Fira, Ifrit

§wom by Eiko and Dagger, they have a very speci-
§ al effect - go to PlayOnline to discover the secret!

Price when sold: The amount of Gil you receive when selling
this item at a shop.

Price when bought: The amount of Gil you must pay at a shop
| to buy this item. If the price is marked in blue, this item can
¢ only be commissioned at a Synthesis Shop. If no price is listed,

| the item cannot be bought, but must be picked up during your Remarks: This column contains more information on the item.

¢ adventure.
whce  |PRICE
i ; ~ lgoucHT |WHEN SOLD|REMARKS
Annoyntment | 150 75 | Cures the Trouble status. Ny
Antidote 50 25 | Cures the Venom and Poison statuses. N . =
Dead Pepper - 50 | During battle: deals damage equivalent to total quantity of Dead Peppers in your inventory x 30, Can also
_| be given to the Chocobo if he is to unearth treasure.
Echo Screen 50 25 | Cures the Silence status.
N Ebelr———— 1 - 1] Fully restores HP and MP. T —=_ _ R
Ether 500 1,000 | During battle: restores 150 MP, outside of battle: restores 100 MP. e
Eye Drops 50 25 | Cures the Darkness status. A I i
Gysahl Greens 80 __30] Cures the Berserk status. Use these to call a Chocobo when standing on Chocobo footprints,
Hi-Potion 200 100 | During battle: restores 450 HP, outside of battle: restores 300 HP.
MagicTag | 100 50§ Cures the Zombie status. S e
Ore - 150 | Restores number of HP equivalent to the total quantity of Ore portions in your inventory x 4. Can only be
used during battle. s
Phoenix Down 150 75 | Cures the KO status. .
Phoenix Pinion 300 1,000 | During battle: cures the KO status. Eiko can equip it to learn the ability Phoenix. g
Potion 50 25 | During battle: restores 150 HP, outside of battle: restores 100 HP.
- Remedy 3000 150} Cures the Stop, Poison, Venom, Mini, Gradual Petrify, Silence and Darkness statuses.
Soft 100 50 Cures the Petrify and Gradual Petrify statuses. R i
Tent 800 400 | When talking to a moogle: restores HP and MP. During battle: target is afflicted by Darkness, Silence
== __{and Poison. )
Vaccine 100 50 | Cures the Virus status. P e

e e e

gl imms




synthesise the item.

synthesise the item.

Synthesis Shops

Synthesis price: The amount of Gil_charged by the Synthesist
for creating this item.
Source item A: The first of the two ingredients required to

Source item B: The second of the two ingredients required to

Location: The columns on the right indicate the towns and
villages where you can commission specific items. Please note
the Disc number - in some locations, you can only commis-
sion items for synthesis at a later stage.

More on Synthesis Shops and on synthesising items can be
found on page 11 in the "How to play” chapter.

FINLL FENTAS Vol

CSYNTHESIS SHOPS

{ *Save the Queen

an o

nly be used by Beatrix

Ly - . Ly
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553 Sy S [E3a [ [8§n [E> [§3 /&
Amethyst | Ore Annoyntment - » - - X X == £==
Angel Bless | Mythril Dagger | Gladius - - X = = IS -
Angel Earrings _Fairy Earrings | Barette : === - X - = -
Anklet Gold Choker Peridot - = - == X X i
Barette | Needle Fork Barbut == Z X X X = =
Battle Boots Feather Boots | Wing Edge < - Bl X - s
Black Belt Twist Headband | Survival Vest - - - X = ==
Black Robe Gaia Gear N-Kai Armlet - - - B i X= - -
Bracer Battle Boots Venetia Shield = | - . == X =2
Brave Suit Mythril Vest Mythril Rod = . = - == =1 X ==
Butterfly Sword | Dagger | Mage Masher X X Bl X = - =X ==
Cachusha | Magus Hat Rubber Helm == X X X X X =] - ==
Circlet _Coronet | Rosetta Ring - ] - - - X
Coral Ring | Lightning Staff | Rod . - X X X =] X X -
Cotton Robe Wrist ] 5teepled Ha X X =% X X X X
Desert Boots Leather Hat Leather Shirt =" X X X X X = X E=
Duel Claws Dragon’s Claws | Tiger Fangs = - o = N - X =
Bher——————1 _Echo Screen Vaccine - = - - = - = 7=
Exploda Mage Masher | Mythril Dagger - X X X X = X -
Extension | ‘Lamia’s Tiara | Multina Racket | - | - X X X =1 - -
Fairy Earrings Magic Armlet | Soft B - - X == I == -
Feather Boots | Magician Shoes | Phoenix Pinion - - - X X =51 -
Garnet Ore {Remedy - — 1 P x B
Gauntlets ‘Mythril Gloves | Dragon Wirist | - — - =1 x
Germinas Boots] 900 | Desert Boots Fork = X X X Bk = X -
Glass Buckle 500 | Glass Armlet Leather Wrist X X E=% X e X - X -
& Glutton’s Robe | 6,000 | Mythril Fork | Cotton Robe : - - — - :
" Gold Choker | 1,300 | Linen Cuirass Soft = X X X X i3 - X ==
" Golden Skullcap} 15,000 | Gold Helm _ | Golden Hairpin - - - - - - X B
* Grand Armour | 45,000 | Mythril Sword Mythril Armour - - - Xi ==
§ Grand Helm | 20,000 | Cross Helm | Power Belt : Z = X
® LapisLlazuli | 400 Ore Dead Pepper = = - == X
Light Robe | 20,000 | Magician Robe | Glass Armlet - - - = == X -
Madain’s Ring | 3,000 | Bone Wrist | Stardust Rod == - X X X X -
Magician Robe | 3,000 | Mage Staff | Magician Cloak_ - - - - X X X S =
Magician Shoes | 1,500 | Germinas Boots | Bone Wrist - X X X X Ek— - -
Masamune 16,000 | Zorlin Shape | Orihalcon = - - - R
Opal | 100] Ore Potion = - - - = X :
Pearl Rouge 5,000 | Moonstone | Elixir - | X Tl == - B
Peridot o optEe——————]sSoft - E——— = : =1 X =5
Phoenix Pinion | 300 | Phoenix Down | Gysahl Greens - . : - X
Power Belt 2,000 | Glass Buckle | Chain Mail === X X X = - - 1
Priest’s Racket | 11,000 | Air Racket Cachusha = - - = - X ==
- Promist Ring 6,000 § Chimera Armlet | Ruby = == x— - =
Protect Ring 40,000 | Dark Matter Rebirth Ring = - = e === - - X
Pumice Piece | 25,000 | Hammer Pumice - = - - = = 2=
Pumice 50,000 | Pumice Piece Pumice Piece - - = - = - X
Rebirth Ring 7,000 | Diamond | Anklet % = - - X ==
Reflect Ring | 7,000 | Anklet Madain'sRing | - - - X X X X - B ==
Robe of Lords | 30,000 | White Robe | Black Robe = - ==K - -
Rosetta Ring | 24,000 | Madain's Ring | Holy Lance == - - - =B == X -
Rubber Suit | 20,000 | Minerva's Plate | Eqoist’s Armlet - === - - - X E
Rune Tooth | 2,000 | Mythril Dagger | Mythril Dagger - - = X =1 X - X -
Running Shoes | 12,000 | Battle Boots | Emerald s - - -
Sapphire | 200§ Ore Antidote 2 - z = =2 X X
Sargatanas 12,000 | Zorlin Shape | Gladius - i == - = =X =
Save the Queen'| 50,000 | Javelin Silver Gloves = - » - = . === - X
Silk Robe 2,000 | Silk Shirt | Bandana = S = X b X X ===
The Ogre 700 | Mage Masher Mage Masher X X X X X X = X =
Thief Gloves 50,000 | Mythril Armlet | Sargatanas = = - = X -
Tin Amour | 50,000 | Hammer Ore - S = =1
Topaz 100§ Ore | Eye Drops E = = X X X
White Robe | 8,000 | Gaia Gear Jade Armlet - S = | = -
~ Yellow Scarf 400 | Feather Hat Steepled Hat X X X X X X - X -



Thmughout your adventure you will find your
path barred by around 150 different kinds of
monsters. The information on the following
pages will help you enter battle well prepared.
Look up the monster tables to discover your

]lIIIIII The creature’s name.

Since certain monsters will reap
pear with different stats during
your adventure, some of the

tables are more extensive than
others. When confronted by
such a monster, look up its
"Location” entry and com-
pare it with your current

whereabouts, This should help

(ot
adversaries' strengths and weaknesses.” We also ]
reveal a few useful strategies.-The monsters’ N
statistics, together with our tried and tested
battle tips, will help you defeat even the most :
formidable opponents. i
R —

you identify which "version” of
the monster you are facing..

INERRIESSES most monsters are vutnerable to at teast
one status effect. Read this column and exploit your
opponent’s particular weakness. This is explained in
greater detail in the "How to play” chapter on page
10,

>R MY
ITE]II'J DROPPED RETER BRTTLE some creatures seem

to have ambled straight out of o shop: reliable witnes-
ses have reparted monsters carrying up to four items.
4 They kindly drop their goods after battle, giving you
an added incentive to emerge victorious.

CARDS:
-ntn..“-h.‘:-\-."\-\-.

[HH“G You don't have to win a

Ice Beast Killer

h‘Gll

e “““”‘““"":Z:‘:’m

4

§
i

s 14 ] 2,754
D AFTER BATTLE: :

ITEMS DROP

Phoenix Down, Lapis Lazuli,

Echo Slnreen

ERP vou earn £xp (Experience
Foints) for nearly every defeated
monster, These EXP help you
achieve higher levels, thus
improving your characters’” HF,
MP and other statistics.

HP Like ExP. AP ([Ability Points]) are only

== Tetra Master match to obtain

new cards; some monsters won-
der around with cards in their
i pockets. If you're looking for a
specific type of card, search the
Card column to see which mon-
ster might drop it after battle,

MABNSTERS

| gained after victory in battle. AP enable
8 your characters to learn [abilities]. This
figure represents your AP gain after you
encounter just one () of any particular
{ kind of monster. If you encounter two mon-
sters of the same race, this will increase the
number of AP gained. However the number
of AP is not doubled i.e. if you gain 4 AP
after defeating one “Stilva”, this does not
mean that you will receive 8 AP if you
defeat two "Stilvas”. When it comes to
several monsters of the same type, our AP
figure acts merely as an indicator. It alfows
you to gauge the minimum number of AP
you will gain if you encounter at least one
B of this monster type. Abilities are explained
in greater detail in the How to Play chapter.

| bl Most monsters carry loose
4 change in their pockets. When
defeated, they drop their Gil
{the currency in the world of
final Fantasy IX). S0 don't worry
if you're low on funds: just set
out into the wilderness to cash
in and stock up an Gil.

P P PP P e e P e i e T i e e
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LU 7he higher the level figure, the more battle-hardened your opponent. Just like your characters, monsters
. at higher levels are tougher and have greater attack power. But, however formidable your opponents, it's f
- ¢ ; X; S g ¥ still worth taking them on. As well as earning you valuable items, victory will also generally bring you a

: = ## considerable amount of EXP (Experience mert:.) and sometimes more AP (Ability Points) than usual.

o ) T v

LY - £ L L e

= MP Like your characters, your opponents need MP to cast spells. This
7] figure helps you judge whether, and to what extent, a monster will use

N 3 IDCRTION magic against your characters. (.rem‘.rfres wir.h_ Jjust a handful of MP are Je
N Where do specific monsters tend unlikely to cause much trouble by using magic.

: to lurk? The column lists the regi-
) | “| ons where you are most likely to :

r come across the creature in que- HP 100k up.rhe HP column to gauge how many more blows your oppo-

v/ stion. However, some opponents nent can wrlhsmrrq before s{rcqfn:h:n_q. Like your characters, all oppo-

’ are only found at the location nents have a certain amount of HP. Once these are reduced to 0, a mon-
f listed. ster can no Ionq@r cause trouble ...

Treno, Memoma HP: | MP: | LV:
24,123 13,338 | 71

Phoenix Pmlon, Phoenix Pmmk
Pinion, Phoenix Pinion ‘

: - - . XS - T~ W E g | — 0
REMARKS: There is a 25% khance that this monster will counter physical

attacks with Meteor. The Behdmoth in Treno drops no items after battld

A
P "&‘,h‘"“‘ { / O R
il lTHH& OBTATNED BY USHUH STEAL [IIIIIIIIHIIEI Certain characters, ,‘ S\ i
i“ {ortexa;ptfz, fdam}, can use a sprec:?i clammantd tStelrn-.t du:ng _I:crtt- p YR } LERRIED BY QUIRA USING EAT
1{} le to obtain items from opponents. It is easy to steal everyday items | y 1 o o -} . _ ;

il such as Potions, However, it is much harder to obtain more valuable { .~ = ' * | Tl £ﬂmmnn“ Qufing, Py O tae—nost
items. You might have to use the Steal command repeatedly to obtain | L% = RG] = bizarre of your companions, instils hfe HE
these, as your chances of success are considerably lower. If an attempt | /=" T ) S hoppﬁonenrs by devau:ng ; Pem
fails, you need a lot of patience and medicine to profong battle until S REF Z”CE k e’; we.'[ostfﬁ %-of e e it
you have obtained the desired item. e / nf;: ds:m'q{: e”;;”gm_f;’ l«:’h;i e:.iaﬁ;j::

FETE RN LR e VR Y L Quina can even try to Eat monsters once
REMARKS 7his cotumn contains useful information on. your opponents and suggests battle strategies. tghe}.r ha_vet fast 5{0% of th?:rIHP}_W;en
You'll see the attacks to which your opponent is completely resistant (“immune to ...") or fairly resistant umat Jirs _ts?mp SE amcg e ;;_t .Of
(“reduces ... damage it receives by half”). Certain monsters actually recover HP when attacked with spe- mo;S ot dd e of Itig = r;;es
cific status effects (“absorbs ... damage”), so you'd be well advised to avoid such attacks. You may be ;’;gﬁc_m}; u;; f:; Ttssur:;i?dg"f 1’;“;‘;

uen

surprised to find that some "monsters” are not even bent on doing battle. They just beg for little presents
instead - or simply ask intriguing questions ...

against monsters, This column shows
you the kinds of Blue Magic Quina can
obtain by using the Eat command.

— - T —

7:danp appears once Abadon has attacked twice. The dmnaqe dealt

WEAKNESSES: ITEMS OBTAINED BY USING STEAL COMMAND: | LEARNED BY QUINA "USING EAT cnnmuu
Wind, Bug Killer, Bird Killer Garnet, Vaccine, Phoenix Pinion, Twister
Phoenix Pinion

EMARKS?: This monster is immune to Earth attacks.

MONSTER |




_ﬁm '_ s . . LOCATION (EXAf _”F.os:sil Rod, Mist Continent ._H_"= ;."‘..P= f. Lv: |
Abomination | ERERE

| WEAKNESSES: [ B ITEMS OBTAINED BY USING STEAL COMMAND: |LEARNED BY QUINA USING EAT COMMAND:.

o

P = .Ore, Hi-Potion, Ether I Night
| ———e .\_- — EXP: - “P: 'Gil: e - - ._ e ———rr e e e
=|OESES | 388 g
: TEMS DROPPED AFTER BATTLE: | R RS S % |
Phoenix Down, knnoyntment | |
ARD: [ronite =—————— '

" Riamanoise

i Tent, Hi-Potion, Phoenix Down EEarth Shake

m Tms monsrer réc?uge; Eny I‘l-"’{}.té! dan;ag_e_rr r.fétérv_es_.by hfﬁ,{ o
e et —

e s
Ipsen’s Castle {_HP: | MP: |LV: &
| 6, ??5 | 1590 43 1

B [7E0S OBTAINED BY USING STEAL COMMAND: Lsaaum BY QUINA USING EAT cnumun-

i Tent, Soft, Ore

mﬁr; (.-r'é_u'tme is accmnpnmed by a ( mgow‘p m]h‘ the AP frqurp is for ;
.‘mfh monsters (Agmps and fmqoya‘e) mqerher

- —————

: E
| Hi-Potion, Antidotee, Phoenix Pinion, |Lv 4 Holy
| Ether
m Thr'; monsrer 15 rmmune to E arfhﬂﬁ_ftacks—

S

{Tent, Ether

Ethe
«aRo: HedgehogPle

| mp: LV:

ITEMS OBTAINED BY USING STEAL COMMAND: |LEARNED BY QUINA USING EAT COMMAND:
i Ore, Tent ‘Bad Breath

| Thunder

ExP: I AP: | Gil: _:m"! his monster reduces any Water damage it receives by half. =
. 5080 § 2 i 1137 i A —— L . 3
TEMS DROPPED AFTER BATTLE: {

| Hi-Potion, Eye Drops Ether

un. _Dragonfly

-é S " === R eSO SRR S R L TR S S S S e s SRS ST T T e

|lh | mansTERs |




TIHL FTS Vel ]

| 3,938 | 3,950 |
ITEMS OBTAINED BY USING STEAL COMMAND: |LEARNED BY QUINA USING EAT COMMAND:
 Annoyntment, Mythril Vest, Gold Helm

- REMARKS:

R Antlion absorbs Water attacks and uses Counter Homn to counter phy-
sical attacks. Have Vivi select the Focus command four to five times, then have him

S cast Blizzard, since Antlions are vulnerable to Ice. Heal your party immediately
aﬁcr the monster uses its Sandstorm attack.

Kiera Desert

)5 Oeilvert

Have all pmty nrembers equw b‘?e Clear- heau‘ed abilit 'y, {)”?P!Wf‘ge the
{ monster's Propella Wind will inflict the Confuse status on your characters. Attack

for all you are worth. You'll find the Counter and MP Attack abilities very useful
| The monster is immune to Earth attacks.

i

CARD: Atmos

S ————————————————————————

.L_.n__;,- =N

ﬂrmndullahan

i Ore, Hi-Potion, Ether

- ":.L“‘“""‘“"““"“"“':}':‘_:._':':::':," ':'..__"_‘:_‘.2_1“ ——— ——— —

] This monster reduces any Shadow dumu;e it receives by half, and
| always initiates battle with a Back Attack.

: | CXEYXTEEN 775 monster i
_2.] ?fr_?___t__ e
ITEMS Mﬂiﬂ um CBATTLE: : :
Hi-Potion, Lapis Lazuli, Vaccine, Ether

CARDE Ash

ymune to Earth attacks.

MORSTERS




Kontinent des Nebels

Potlon Echo Screen :

m “Bomb.

el R R

ITEMS OBTAINED BY USING STEAL COMMAND: | LEARNED BY QUINA USING EAT COMMAND:
Potion, Hi-Pation, Phoenix Pinion iAqua Breath

‘Banﬂersnatch

Beast Killer

Ore, Phoenix Down .

AR Wyerd

e e e o )

Beast Killer, Ice

|
-

LA w_1___.._._._.._..__.“h___ —f“ — h____,_:____r,___‘;____ﬁ___
_Basﬂlsk - | Mt +“'_

ITEMS nmrua AFTER BATTLE:

Soft, Hi-Potion, Potlon

CARD: Lizard Man

I

5030 [34(1 Il M

i Phoenix Down, Chain Plate, Mythril
Sword

' mns DROPPED AFTER BATTLE!

Battle erm‘s after a specific amount of frme has m‘npsm or once

__H Beatrix has lost 3,630 HP. She finishes the encounter by using Stock Break. You

! can thus either fight "normally” or remain passive. Make sure that Zidane steals
| items from Beatrix, and remember to equip items that absorb Thunder attacks
L(Slf(h as the Coral Ring), since Beatrix uses such attacks.

>>

———
HP 1 mp: il.\l':

VAT

MONSTERS
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PHELL FRETES Ta l

e e e e e T B = P—T— T —

- H-I_’ i M‘P:-H' "L\n': i

- Beatrlx

qu\ 3,964 | 17

: Phoenix Down, Thunder Gloves, Ice
Brand

SUfHP wrdc a,h‘er some time or whrw Hwn‘rax hm lost '. P l!"r HP

| Again, she finishes the encounter by using Stock Break. As she only attacks one
haracter at a time, it should not be difficult to hold out. Still, remember to heal
our characters in time. Once again, you'll find items that absorb Thunder attacks
such as the Coral Ring) uSPfUI

Battle ends after a rertam period of time has e!apsed or once
eatrix has lost 5,709 HF. As usual, she finishes the encounter by using Stock
reak. Use the same battle strategy as during your previous encounters with

¢ Treno, Memoria

Phoenix Pinion, Phoenix Pinion,

Phoenix Pinion, Phoenix Pinion
£ mmere.rs.a“é’ﬁ% chance that {ms monster will counter phys:ca{ uH;}_rks-
_ | with Meteor. The Behemoth in Treno drops no items after battle.
_gggymnmanm;nns =
Phoenix Down, Lapis Lazuli, Echu

SEEEES
CARD: Dgre

Blac]illlaltzl = =

— e — . . -...-_.-_.-_.-_.-_-.h..._.._.__._H__._-.___-__-.___-_-__-__—._n_.ﬁ_._.___a_.__. i

________ ITEMS OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:
Fire, Ice { Remedy, Silk Shirt

e e e e e

The figures for EXP. AP and Gil are valid for Sf:}:k
| Sealion toge:her

H

MONSTERS.

' m Black Waltz E?o:n?e_;;n_r;r;r( J:"rfaé?éé'mm' .En’e so use p phys ical |
_i| attacks. (Steiner's Sword Magic also counts as a physical attack). This creature is
| immune to Earth attacks.

e

CA!BI mh*w{_ﬁ_ =y

Blak Waliz }

| Man Eater

= 5 cast J’hunn‘am while the Black Waltz 3 is floating, since floating causes him to
DROPPED AF \ = be immune from physical attacks. As Dagger is not present to heal your characters,
§ you should end this battle as quickly as possible (unless you have a large supply of
Potions).

MONSTERS




South Gate

As Black Waltz 3 al w—a_vs attacks a sfr:g!é character at a time, it's
hardly a formidable opponent. Black Waltz 3 will even attack itself if Marcus and
Steiner are knocked out.

HB]&ZEI HBB“B - .' -. :' (PLES)E ﬁiét.tonﬁnfnt

___' OPPED AFTER BATTLEE
Phoenix Down, Ether

o o P e e e

awe: Gawler

T}m monster cmmot really be attacked. It inflates during battle and
eventually explodes automatically.

& Donna Plains |

ITEMS DBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:
;Phoemx Down, Tent, Ether 11,000 Needles
] |

Pt — = ._'?_"::_1':._"'—':-’—..:_"_'.'::‘_"‘_”“:—_____ —_— e

'WWI?GH utrucketi (r;r!unrs hide in the ground. Do not attack them at
this point, as they counter any assault.

| Tent, Hi- Fot1.ur| Phoenix Down Ether

Jﬁ[amun lllnrm

' Bug Killer, Ice

MORSTERS

HE




|

f &

j Ei_u 3 Def-Less

i

! E;E D;aps, 5Fe, Phue?nx Dawn

j Treno, Forgotten Continent | HP: | MP: | LV

%..?.".? | 1,069 | 1?

l‘l‘EMS DBTAINED BY USING STEAL I:OMM&NII. LEAINED BY QUINA USING EM’ COHHAHD-

Suft Hi-Potion, Phoenix Pinion, Ether L1m1t Glove

m_fl‘;!‘,_::_r{;;a\f&_r H_J’\;H_Jf\ i:mr! (n'f)ve skiH once .'I Js f."our‘ m 1‘ IJ’P

Ice Cavern _HP: MPi. -_ LV:

Ip-sén.'sﬂtés:tl.é = HP: '_ MP: _ Lv:

i th | ],m‘b 4é ;

ITEMS DBTAINEIJ l\' USINE STE.II. EDHMAND' LEMINED IY QU!NJ\ USING EAT COHMAND‘

i0Ore, Tent, Ether EAutu—hfe

!T!il! DROPPED AFTER T'H.Ej
Opal Ether

HP: MP:

| 21,901 | 3,053

B | 1{ (s OBTAINED BY USING STEAL COMMAND: LEARNED 8Y QUINA USING EAT COMMAND:

E‘u’accme Remedy, Remedy Frmt

WHKNESSES :
. Ice, Devil Killer

Eunoras Plains S HP: _MP: | Lv: §

204 27 -"i 8

I'!EMS OBTRINED BY I.ISIHG STE&L CDMMAND. LEARNEG B8Y QUINA SING EAT tOHMANO‘

Aqua Breath

f Remarks: Fl’ns monster reduces arw Water dumuqv r{ receives by hm;’




This creature only uppwm in the co-'npfmy f)f Sand Golems ( see ﬂugP '
47) and absorbs Water damage.

Leearsssasressrsstnn,

_Tram]er

ITEMS OBTAINED BY USING STEAL COMMANDI | LEARNED BY QUINA USING EAT COMMANDS
{ Antidote, Phoenix Down, Hi-Potion,

iPhoenix Pinion

| Devil Killer, Bug Killer, Bird Killer, Ice,

{ Elixir, Black Belt, Duel Claws
| Wind |

This monster begrm hy rns!mq Meteor, instantly dpfm.fmq your party '.Il
your characters do not have enough HP. Equip abilities such as Auto Life and heal your
| characters if they survive the first onslaught. The MP Attack and Bird Killer abilities will
| come in particularly handy during the following battle. Make your battle much easier by
e — huwrrq Quina use Night or Zidane use Soul Blade (together with Ultima Weapon) te inflict
% _-"“““'1 —-H: ;—-;:,&‘;%“ | the Sleep status on the Dc‘ﬂH‘r;rmsr* Only use Night if your characters have equipped their
| J‘rlso.'rm.cu ability. The monster is immune to Earth attacks.

| Phoenix Down, Wing Edge

[TPPPTPTPRPIPRRPRP -

m e Ilemlrnhlum — f_‘”“ f”’“_“

f
|
|
|
|
|
|
|
|
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Desert Palace S Hp: | mp: | Lv: |

3,292 1.018 30

e

—— ITEMS OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:

{ Antidote

Uese:.f b’uofb (r.f R‘rrrhnr Bom‘s are use,ful as they reduce Earth dn.rnm,re
i received by half or absorb it altogether, thus diminishing the impact of the monster's
Earthquake attack. Quina's White Wind is useful for healing the party, while Zidane should
concentrate on attacking the Earth Guardian. The Auto-Reflect, Auto-Regen and Auto-Haste
i abitities offer excellent protection, while Devil Killer and MP Attack strengthen your attacks.
Quina can try to Eat the Earth Guardian once it has lost around 15,000 HF. The monster
absorbs Earth attacks and reduces any Shadow damage it receives by half.

Stone Killer ;Angel’s Snack

ey

_REMHKS‘ Use the Soft item on the monster to defeat it instantly. This monster
€ is able to create mirror images of the characters in your group.

Oeilvert

ITEMS OBTAINED BY USING STEAL COMMANDE | LEARNED BY QUINA USING EAT COMMAND:
ESoft, Topas, Phoenix Pinion

|

LN REMARKS: This creature, created by Epitaph, reduces any Shadow damage it
__‘_\h\‘,g_j__lji__&_‘ receives by half and deals 9,999 HP damage to Amarant.
— SisE SIS LS IS :

Topas Hi-Potion, Phoenix Down

R —

This creature, created by F;}ff aph, reduces any Shadow damage it
receives by half and deals 9,999 HP damage to Dagger.

‘~’-‘M~’-.L-‘-:-:‘_-“'".‘-?-.>-... -

MONSTERS



Soft, Opal, Phoenix Pinion

- REMARKS: This creature, created by Epitaph, reduces any Shadow damage it

: eceives by half and deals 9,999 HP damage to Freya.
Hi-Potion, Opal, Phoenix Down ;

]

Oeilvert

Ouina
| WEAKNESSES:
Man Eater, Holy

E Soft, Peridot
' {

REMARKS: This creature, created by Epitaph, reduces any Shadow damage it

. HP: | MP:
" Stpiner
m ITEMS OBTAINED BY USING STEAL COMMAND: |LEARNED BY QUINA USING EAT COMMAND:
i Man Eater, Holy ESoft, Lapis Lazuli -
H t

Bl REMARKS: This creature, created by Epitaph, reduces any Shadow damage it
receives by half and deals 9,999 HP damage to Steiner.

Hi-Potion, Peridot, Phoenix Pinion

This creature, created by Epitaph, reduces any Shadow damage it

Hi-Potion, Peridot, Phoenix Down

' HP: | MP:
1,867 | 1,066

WEAKNESSES: ITEMS OBTAINED BY USING STEAL COMMAND: | LEARNED BY QUINA USING EAT COMMAND:
Soft, Amethyst

Evil Forest

ITEMS OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:




A A R Ty

- -

>>

| _AP: | m Yoa encounter rh:s monster at the !w"m. oj the Hunt.

Fnathcr [m:le

{ Bird Killer, Thunder, Wind

$ Fe;l_ther lircle

| 'uns\f 994 | 29

ITEMS DBTAINED IY I.ISINB ST!AL LE&RN.ED IY QUINk USING EM’
COMMAND: | COMMAND:

| Bird Killer, Thunder, Wind,
| Shadow

PlayOnline reveals how |

: ' = =SSN | you can ‘defeat" this§
ITEMS D nam AF‘F!R I i __=— creature effortlessly.

{ Lapis Lazuli i

i Potion, Ore

m I.‘us r?mnsrer mdums m?y fLe damoqe it receives by half.

B Ipsen's Caste _ HP: | MP: | LV:

6,977 1,628 iy

________ ===== ITEMS GITIINED B\" HS!NG STEAL CGMHAND' LEARNED BY QUINA I.ISING EAT COMMAND'

‘ Hi-Potion, Tent, Phoenix Pinion, Ether EI‘-'hqht\,r Guard

Gil: m .fr‘m r:mnsrw r?r: .Jmumwd by f\qmm can be r'.fs’r{ ated JJ'-\I(H”I'}? bl.
__1.958 U ysing Soft on it. The AP figure refers to Gargoyle and Agares together.

e N TR T ' ' LDCATION | '..Pa“nn-:Ie.;nr.m-iu.m. e : = HP: MP: L\J:_‘
m barland [eo28] 9.599] 62 |

ITEHS DBTAINED IY I.ISINS STEM. IBMMAND' LEM!HED BY QUIN& USING EAT EDMMANO‘

| Man Eater i Battle boots, Ninja gear, Dark gear

' S | use any special 5Ira£ur}y "ILJIU Hou mud. J{r;rmge bu'e'urrd def:{\ and fwra. your .Hr:'fl.
<mns BNJ’!ED i!fEl lAT‘!'L S | members in time.



S
{ HP: | MP: | LV: |

35

- ﬁﬂf“ﬂﬂ | ch&EQA'”TJ”

e e e e e o e e

WEAKNESSES: MS OBTAINED BY USING STEAL
Bird Killer, Wind, Shadow

:| LEARNE
i White Wind

SECRETS

This creature isn't one af
— your regular monsters.
= PlayOnline helps you in
"hattle".

Popos Heights (forest)
——— T e e e e e e e B T T e
WEAKNESSES: ED BY USING STEAL : LEAR Y QUINA USING EAT

Bird Killer, Wind, Shadow E‘J""“"U: COMMAND:

S REMARKS? This monster cannot be defeated.

T

.

ITEMS OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:
| Undead Killer, Bird Killer, Wind, Shadow! Potion, Ore, Hi-Potion, Phoenix Pinion |Roulette
| |

i

_Git:__§ There is a 25% chance that a Ghost will counter magic attacks using
1 Osmose. This monster reduces any Holy damage it receives by half and is immune
to Earth attacks.

COMMAND?
: = et ————— = i- - . 3
i ﬁ This monster reduces any Holy damage it
‘\-ﬁ receives by half and is immune to Earth attacks. This

menster cannot be defeated.

Look up PlayOnline and
learn how to "defeat"

2 On the beach of Lost Continent L_:: HP:
| 3,584

{TEMS OBTAINED BY USING STEAL COMMAND: |LEARNED BY QUINA USING EAT COMMAND:
{ Eye Drops, Phoenix Down, Ether { Mighty Guard

, Thunder, Wind, Bird Killer

% _ BARE L ARy )b m is monster
% & immune to Earth attacks.

7 bigan Toad —
e;ﬁ- E T iPotion, Tent, Hi-Potion, Phoenix Pinion { Frog Drop

hunder

This monster absorbs Water damage.

MANSTERS




PEELL FETHS o L]

- -...\;._w._-.__-:.._n___._‘._._—..__.__.._w._-_-....-._._-..-_-._.-.._ﬁ-._-..‘.--;

Qu’s HP:

Marsh HP: MP: | LV:

! Fmg Drop

e e ==
m This monster absorbs Water damage.

=
e ——. -—\._ —
"'--‘*:-.-..::,—:;»:..-—..—-5:—-., SSsssos—cesomsoe-

. | MPLE: Evorlanq
| Island, 5.1lvage ArchlpeLaqo

ITEMS OBTAINED B USING ST{M.
COMMAND:

Etho Screen,

Tent, Ether

E:Piayr]n!me discloses what |
: this creature really waonts

g LS ! from you.
: ; Phoenix | Down Ether §
: g.fm_“ifﬁiﬁﬁé'c‘ai'“"'“'“"“5

T e Lo e o e o e e e e e e e P T e T T T T

Gizamaluke s Grotto | HP: | MP: |
3,175 } J[J( ln

ITEMS OI'I'AINED 8\' USlNG S'I'EM. CDMM&NB‘ LE.llNED BY ﬂU!N:\ USING EAT (DMNAND'

| Bird Killer, Thunder, Wind ler Magus Hat 5 i

- ﬁlzarmﬂlﬁlin

m |‘11, urnr.l!uke-' counters magic mrmks n:m Sil t’nr Vmcu’ U‘.: a :'rr.lf on
il the monster: this is highly likely to inflict a negative status effect on it.
= | Gizamaluke reduces any Water damage it receives by half and is immune to Earth
|| attacks.

crsdaragzreanaee

' Hi-Potion,

Phoenix Pinion, Ether ::\.I'amsh

i 138 | 1 | 601

{ITEMS DROPPED AFTER BATTLE:
._ Sapphire

B Evil F-u;e;t._ﬂi;t Continent

ITEMS DBTAINED IY I.ISINB STEAi. I:DMMAHB' LEARNED !‘I" QUIHA USING EAT CDH"AHD'

Potlon (mbl!n Punch
E_)_(b_:_ Ak | ot | IO
3 eSS
i mls m"ﬂ lmi .lm!:__ ———]
' Echo Screen, Potion
|
TARD: Goblin
m ﬁ I]] “1 48 Donna Plains, Lucid Plains, Pualei | HP: MP;
l] l“, ﬂgg Plamr 983 485
m ______ BIR |15\is OBTAINED BY USING STEAL COMMAND: | LEARNED BY QUINA USING EAT COMMANDS
= Potmn Ore G:}blm Punch i
i I’otilon Echo Screen
== ,fﬂ&ﬁmﬁimﬂ_‘ﬁ.ﬁ_m‘w‘hmwhh e e e P

mnnmn5§ |57



“Popos Heights 1 wp: | mp: [ ]
| 13,206 | 2,550 | 60 |

B 1TEMS OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:

i Tent, Ether, Rising Sun {Lv 3 Def-Less i

Dragon Killer, Ice

_____ r-;.dé’rqdbn-lcr__qc: it receives L_v“h;m.’-. 3

‘E‘Eﬁaﬁhoe:; Down
e - R Err T ——— A
: | renaae { 4,685 | 1,240 | 36 |

B [TEMS OBTAINED BY USING STEAL COMMAND! LEARNED BY QUINA USING EAT COMMAND:

i Bird Killer, Ice, Wind ‘ Ore, Tent, Ether { Mustard Bomb

m This monster reduces u_n_l,_x Fire ;Ju-m_ude it receives by half and is

= = == immune to Earth attacks. i

oenix Down, Peridot :
| R Temzelett

BT Sy b Fossil Roo, Treno, Donna Plains { 2 H:Pi_ ‘ _MP: | LV:

{ 1470 | 602 | 16 |

B [ TEMS OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND: |

{ Ore { White Wind

immune to Earth attacks. You come across Griffin in

(ITEMS DROPPED AFTER BATTLED
| Peridot, Hi-Potion, Ether

A Sand Scorpion

Treno, but the monster leaves no items in its wake.

WEAKNESSES:
Ice, Fire, Thunder

B [16MS OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND: |
| Blue: Hi-Potion, Ether i Night
' Red: Ore, Tent, Ether i

| If the blue head part is on top, the monster is vulnerable to magic, |
while it is vulnerable to physical attacks if the red head part is on top. Regardless
of which head part is on top, you will receive the listed items or cards if you either -
defeat or rob the monster.

Red: Peridot, Eth

= er
am— L H—

: Blues Troll

T HP: | MP: | LV:

i3 673 1

ITEMS OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:

........... W vemoria . | W | me v
| 55,535 | 9,999 | 92 |

ITEMS OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:
{ Reflect Ring, Running Shoes, Battle B !

3L AR : Hades absorbs Shadow damage and is immune to Earth attacks. Only |
== 0 1 30 1 14457 1| confront Hades when your characters have obtained high levels. As the creature :
(ITEMS DROPPED AFTER BATTLE: uses Curse, your party members should have between 3,000 and 5,000 HF. You
{ Wing Edge, Elixir should also protect them against various status effects.
| S
: CA =

 MONSTERS

55

T

i




i — e i a = = - . e 3
5 m H t o NOLERAMPLESEE = Terra, Outer Continent (Disc 4) . HP: MP: | LV: §
__ erteyes | TR
| ' B [ TEM5 OBTAINED 8Y USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:

i | Fire, Holy - Hi-Potion, Vaccine, Phoenix Pinion ,Rou{ette
i : — -
= EXP: AP: _Gil:_ m Hm monster rm‘uu"; rHJ],.f Shndﬂw d[?mm]re it receives hy Jm.'f
i 17,006 { 3 | 2,049
i leﬁs DROPPED AFTER BATTLE:
can Hecteyes
m}l Il h . P' o5 ._ OCATION (EXA 5)3 Eunmaf. PlFll-nS: : e | HP: | MP: ; Lv: |
edgehog Pie | e o
: EWEAKNESSES: [ — ITEMS OBTAINED BY USING STEAL COMMAND: LEARNED BY uuma us:m‘. EAT COMMAND:
i = _:-Om, Hi-Potion Pumpkm Head
i — - Exﬁ: —— ;_ - ﬂPE - _- —— —— ~ —~ ———— — E
SIS SSES S :
ITEMS DROPPED AFTER BATTLE:
[ther Phoenix Down
AR Zaghmol
B e e £ SRR _

: NAMES ]_I.l . Conde Petie Mountain Path {_HP: | MP: | LV: §

| ilgigars -

y = B [7EMS OBTAINED BY USING STEAL COMMAND: {LEARNED BY QUINA USING EAT COMMAND:

: | Man Eater g Phoenix Down, Mythril Fork, Fairy Flute {-
EXP: | AP: | Gil: m If possab!e hmfe ma' dmmtrer*; use r.fm HDGI abrhry to p otect B

g 3 =0 1 9 i 2136 I ggainst the Earthquake attack. Hilgigars' other attacks are not as dangerous since

s _g_ITI_.I_!_S_ _DROPPED AFTER BATTLE: they are always directed against single party members. Once Hilgigars has lost

: i Tent, Elixir much of its HP it will use Cura, but this can be prevented by afflicting the monster §

: e with Silence.

AR Antion

i - S H s t . . E Gizamaluke's Grotto | _HP: | MP: | LV: § 3
orme i EBIrSETESE
. Bug Killer, Bird Killer, Thunder, Wind | Potion ;Vanish |
“ = — e R, ——————————

ES5
{ITEMS DROPPED AFTER BATTLE:

e Memoria ' ' HP: | MP: | Lv:

21,217 | 3,091 m{:

S ITEHS OBTAINED BI' US!NG STE&L COMM!HD: I.EARNEB BY CIUIN& I.ISING EAT COMMAND:

{ Phoenix Down, Phoenix Down, Phoenix
Down Phoemx Down

L 42996 | 4 3
u‘ms ntunin AFTER uﬂu.h =

& Burmecia, Mist Continent HP: | MP: | LV: §

-~ i 889 374
= = B (7515 OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND: |
,*{ -4 — Dragon Killer, Bird Killer, Ice, Wind ;Hl—Pntmn, Soft :-Angels Snack

EXP: | AP: | Gil: m Hm monster is immune to me m‘mf#\\
578 ¢ {269

(ITEMS DROPPED AFTER BATTLED
Sof‘t ‘Phoenix Down, Hi- Potion

(CARD: Tronite

e eesr——— e eSS ==,

“MONSTERS |



~ ITEMS DROPPED AFTER BATTLE:D

V5 Jabberwock

Thunder, Shadow

EXP: AP: Gil:
4,675 1 1,156

MP: LV:

= Forgotten Continent HP:

3,442 1,019 0

ITEMS OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:

Ore, Hi-Potion Limit Glove

m This monster reduces any Water and Holy damage it receives by half

Potion, Hi-Potion, Phoenix Down, Echo |

Screen

“CARD: Hedgehog Pie
W [abberwock

Thunder, Shadow

EXP: AP: Gil:
0 P 40 0

ITEMS DROPPED AFTER BATTLE:
Moonstone

CARD: Carrion Worm

5 King Leo
inossess

Man Eater

EXP: AP: Gil:
1] 0 ]

ITEMS DROPFED AFTER BATTLE:

.ITEMS DROFPED AFTER BATTLED

CARD: -

" Kraken

Devil Killer, Thunder

EXP: AP:
4] 10

Gil:
B,628
Phoenix Pinion, Phoenix Down, Ether,

Elixir
CARD; -

- Kraken reft rentacte

Devil Killer, Thunder

EXP: AP: Gil:
0 { 10 4,386
ITEMS DROFPED AFTER BATTLE:

CARDY -

NAMES

' Hl‘ﬂlﬂm Right Tentacle

JLl|  monstes

Devil Killer, Thunder

EXP: AP: Gil:
0 10 4,362
ITEMS OROPPED AFTER BATTLE:

CARDT -

ITEMS DBTAINED BY USING STEAL
COMMAND:

w. | we [ b PlayOline
3,582 e

(E-PHANTNFO

i This monster does not
* really intend to fight.
: Find out what it wants at
1 PlayOnline,

'Bldirsurpéss Plains 1,042 | 31
{ LEARNED BY QUINA USING EAT
| COMMAND:

ITEMS OBTAINED BY USING STEAL COMMAND: [LEARNED BY QUINA USING EAT COMMAND: j

Memona HP: MP: LV:
},380

59,496

ITEMS OBTAINED BY USING STEAL COMMAND: |LEARNED BY QUINA USING EAT COMMAND:

Genji Helmet, Wizard Rod, Glutton's ~
Robe

m This monster reduces any Ice damage it receives by half and absorbs Water
damage. The Devil Killer and MP Attack abilities are vital, while Body Temp [ hi
Heat and Freeze statuses. The Kraken is vulnerable to Th
and use Thundaga Sword. Concentrate on the monsters trunk i
The Kraken counters nearly all attacks with Ink or Water-qun. Equip ite

an the tentacle

s that reduce or

absorb Water damage. The figures for AP and Gil refer to Kraken, Kraken's left tentacle
Kraken's right tentacle together.
Memona | _HP: MP: LV:

18,169 | 3,339 | 71
ITEMS OBTAINED BY USING STEAL COMMAND: (LEARNED BY QUINA USING EAT COMMAND:
Elixir -

m This monster reduces any Ice damage 1t receives by half and absorbs

Water damage.

Memoria | _HP: MP: | LV:

18,168 | 3,338 71

ITEMS OBTAINED BY USING STEAL COMMAND: |LEARNED BY QUINA USING EAT COMMAND:
Wing Edge

M This monster reduces any Ice damage it receives by half and absorbs

Water damage.

>>




Crystal World HP: MP: | LV:

ITEMS OBTAINED BY USING STEAL COMMAND: | LEARNED BY QUINA USING EAT COMMAND:
Devil Killer, Thunder Eye Drops, Annoyntment Frost

Lt L AP Gil: m This monster reduces any Ice damage it receives by half and absorbs
d / L4338 & Water damage.
EMS Dlﬂ??iﬁ IFTHI BATTLED :

Remed\,r, Annovntment Ameth\,rst Elixir

{CARD: Veteran

—— " n— - :
m]{ . LOCATION MPL = Pandemonium HP: | MP: | LV:
“]a &2 382 g 9gq [

| WEAKNESSES: | == ITEMS OBTAINED BY USING STEAL COMMANDI :LEARNED BY QUINA USING EAT COMMAND!
| Man Eater | Ether, Carabini Mail, Light Robe -

| EXP: | AP: Gil: m Kuja can be .;lfﬂ.'c ted with Slow. Use Reflect on your party members to coun-

: ) ‘___‘:: 0 0 0 i1 ter Kuja's Flare Star: this attack is directed against several characters and causes damage
§ e ITEMS DRGFFID AFTER BATTLE: = || 40 times greater than the target's level. This means that, if a character has Lv 50, s/F

= H takes 2,000 HP damage. Kuja's other attacks are u‘nrrfe?.f against single oppe

]
j ! Ve ___ Demi causes a percentage damage, Kuja cannot knock characters out with this at
! i e Always keep an eye on your party members' HP.
b |
'.‘ 50 = S AR

a lr i Donna Plains | 244 267 6

i : ' . PSS 175)5 0STAINED BY USING STEAL | LEARNED BY QUINA USING EAT =
A i
r COMMAND? | COMMAND: _;‘E P H A N T N FD
i = =
STy ] e e T == = = i = = ;i W B Wl . :
3 Ap: | cil: _ SEYITYTTIR 1is monster reduces any Holy damage A monster of a different
¢ 20 1 0 _ 8t receives by half and is immune to Earth attacks. - sort. PlayOnline helps you §
1 H| This monster cannot be defeated. i ;ﬁ'Xfﬁ'f in "battle".

; LES)E ' = ' HP: | MP: | LV:
Eunoras Plams 266 6

244

ITEHS IJBTMNED l\' I.ISING ST!AL CDHIMND' tlEllNED I\'QUINA I.ISINE EAT COHH:\ND'

Eye Drops, Tent, Pumpkin Head
| Hi-Potion, th-'rnx Pmlt}n

EXP: AP: | Gil: m Hn*; monster is immune to Eam‘? attacks.

SOSSSS L 103
EMS DROPPED AFTER BATTLE:

HP: MP: LV: §
994 358 10

B 1TEMS OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:

Ore, Phoenix Down fLy 3 Def-Less

| EXP: |__AP: i Gil: m This monster reduces any Water damage received by half.

206 42 | 49
{ITEMS DROPPED AFTER BATTLE:

! Phoenix Down, Ether, Potion

TARD: Zombie

W Land lllnr!ﬂ k

= Kiear Desert

ITEMS OBTAINED BY USING STEAL COMMAND: 'LEARNED BY QUINA USING EAT COMMAND: |
| Bug Killer :Ure, Hi-Potion, Phoenix Pinion | Matra Magic

EXP: | AP: | Gil: m This monster absorbs Water cr;'rrr-mge.
5,151 1 3 } 1,316
ITE“S OROPFED AF"ER IM"TLE-

Hi-Potion, Ore, Phoenix Down, Ether

CA R ﬂ. errd



} Lani mmf!y nrmcks Uﬂgqer There is no surefire srmrcqy for this
encounter: just attack vigorously and keep an eye on your characters' HP. The Man
Eater and MP Attack abilities are rasp,l'uf

Memona

ITEMS OBTAINED BY USING STEAL COMMAND: |
{ Genji Gloves, Siren's Flute, Black Robe

LF.P'IRNED B\f CIUIN& USING ElT EUMMRND‘

=
i

= _“’““5’ Haw your characters equip items offering protection against Earth attacks,
§ such as Earth Shake. Float also helps avoid Earth damage. As Rich uses Lv 5 Death, you
= should ensure that none of your party members have a level which is a multiple of 5, MP
8 Attack and Devil Killer are useful, and you'll find this opponent vulnerable to Fire. Rich
& absorbs Earth damage.

| Devil Killer, Fire, Wind, Holy iLv 5 Death

H

‘REMARKS: This creature absorbs Earth damage.

E

r—u.m—nnmnma

Daines-horse Basin

hzar[l llla

el m ﬂglc_ “l_w_ EREE —
 Yad Wenknesses: S (165 0DTAINEO 81 USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:

:Echo Screen, Ether, Ether, Ether { Magic Hammer

o [ Malboro

_m@m—!ﬂr};) r.?'a_pmys Bnd Hrmth and mﬂr(f\ a npgurwe status effecr on

/] monsteRs




b FATS el

e (Tvstleor[d ' HP: | MP: w,'

lllalms o

| wiaKNesses: SNBSS (1105 0BTAINED 8Y USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:

| Devil Killer, Ice Phoenix Pinion, Phoenix Down, Ether | Mustard Bomb

EXP: AP: Gil: m This monster absorbs Fire damage.
SSs 7 | 2,860

(ITEMS DROPPED AFTER BATTLE:

i Phoenix Down

TS TE—— |
m 2 it Melﬁmié = [ HP: MP: | LV: |
Maliris =

3,381 72 |

Dr_'vll KI”I?I Ic ('

3 EXP: | _AP: Gil: m H.t Devil Killer {'."uf MP Attack rfLr"rrH-_'\ are very u’\r_jul whil

{0 | 10 | 8532 H protects your characters against Heat. Have your party members equi
EM5 DROPPED AFTER BATTLES . fave few HFP and are still at low levels. Once Maliris's HP have been red
{ Phoenix Pinion, Phoenix Down, Ether, H generally count on the monster to use its Raining Swords attack, inflicting around
jLLXL === 3,000 HP damage. As this opponent uses Reflect, your magic-wielders should also activa
Lg.ﬁa_n_ 3 te Reflect, which will return Malinis' spells to sender. This opponent absorbs Fire damage.

Genji Armour, Ultlma Sword Masamlms‘

|

"HP:

MP:

662

ITEHS DBTMNED BY USING STEIL CUMHAND. I.EARNEI‘.I BY UUINI I.ISING EAT tONM!ND.

Fire Echo Screen, Tent, Hi-Potion, Phoenix | Limit Glove
Pinion

] AP: ]
307 | 344 | 9
!‘ERS D!OPFED M‘TER BATTLE:

=
"= Masked Man

| Man Eater

' Potion, Wrist, Mage Masher

e —mr—— ——

' REMARKS: Try to %Im! a Mm;u Mashur du ing battle, even if the likelihood of
success 1s fairly small. Withstand your opponent's attacks and keep using the Steal
command..

EXP: | AP: [ Gil:

Gulug Volcano HP: MP:
]L.m 42 B

24, H?‘

: llleltinemini

{ Devil Killer, Fire

: Meltigemini uses several attacks that ”?,f.".{f f’m';tm .ff 15 vulnerable
to Fire. The Reflect and Antibody abilities are very useful, and you should also
increase your characters' attack power by equipping MP Attack. Have Eiko and

EXP: AP:
0 SSUE
CITEMS onurPEn AFTER BATTLED
| Vaccine

(CARD: Dantarian



‘Burmecia [ wp: [ Mp: | Lv:

g Hi-Potion, Antidote =

e e """""'"""_':_:J'"_‘__‘__‘:":":"‘_:_:—_ -

[ This monster reduces any Shadow damage it receives b half and
summons Magic Vice. a

Tifa Tree, Alexandria

Angel's Snack

+ Ore, Hi-Potion

_RE MARKS: | This monster reduces any Shadow damage it receives by half.

= Mist Continent {Disc 4)

WEAKNESSES: : ITEMS OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:
Undead Killer, Fire, Holy i Ore, Hi-Potion :Angels Snack

Blrd I<1Ller Flre Ice
o | Thunder, Water, Wind, Holy, Shadow

JT his monstm wh r{h appears in the
immune to Earth attacks.

e C mpuny {)f two other Movers, is ¥

me:ra Killer, Fire, Ice,

: Thunder, Water, Wind, Holy, Shadow 10|:|al, Vaccine, Tent

: Bll’d K1Ller F1re Ice, :
: Thunder, Water, Wind, Holy, Shadow

T e T e T

MANSTERS




Mist Continent HP: MP: | LV: | s

“'--:;'
_m... ek mu =T =
183 :
| WEAKNESSES:  [NEMERRRRSSNSNN, (T /i5 OBTAINED BY USING STEAL COMMAND: |LEARNED BY QUINA USING EAT COMMAND:
i Potion Limit Glove =4

34 | 1 104
DN"‘IQ M’Tll Iiﬂ'LE._

presesrrars PR r TR

HP: MP: Lv: |

' Nolrich Hei_cjh 3 : 78 186

ITEMS OBTAINED BY USING STEAL | LEARNED BY QUINA USING EAT E PHANTNFU

Smm’f qesrures are some-

AP: Gil: _ SEYTVYTTIMN 7/is monster cannot be defeated. times belter than grand
1 10 0 | bottles ... Pmyﬂnhrre'
E TEMS ﬂﬂﬂ'iﬂ AFTER laIT‘l‘I.E. —— tells you how to subdue |
i this creature.
' Lindblum ' HP: | MP: | LV: |
0 A“.i (\
1 ITIMS UIT!IIIED l‘l" HSINE STEAL COMHAND. ‘ILEM!NED !\' QUINA USING EAT COMMAND:
AP: Gil: m This monster reduces any Holy damage it receives by half. You only
0 0 ____H come across it at the Festival of the Hunt.
TEMS DROPPED AFTER BATTLE: i
= : Grove (woods near) Black Mage HP: MP: | LV:
: Village, Tifa Tree 1,372 584 20
ITEMS OBTAINED BY USING STEAL COMMAND: [ LEARNED BY QUINA USING EAT COMMAND:
' Eye Drops, Tent Mighty Guard
= EXP: | _AP: Gil: m This monster is immune to Earth attacks

SRS ESSEESETE
““S nRN?ED RFTIR I!.TTL('
F(hu Screen, Fther

Hill of Dispair HP: MP: | LV:
24,100 | 9,999 69 |
CLEARNED BY QUINA USING EAT COMMAND:
Bird Killer, Fire, Wind | Elixir, Elixir, Elixir, Elixir
== EXP: | AP Gil: m ”é‘\an' is immune to Earth attacks and initially uses a very strong assault,

— =_ 1 0 ! Neutron Ring. Equip Auto-Life if your characters have less than 3,000 HP. Auto-Pation
~ITEMS DROPPED AFTER BATTLE: _'-_ Auto-Regen and High Tide are ul'uu useful for healing and for act ng Trance faster. Have
=== === —_— {1 vour character equip the MP Attack ability. Freya can avoid Neutron Ring by selecting her
8 Jump command. Auto Haste 1s also useful in this battle.

| Tifa Tree HP: MP: | LV:

7 Jlova Dragon

sy

Dragon Killer, Bird Killer, Ice, Wind Remedy, Dragon Wrist, Grand Armour
EXP: AP: Gil: m Equip items which protect against Wind or Water damage. It would be
1 0 13 i 9,506 ful to have a character capable of healing several party members at a { (for ex
II‘EHS_ DlGFP!D AFTER BhTTLI' = | by casting Curaga). The MP Attack ability is very useful, as is inflicting Slow on the
| ! Ether, Wind nge F[m[ Dragon. This monster is immune to Earth attacks.

CARD:Elixir

MORSTERS




]
§
| |
_.f = =1 _T._ == o—eseee e = === == Hﬁp’:.ﬁ:-:-":uq = !‘“-\F_E‘-
Daines-horse Basin { _HP: | MP: | LV:
| ““m]]h | 458
AND: | LEARNED BY QUINA USING EAT COMMAND: =
| Fire, Shadow Echo Screen, Ore, Hi-Potion, Phoenix Night
1 Pinion
% __EXP: = f"_ __EEL__ | ei: SN This monster }er.afut:e...s ar;.y“H.oij; &&n.a-{;g—ej'r_.r;c;?r’;f_eg by f-ra-i;ﬁ
328 1 303 b : 2 =
d Annoyntment, Potion, Ether
| Fire, Shadow 0 0 OMMAND E-PHANTNFO
I 1 |
e = S—— i R e —
_EXF: f,_ﬂfi_. 4G SRRy This monster reduces any Holy damage it &3 What does this creature
3 0 30 == receives by half and cannot be defeated. really want? PlayOnline
=== - has the answer.
Emerald
. "Eiﬂl PR S APEY ) Conde Petie Mountain Path |
AKN =SS B 1 5 0oTAINED BY USING STEAL COMMAND: |LEARN
= - == Fire { Hi-Potion, Phoenix Pinion, Ether {Lv 3 Def-less
i i
"‘-”':“_.t_"_' e "_—.;'T_i':_':."-'..":":_:: ——
G| CYTTCTCT -
e e
Phoenix Down |
| it 0 Oeilvert | W: | WP ] Lv: |
| GIB { 3,300 | 996 | 29
i\ ITEMS OBTAINED BY USING STEAL COMMAND: |LEARNED BY QUINA USING EAT COMMAND:
- { Annoyntment, Phoenix Pinion, Ether 1Matra Magic
- i i
ExPp: | AP: | Gil: REMAR -
CCENR ] AR ) Ut
5,112 2 i 1,281
Hi-Potion, Phoenix Down
B [ Desert Palace
i o Dgre
m ITEMS OBTAINED BY USING STEAL COMMAND: | LEARNED BY QUINA USING EAT COMMAND:
E { Annoyntment, Phoenix Pinion, Ether  |Matra Magic
i | '
<, i !
L ERTE .ih AP: | Gil: -
5,507 2 1,204

Aerial Garden

DBTA D B A\ 0 A\ D A K D B Q \
Elixir, Robe of Lords, Dark AT COMMAND E-OZTACT
Matter, Pumice Piece = i

This is your strongest opponent during £ “Are you finding Ozma
too hard to defeat?
PlayOnline has all the
tactics you

need to defeat it."

i

MORSTER




‘CARD:

L mbe’m?k ru s‘ws to 7.10’(1!.'.'\ ard rr,'{r?.' a ce 'Tm'? ﬂe"m? has +|'r.lp\er. ol
5 L_468 M once Zidane's HP display turns yellow. Heal yourself in time, as Brain casts powerful
g "“l BATTLE: | magic. As the damage you deal before Blank's arrival is not counted, there is little
i Potion, Phoenix Down H point in initially striking the monster hard
E !"ﬂ'q!'_“: S .____ , ._ =
NAMES l]lil i 5 ll : { &5 Evil Forest HP: | mP:
nt §pi BI SSEES
ITENS 0!7&1““’ B'l' USING SFE.\L EOHMAND' tElRNEﬂ U\" QUINl USING EAT EDHH&ND'
Fire, Bug Killer Pohnn Ore, Hi-Potion i i
= 91 = £ =
M5 DROPPED AFTER BATTLE:
ye Drops, Potion
CARDE Famg

e EXP:
0 =23

mI’rlslm [aqe
st

- Fire

E\,re Dmp‘.- Phoenix Down

éE!‘!“.‘ _Goblin

Ice i Potion, Ore, Hi-Potion, Phoenix Pinion _Pumpkm Head
= == ~% T e
40 ] 106 ||
EMS DROPPED AFTER BATTLE:
hoenix Down, Potion
5—_':-“"' GOblln h : —

=

[luale

| Man Eater, Thunder

TEXP: | AP:
65,535 : 10

 ITEMS DROPPED AFTER BATTLE:
 Elixir

Grand Dragon

= CEE

EMS DROPPED AFTER BATTLE:

Evil Forest CWR: | MR | LV: |
916 1,431 7

ITU‘S DB'I'IINED BY I.ISING S'I‘EM. (DNH&ND. LF.ARNED BY QU!NA I.ISIKG EAT COMMAND:

Eye Drops, Iron Helm ;—

HP MP: LV

3 1,083 £

G1[ - | ~ . - =

B ITEMS OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:

HP: | MP: | LV: |
65,535
[ ITEMS OBTAINED BY USING STEAL COMMAND: | LEARNED BY QUINA USING

Elixir, Ninja Gear, Glutton's Robe, A ULH
Rube of Lords =

3,680 76

E-QUABTL

G‘l m .I'Hrs rrmusfm nbmh’)i l r.H'Pa r.'r.l urwv o chance against |
1GENE vale? Not to worry: §
3 layOnline reveals how

can defeat thi




eresssbaneass

lTEMS ﬂBTAINED B\f US]NG STEAL : LEnRNED B\f QUINA USING ihT
COMMAND: | COMMAND:

I ———— — SSSS - SECRETS

; = Who wants to be @
"Giliorinaire"? This bizame
creature’s quiz tests your
knowledge of Final Fantasy
I If you are at your wits'
end, play your Joker:
PlayOnline!

"normal” means.

) ' Ralvuimago

Ra!’vmmago rolls into a ball m‘JPn attacked physically, thus enhan-
{ cing its defence power. Party members who cannot wield magic should remain
| passive during this stage, while the others should cast spells. Ralvuimago absorbs
L{arth damage.

= Ralvurahva

ITEMS OBTAINED BY USING STEAL COMMAND: |LEARNED BY QUINA USING EAT COMMAND:

Ralvurahva artu{kﬁ one character ai a time, 50 this battle should not
I prove too difficult. Heal your party members in time and try to steal the monster's
| three items.

"‘““"‘”"L_,.__ﬂ____,_,.__‘_ﬂ______u,___ e TS

™% Red Dragon

=
C)
=
(=]

This monster reduces any Fire dama _;e it receives by hm‘j and is
mmune to Earth attacks, although vulnerable to Ice attacks. You can absorb the
ed Dragon's Wind attacks, Aerial Wind and Twister, if you possess an Octagon Rod.
Jse a Tent on the Red Dragon to inflict the Poison, Darkness and Curse statuses on
the monster.

™% Ring Leader

Thrs monster is immune to Earth artacks

“ Sahagin




- Eaml ﬁnlem

| Ice

fﬁleyra, .Daine.frhorse Basin, Pinnacle | HP: ._ MP: | Lv:
‘-/(; \fJU 10 §

i Ore, Antidote, Ether

;Lv 3 Def-Less

m This monster absorbs Water damage.

L
otlon Hi-Pation, Annoyntment
{CARDY Sand Scorpion
" Scarlet air === SN an
: WS
Zidane's HP. The Auto-Potion, Counter and MP Attack abilities come in very handy.
Whenever Scarlet Hair moves away from Zidane and retreats to a wall, simply wait
until it draws closer again.
NAME: 5 l & Ice Caven . | HP: | MP: | Lv:
4 Ea lu". | ,r';-; f;. 999 | 3
- = — = = : -
L :Elhel, Mythril dagger
AP: Gil m !he ,ﬁqures ,fm FXP 4P und Gil rtfer to Sermma and Black Wa!rz 1
| > L399 1 together. This monster absorbs Ice damage and is immune to Earth and Water
* 1 TEMS BN!'PPIB AH‘ER !lTTLE' | attacks.
] . Potion, Phoenix Down e
¥ | SRR
!
= ISR A T e e S e T ] 3
ms k B Pinnacle Rocks, Fossil Roo | HP:_ | _MP: | I-_'-": i
ee El’ a Sy e
' = B (1015 OBTAINED BY USING erAL COMMAND: | LEARNED BY QUINA usING EAT COMMAND:
| Bird Killer, Fire, Wind _Eye Drops, Tent nght

m Hns mrms.fw is immune ro [m‘rh mmdv;

ITEMS DROPPED AFTER
| Echo Screen, Hi-Potion, Fther

| S e

| e yed

- !ier[unn

Ice, Dragon Killer

Mghty Guard

— o



Pandemonium

M
el L oA

{10,921 | 9,335 |

LEARNED BY A USING EAT COMMAND

| REMARKS: Dagger mshes to Zidane's aid once his HP display turns yellow.
Damage dealt to the Shell Dragon before this is not counted. You have defeated
1 the monster once it has lost 11,000 HF.

WEAKNESSES:
Tce, Dragon Killer

HP: ‘g‘,‘.ﬁr

[v: ]
I— 28

'38

ITEMS OBTAINED B\" US]NG STEAL COMMAND: | LEARNED B\f QUINA I.ISING EAT {DMM&NI}.

Ihe famner:md “Ribbon items ojjfer ideal pmtui!on agmnsr the Aerra{ Slash
| and Twister attacks. Have one character (Dagger or Eiko) cast Cure or Curaga to heal party
| members. The other characters should use their strongest attacks and have MP Attack

tequapped Sleep and Slow also are useful. The Silver Dragon is immune to Earth attacks.

< - smemn

ITEMS OBTAINED BY USING STEAL COMMAND: 'LEARNED BY QUINA USING EAT COMMAND:

ITEMS OBTAINED BY IJSIN.G STEAL COMMAND: LEARNED BY QUINA USING EAI’ COMMAND:

{ Potion, Phoenix Down, Echo Screen,
{ Phoenix Pinion |

i Potion, Phoenix Down, Echo Screen,
{ Phoenix Pinion

MORSTERS




Soulcage (SR |

ITEMS OBTAINED BY USING STEAL COMMAND: | LEARNED BY QUINA USING EAT COMMAND!
| Undead Killer, Fire, Holy i Oak Staff, Magician's Cloak, Brigandine |-

| ..Gi“ mme armm mukf-' ‘§r:u{cagu more pone',fm’ while Ice attacks weaken
L_3.800__H jts attack power. Use Life or a dose of Elixir on the monster to defeat it instantly.

Phoenix Pinion, Elixir

[cArD: Antlion

HP: MP:
167 020

ITEMS DITAINED BY US!HG STEAL EUMMAND'\{E!RN!D B\' ﬂUINJ\ I.ISING_EAT COMNAB.

I

HP: | MP; LV:
Hl“ﬂﬁ 303? f'\?

L e =
| S
| " Stilva
= ITEMS OBTAINED BY USING STEAL COMMAND: | I.EM!NED BV IEIUINn I.ISING !M‘ COMMAND:

. Water, Devil Killer | Ether, Ether, Ether, Ether Auto-Life

:

T { i

EXP: | AP | Gl

i

! § 42784 | 4 { 2,780 %_

1, i {ITEMS DROPPED AFTER BATTLE: == ==

[ Antidote, Tent, Garnet :
Camo: Vepal

| lifa Tree HP: | MP: | LV: |
1 L840 697 21

4 = ITEMS DBTAINED BY USING STEAL COMMAND: | LEnﬂNEa BY QUINA USING EAT COMMAND:
| Stone Killer, Fire i Soft, Peridot, Phoenix Down, Phoenix Lv 5 Death

i Pinion
— - E-XP: - -.np: —— ;..'. .'.G.i.l:: ——p s - . - I_ e e -
2346 | 2 P 2,136
_HEHS DROPP!B AFTH nt‘rLE. —_——
Phoemx Down, Peridot
: D\RD' Mandra =
— e R e e e




_WE.AKNESSES.
| Bird Killer, Fire, Wind

EXP: | AP:
0 i 11

CARD: Ramuh

" Tantarian
| Devil Killer, Holy

EXP: AP:
12,585 | 30

(ITEMS DEUPP!D lFTER BATTLE:

5 Runmng Shoes

ARD: Ramuh

Draqon Killer, Ice

EXP: | AP:
Q ‘JO

_EXP: AP:
0 =N
DROPPED AFTER BATTLE:

| Screen
c

Garuda

= Tonberry

EXP: | AP:
13,207 | 2

endnt, Ether

RO: TJonbery

|'jz ;]IIEIIISTIEHS

TEMS DROPPED AFTER BATTLE:

Renwri\,r, Peridot, Phoenix Down, Echo

ITEMS DROPPED AFTER BATTLE:

LOCATION (EXAMPEES): | Ipsen's Castle HP: | MP: | LV: |

 Elixir, Mythril Claws, Orichalcon -

Gil: m This monster reduces any Ice damage it receives by half and is immune to §
8,092 Earth attacks. When Taharka shrinks, you cannot deal much physical damage. As the mon-
able to Fire, you should attack using Firaga. This encounter is not hard to
your party members in time. The Add Status ability, combined with the weapo
can inflict Heat on Taharka, ending the battle faster.

i heal

Flame Sabre,

Alexandria | _HP: MP: | LV: |
21,997 | 1,456 | 41

ITEMS OBTAINED BY USING STEAL conmﬂn::LEuNEa BY QUINA USING EAT COMMAND:
| Ether, Elixir, Silver Fork, Demon's Mail |-

Gil: m funrmm-'? is Le.'l, erng m?n’ resistant. 'Wlf‘ﬂ it receives rfc.l.'rmgg- it <].I]r'r1\

4,472 itself to the page number equivalent to the number of HP it has lost. Tantarian's main body
2 is hidden within pages 150 - 200. When these pages are opened, you can deal greatly §
increased damage. Refrain from physical attacks: if used, they will cause Tantarian to close |
{1 itself instantly. Cast spells instead. Have Vivi select Focus while Tantarian opens. Steiner's §
S M) Strike attack is also useful, provided that Steiner has lost between 150 and 200 HP. |
Cast one of Vivi's most powerful spells when Tantarian's main body appears. During this |
stage, the monster only uses a Poison attack.

Alexandria — {_HP: MP: | LV: _'
2,984 | 9,999 16 §

IT!HS GITAINED !‘I" USING STI.AL CBMMAND. »LEARNED I\" I:IUIN»\ USING EAT CONM!ND-

Mythril Armour, Mythril Armlet -

Gil: m Thorn appears together with Zorn. Zorn and Thorn strengthen one

0 | another's ability to cast spells. Attack the jester who is currently concentrating,
since this disrupts their use of magic. You only need to defeat one of the pair to
| win the battle.

.H.P: | mp: | Lv: |
59,494 | 3,381 | 72

| LEARNED BY nunu USING EAT COMMAND; |

ITEMS OBTAINED BY USING STEAL COMMAND'
| Blood Sword, Feather Boots, Grand Helmet

Gil: m This creature absorbs Wind dan ruge' E[,u.p items that pm.or" mmuhr ,1,.
8,820 H attacks, and also equip the Body Temp and MP Attack abilities. This battle might take som
! time, as Tiamat is more resistant than Malinis. Do not let any character on whom Tiamat §

has cast Float attack physically, since s/he might be blown away by the monster's breeze.

LEARNED BY aum USING EAT cunmun.
Twister

ITEMS DBTAINED BY USING STEAL COMMAND: |
Wing Edge, Ether

Gil: m This monster absorbs Wind damage.

2,956

Ipsens Castle . _""’.: . MP: :W_

7,886 1;;0 46

ITEMS OBTAINED BY USING STEAL {JDHHMIEI

Hi-Potion, Phoenix Down, Phoenix - i
{ Pinion, Ether H
1513

T8

—

—

e e




PHEL FRET S o [
m'[m‘ﬂma S —— TR

w;z 1,018 | 30 |
LEARNED BY QUINA USING EAT COMMAND:

ITEMS UHTAIHSU BY USING STEAL COMMAND:

e
i 65672 |
ﬂ'llls URBPFEB AF‘FER liﬂ'l.!‘
, Amethyst

= e

»-._--...-_-.._c

HP: | mp: | Lv: |

{ a5 J%r ‘} ‘}')‘J -"‘.5

'I.EMINED B‘I’ QUIN! USING EAT EUMMAND‘

!'FEMS Dl‘IR[NED HY US]NG ﬁ‘lEnL COMMANDY

The MP A.!tack trud Mun fater aba{rtres are very oﬁocme oqomsr this

form of Kuja. Trance Kuja occasionally counters with Flare Star or Curaga, so do not |
§ - 1| have weak characters (those that cannot deal much damage) attack him. The Slow |
= | spell and Amarant's Curse attack prove very effective against Trance Kuja. -

Bentini Helghts

p ™ Trick Sparrow

wsuusssts e BN 11/ 0BTAINED BY USING STEAL COMMAND: LnnNED BY QUINA USING EAT COMMAND:

i Bird Killer, Wind g‘Ore Matra Magic

EXP: | _AP: m J'hrs monster r§ rrn_murie to Ecmh ﬂrrmks U A :
IS ESSSE _lS !
!Tiﬂs ﬂlﬂfP!F ﬁnil lh'lll.

Conde Petie Mountain Path, Lucid | WP: | MP: | Lv:.

"-Plams Pualei Plains

1-'.0') u}\ | }'t]

ITEMS OBTAINED BY USING S’TEAL C{)MMAND' LEARNEB 8\' N.IINI I.ISING EAT COMMAND‘

.:Dre. Tent .:Vamsh

Gizamaluke's Grotto, Burmecia | _HP: MP: | LV:
398 | 293 | 8

ITEMS OSTMNHI BY I.ISING STEM. EOHMMJ!I. LEMIN[D EY GI.IIN.I USIHS EiT EOMMAND‘

Fhoemx Down, Tent =

WEAKNESSES?

B 1TEMS OBTAINED BY USING STEAL conmnu
| Man Eater 3

EOre, Hi-Potion, Ether

3Fp=——
ITEMS nnanm AF AFTER BAT
Putmn Remedy

T e |

Cllh'

e e s —

MORSTERS




& Alexandria

{Potion, Tent 3=

“EXP: | Ar: | G m EM = . e . e —
i 628 ] 1 I 338 | i
TEMS DROPPED AFTER BATTLE:
i-Potion, Echo Screen, Ether
ARD: Yeti =——

m;:: “alia l]im o = __: e S a ]ti-‘l’fl.J:-_. IINT:]:‘}f L\.:‘

Blrd K1L[el Wind

EXP: | AP: T
§ == ISR 1 7 ol attacks (bloot
TEMS DROPPED AFTER BATTLE: Hm'n'm.ly} &, Iruwmp lrquf.Jr o,’ m {m{ (bl }nmrmf n ILI.'I'_ H.u ".'w.r_]_.' 3, Increase defence
i r, Ether 4 power (bloodstone in upper Hallway); 4, Increase Ev one in Stairwell (rea- §
CARD: 'Sh'iv'a : = == === ched from the Library)); 5, Increase Defence against magic (right 1',I.'_s>un'ﬁr-‘-|.-‘ n ‘.n'iur.‘-.':,‘ i
e —————————w ) Chamber); 6, Increase m"Tth Evasion (left bloodstone in Shad Chamber). Valia Pira A
casts Reflect for protection against magic, but you can ||eur| alise this by having a character equip Reflect. When you then cast a spell

against this character, it will be deflected to Valia Pira. It 1s virte sally in 'po.'._\.f.f_n'o to lose this battle if a party member has equipped Autc
Reflect. Battle also ends once your opponent has no more MP. This is best achieved by using Quina's Magic Hamm

| Lost Continent

) ITEMS OBTAINED BY USING STEAL COMMAND: | LEARNED BY l]i.IINi USING EAT COMMAND:

Bird Killer, Fir, Wind | Hi-Potion, Phoenix Pinion, Ether | Aqua Breath
EXP:_ AP: __Gil: m f.‘lf’s-rfn"l.'.l‘i.'e.; is immune Ir] I':-."n-'.' r.?.lltlf‘[[;.’!f'.' [,‘.'.rm .'<s.. Ll ‘
FIIES S i 1326 H |
!TEﬂS DlDPPED lFTIR BA?TLE- §

Tnpas Peridot

CARD: Vepal

= Uepal

| Bird Killer, Fire, Wind Hi-Potion, Phoenix Pinion, Ether Mustard Bomb
= B | AP | Gl m This monster is immune to Fire and I arth attacks. .
6,434 | 1 1,270 1 Ca _

_EHS DROPPED AFTER nmu.
Topas, Peridot

(CARD: Vepal

“ t : {Exa i35 Ipsens Castle, Memoria 1 HP: [ MP: Lv: |
E Erﬂ“ 6,972 } 1,672 44

_ ' ITEMS OBTAINED BY USING STEAL COMMAND: ' LEARNED BY QUINA USING EAT COMMAND:
' Bird Killer, Devil Killer, Water, Wind, { Hi-Potion, Ether, Phoenix Pinion : Doom i

' Holy
3 Exp: T AP: ] Gt m ””\ monster reduces a any ' Thunder and Sh [}[}'r'.‘l .Iunluq: it receives n'n,

{15181 | 3 {1971 I half and is immune to Earth attacks.
{ITEMS DROPPED AFTER BATTLE: sl 4
| Ether, Phoenix Down, Phoenix Pmmn
e ———— S i
(CARD: Veteran = i

I')[ IIIIIISTEHS




Dali, Eunoras Plains HP: MP: | LV:

ITEMS OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:
Echo Screen, Potion Vanish

EXP: | AP: | Gil: m This monster disappears after stealing an item.
IS SSNE

{ITEMS DROPPED AFTER BATTLE:

i Potion, Echo Screen

(€ARD:Goblin-

m : : } Alexandria HP: MP: | LV: .
Weimar S
| _

Man Eater

ITEMS OBTAINED BY USING STEAL COMMAND: [LEARNED BY QUINA USING EAT COMMAND:

% | ‘“‘lhﬂlﬂ Z[]llll]il! LOCA (EXAMELES): = Desert Palace :1{::{] :::h Lr}:

] ITEMS OBTAINED BY USING STEAL COMMAND: |LEARNED BY QUINA USING EAT COMMAND:
Undead Killer, Bird Killer, Fire, Thunder, | Antidote, Magic Tag Lv 5 Death
Wind, Holy
B Exp: | AP Gil: LXTIXTSN 1105 monster reduces any Water and Shadow damage it receives by
__6608 { 3 L 1,528 i half and is immune to Earth attacks.
(ITEMS DROPPED AFTER BATTLE: i :
| Hi-Potion, Ether

(CARD: Cerberus

m‘* “J H [1 “LOCATION (EXAMPLES): ~ Gulug Volcano HP: MP: } LV: §

[lrm ]J ra { 4,846 1,268 ] 37
FASEST - ITEMS OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:
Hi-Pation, Antidote Bad Breath

EXP: AP | Git | CTIICOa
8,008 3 1,345
l?tMS BROPPED nFTEIt BATTI.E. =

e

‘5_?@?? ~ Feather Circle

b s
I

& Gulug Voleano

SDrbett

li" half

J"."r'\ mm]wr‘r reduces Jrry .Il(f’ Jr.'d SH(,r.".I,v r."rmjm;re it recei
and is immune to Earth attacks.

HP:

M

Ps

Gulug Volcano

4,846 1, ('L\E

_ mns OBTAINED BY USING STEAL COMMAND: LEARNED BY lluln \ USING EAT COMMAND: |
Undead Killer, Bird Killer, Wind, Holy | Topas, Hi-Potion, Phoenix Pinion | Mustard Bomb

W J”T.', monsrw H{furu 5 any Ic e .n.r.f S.hrmf[J" damage Jr receives by half §

MORSTERS

15 |



L ETT : B Ice Cavern =1 Wp: MPL‘"’

' Fire, Beast Killer -;F'Otmn_ Tent, Phoenix Down ';-

=== q EXP: AP: _Gil: m This monster reduces any Ice .f.,fmrrérge it receives h} half.
: &4 i 2SS - : i : =

ITEMS DHUPPEH AFTIR ll‘l’TLE. ==
Potlon, Ether

CARO: Wyerd

Y
lJ 480 z 388 Ul

i EARNED BY QU!NA USING EAT
- COMMAND:

ITEMS OBTAINED BT.USINB STEA
COMMAND:

i | What does this monsreri
i i et €XpECE instead of com- §
ITEMS BRO"‘ED .ﬁFT!! lATI'L tbat? Llook it up on |

PlayOnline!

FARPRISTrIITTER,

Vile Island |
| 19,465 | 3?3 72

| WEAKNESSES: s=SsSss 8 17Ens OBTAINED BY USING STEAL COMMAND: | LEARNED BY QUINA USING EAT COMMAND:

gShadDw Ore, Elixir ‘Auto-Life

W Thrs s&'emmﬂy iuu’d{v monster usuuh’y roams in her{fs uuu’ f}bscnbs H

Holy damage. However, it inflicts the Virus status and then attacks using Comet, so
do not underestimate the creature. Have your characters equip Auto-Life. Using
Garnet's Odin ability - and with a bit of luck - you'll be able to defeat Yan in one
fowl swoop.

ITEMS OBTAINED BY USING STEAL | LEARNED BY QUINA USING EAT
COMMAND: : COMMAND:

This creature's friendlines.
makes up for a certair
tlack of beauty

& PlayOnline is happy t
{ help you communicate ...

[ ITEMS OBTAINED BY USING STEAL COMMAND: | LEARNED BY QUINA us:NG EAT COMMAND:
| Eye Drops, Ore, Hi-Potion { Pumpkin Head

m This monster reduces any Holy damage it receives by half and is

immune to Earth attacks.

i ]i?
ITEHS DlOFFED AFTII !RTT__

Putmn Eye Drops ss== §

o b P e T T o D i e o L T e T T S Sl P v,

&+

vr//



FECEL FANTAS Yol

NAMED LOCATION (EXAMPLES):"  Pinnacle Rocks, Donna Plains HP: MP: | LV: | s
d)inno .

lj 1,189 | 499 | 16 | ==

ITEMS OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND: §

| Beast Killer, Water Ore, Tent, Ether Matra Magic

: i EXP: AP: Gil: m This monster reduces any Thunder damage it receives by half.
1260 | 3 | 546
ITEMS DROPPED AFTER BATTLE:

Eye Drops

(caRD:  Zaghnol

m Za“hm]l . LOCATION (EXAMPLES): | H.PM M\Pz L:: _

ITEMS OBTAINED BY USING STEAL COMMAND: {LEARNED BY QUINA USING EAT COMMAND:

' Beast Killer, Water Mythril Gloves, Needle Fork =
EXP: AP: Gil: m This monster reduces any Thunder damage it receives by half. You
0 0 0 encounter Zaghnol at the Festival of the Hunt.

ITEMS DROPPED AFTER BATTLE:

wor -
: m Z l ﬁ ‘-W{w”m}: Grove (forest outside Black Mage HP: | MP: | LW:
emeele Village) 1571 | 625 | 20
; ' ITEMS OBTAINED BY USING STEAL COMMAND: LEARNED BY QUINA USING EAT COMMAND:
Bird Killer, Wind Ore, Hi-Potion, Ether White Wind

EXP: AP: Gil: CIETXTS s monster is immune to Earth attacks.
| 2,092 2 889
(ITEMS DROPPED AFTER BATTLE:
Hi-Potion
CARDI Zuu
LOCATION (EXAMPLES): - Tifa Tree HP: | MP: | Lv:
973 603 | 19 §
ITEMS OBTAINED BY USING STEAL COMMAND: i LEARNED BY QUINA USING EAT COMMAND: |
Undead Killer, Fire, Holy Magic Tag, Tent, Ether Roulette

EXP: AP: Gil: REMARKS: |
. 1,444 1 708
ITEMS DROPPED AFTER BATTLE!
Soft, Magic Tag

CARD:  Zombie

LOCATION (EXAMPLES):  Alexandria HP: | MP: | LV:
4,896 9,999 16

ITEMS OBTAINED BY USING STEAL COMMAND: |LEARNED BY QUINA USING EAT COMMAND: |

Partisan, Stardust Rod -

EXP: AP 418 m Zorn appears together with Thorn. Zorn and Thorn strengthen one
; 0 0 0 another's ability to cast spells. Attack the jester who is currently concentrating,
{ITEMS DROPPED AFTER BATTLE: since this disrupts their use of magic. You only need to defeat one of the pair to

= win the battle.

NAMES z LOCATION (EXAMPLES):  Cleyra Tree Trunk HP: MP: | LV: |
““ 1,149 | 293 | 8 }
| WEAKNESSES: | _ ITEMS OBTAINED BY USING STEAL COMMAND: | LEARNED BY QUINA USING EAT COMMAND:
Bird Killer, Wind, Water, Ice Potion, Ore, Hi-Potion, Phoenix Pinion | White Wind
EXP: AP: Gil: m This monster is immune to Earth attacks.

120 2 384
ITEMS DROPPED AFTER BATTLE:
Phoenix Down, Ether, Potion

CARD: Zuy

MONSTERS




mnrc than ulst a nastlme

Roammg the world's continents and facing lethal monsters make for
| a hard adventurer’s life. Why not relax by playing the odd round of
| Tetra Master? No sword wielding or spell casting here. Instead,

victory or defeat will hinge on your choice of cards and their
{ placement on the playing grid. :

1 qame of chanw . O a science?

The inhabitants of Gaia, the world in which Final Fantasy IX A good Tetra Master player doesn't simply learn and apply the
¢ unfolds, take their card game Tetra Master very seriously. rules, but is always eager to improve his or her cards and to
¢ Whether you sit down for a friendly match with your neighbour  find new ones. S/he does not miss out on any opportunity to ¥
¢ or participate in an official tournament - it's fun to pit your  take on fellow players around the world. Tetra Master is
| wits against others. Tetra Master differs from conventional  played on a four-by-four grid. You'll normally find that several
i card games. As well as bearing different images, the Final  spaces on this gnid are randomly blocked, preventing cards |} £
| Fantasy cards bear a varying number of arrows and specific  being placed there. This is one of the main tactical features, § &
combinations of alphanumeric values, which may change as  rendering each match exciting and unique.

| you play.

chxral card mfurmatmn

| Each card bears an image. It might depict a monster or some other creature,
i or may show a town or weapon. There are a total of 100 images or card types. e ““r paramgigrs l]
! You will generally see at least one triangular arrow on each card although you |

! can sometimes get a card with no arrows. These little arrows on the edges EaE]‘l I:arll

! represent the card’s attack directions. A player can only “attack” cards
| adjacent to his or her own, and an arrow on the player's card must point at You may wonder what the four letters/figures

%';9 OPDUHE"_'TS clard. = s S TF 2 card e Shacked T on each card mean. These four parameters indi-
h e arrhows ‘Iitslo _Lav? & de ens]:fe _purpttme‘__ ta”(.dr_ t1ts fik ‘:(( ed from a tlr?(_- cate the card's attack and defence properties,
| tion where it lacks an arrow, it cannot resist the attack. Your opponent can | ; & itc strengths and weaknesses.

“take” the card (turn it his or her colour) without let or hindrance.

% The first digit designates the Attack Points
{ or AP - the card's attack power.

The second digit designates the card's
Attack Type or T. There are four card Attack
Types.

® The third digit designates Physical Defence
or PD - the card’s defensive power against
physical attacks.

The fourth and last digit designates Magic
Defence or MD - the card’s defensive power |
against magic attacks.

The parameters are expressed as figures from 0
to 9 and as letters from A to F, similar to the
hexadecimal system.

The actual parameter sequence is
0123456789ABCDEF,
where 0 is the weakest and F the strongest para
! meter. Not all cards can evolve to reach the
| maximum F parameter. The card's image may dic-
: tate that evolution is halted before reaching F.

40

i
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e — o oo = > e L e

s Y
Carrent score
Table showing el the cards
(small figure: nimber of cards PGttt e 3 -556“;2 Rank
bearing the same image) ; :
il e e Number of matches won
Win _: - n <7, 3
aca s Number of matches lost "
Draw: 5 @
CARDIMFO, - Number of draws -
Number of images Picture of tard
(card types) obtained Arrows
MO (Magic Defence) = e
PO (Physical Defence) =R 9Y
Number of cards obtained so far T (Attack Type) : i
- :%
AP (Attack Points) s
.-‘,;

Name of the selected card

lard Rttack Types P cossacon

et et

The four Attack Types are designated by letters:

# P = Physical Attack: This Attack Type attacks physically, for example using
blows or bites. The opponent’s card defends using its PD value.

¥ M = Magical Attack: This Attack Type attacks using magic, while the
opponent’s card defends using its MD value.

& X = Weakness Attack: This Attack Type always attacks the lowest defence
figure of the opponent’s card - either its PD or its MD.

¥ A = Ultimate: This Attack Type always attacks the lowest figure of the
opponent’s card - its AP, PD or MD. Ultimate Attack Type cards attack
using their highest parameter - AP, PD or MD.

How strong is my card? |

As a rule, the first two digits, AP and Attack Type, determine a card’s attack {
power. A-Attack Type cards are the exception to the rule: their highest para-
meter - AP, PD or MD - determines their attack power. The last twe digits
designate a card’s defensive power. Each card alse has an additional para-
meter which remains invisible but can be roughly gauged: its Hit Points or HP.
This "life force” derives from a card's Attack Points, The higher the AP, the
more HP a card will have. The following table indicates cards' HP range of
cards:

D -

- 1 -
2 -
3
4
5
6
7 s 112 - 127
8 = 128 - 143
J § 144 - 159
= 4 160 -175
B {176 101 |

=% i 192 - 207
D { 208 - 223
E | 224 - 239
B fhzau 255

R e e T A TS e LSS s e e
CARDS




The Tetra Master rules

You begin each round by selecting five of your cards. The pro-
gramme then tosses a coin on-screen to determine who will be
first to place a card on the grid. Both players take turns pla-
cing a card at a time. Those cards not yet placed by your
opponent remain face down, so you cannot see which aces
s/he might have up his or her sleeve. At the end of the round,

the player with the most cards on the grid wins the game. The
victor's reward is to select one of the cards lost by his or her
oppoenent.,

It may sound simple, but the underlying principle is quite
complex. You need to observe the following rules to win a
round:

For the sake of convenience, the
player whose turn jt is to place a
card is catled the attacker, while -
his or her opponent is currently
the defender. Each player takes
turns placing one of the five
cards they initially selected on the grid. The player whose
colour is displayed by the tossed cofn makes the first move.

If the attacker places a card next
to a defender’s card, and if an
arrow- on the attacker's card
points to a defender’s card edge
or corner not marked with an
arrow, the attacker takes over
that card without meeting resistance. The screenshot shows

- how Blue takes over the upper card, as it bears no arrow at
its bottom corner.

However, the arrow on an

attacker’s card generally points

at a side or corner of a defender’s

card that also bears an arrow -

with the result that battle is -

joined. The strength of the
attacker’s card is of particular importance here: the higher the
parameter, the more likely victory becomes. The screenshot
shows an example of Blue placing a card with 2 AP. attacking
the card that possesses a PD of 0 to its lower left.

If the arrow-bearing edges of the
attacker’s card touch more than
one defender’s card with arrows
* . to meet them, the attacker can
~.° | decide which of the defender’s
-~ cards to do battle with. In this
case, the word Select is displayed on the defender’s cards in
question. If, however, only one of the adjacent defender’s

- cards bears an oppesing arrow, that card is automatically

chosen as an adversary.

- Once two cards do battle, their HP are modified by the cards’
relevant attack and defence properties. The cards are then
compared, and the one with the most HP wins. The defeated
card is taken over, meaning that it assumes the winning

card's colour.

Once the atfacker succeeds in
taking over a card, the defender’s
other adjoining cards are ana-
lysed. If an arrow on the card
just taken over points at one or
more of the defender’s cards
bearing arrows on the adjacent corners or edges, a combo
may occur. This means that the attack and defence properties
of the cards are again analysed, and one or more of the
defender’s remaining cards may be taken over, rather along
the lines of the domino principle. Maximising the combo
options is an important strategic weapon in your arsenal, But
remember: your opponent is also aware of combos’ multiple
takeover potential, and will exploit them ruthlessly ...

At the end of the match, the vic-
tor is the player who managed to
gain the most cards. The current
score- is displayed on the lower
left side of the screen during
play.
At the end of the match, the victor can choose one of the
cards his or-her opponent lost during this round. The top score
15-10:0, meaning that oll cards bear the winner's colour at the
end of the round. The victor then gets to choose not just one,
- but all five, of the opponent’s cards - a Perfect score!

- You can only carry up to 100 cards at a time. If you hold this
maximum pumber you will be asked to pick a card (or 5 cards
if you win a Perfect score) after winning a match. However,
after you have chosen your-card or cards, you will immediate-
ly be asked to discard unwanted cards over 100 from your 100+
collection, If you hold the maximum number of cards you
cannot pick up any cards dropped by mensters after battle or
discovered at certain locations.

- The winner's card parameters climb after each match, with
one randomly chosen parameter (AP, PD or: MD) of each card
increasing by 1. This does not apply to cards just taken from
the loser. There also is a (very!) slim chance of the cards’
Attack Types evolving. P- or M-Attack Type cards have a 1.56%
probability of turning into an X-Attack Type card after a
match, while X-Attack Type cards have a 0.78% probability of
becoming A-Attack Type cards. Winning at Tetra Master is the
only way for your card Attack Types to evolve.

CARDS




Hints and tips | ?._

e —————————— T e e e e e e S i siteiment

Duplicating your cards fl sure winning

You can duplicate cards using a simple trick - a useful ploy if you own a Siratg iz
valuable A-Attack Type card. Simply follow these steps: "‘ﬁ ;
88 Intentionally lose a match - preferably against a particularly weak As the grid layout and your opponent’s cards
opponent. The card you want to duplicate must have been taken over by { change with each match, there is no step-by- _
the winner. If it is valuable, your opponent will probably pick it as a step solution to Tetra Master. However, the fol- =:-
rize. lowing strategy will bring victory a lot closer: | &8
P .
B It is very likely that your opponent will use this newly gained card in R
your next match. Win this match 6:4. The card your opponent won from & At the start of the match, choose four weak 3
you earlier must be the only one you take over (i.e. the only one to cards and a strong one. All cards should | %
assume your colour during this match). Pick this card as your reward. have as many arrows as possible. Place a
# Surprisingly, your opponent will use the card yet again in the following weak card with a particularly large number - ¥
match. We can only speculate as to how s/he managed to copy it so of arrows in the centre of the grid. .
quickly ... . “
: Win this match as you did the one described above i.e. 6:4 etc. & Your opponent will probably place one of 1
Maintain this strategy for as long as you please - or until you have his or her cards next to yours and take over | Es
collected 100 cards your card. = _‘
4
&5 Place the rest of your cards on the grid, Lo

HHHHHHHH eSS S S h goading your opponent into battle each ‘
Pl |. 8 time. Never mind whether you take over =
ay| Ine. E LISCARDS

| other cards or lose yours: the main thing is

LI Fe "
Pfayﬂn!me will gwe you all necessary rnformatmn E to have all cards "linked” by arrows.
* about the 100 Tetra Master cards, -

& Victory is yours if you place your last and
strongest card in such a manner that a 5
“chain reaction” combo is triggered, e B
reconquering as many cards as possible. :

fim I a good Tetra Master plauer?'

P ——

e e e e e

The in-game ranking system allows you to gauge your standmg as a Tetra COLLECTOR'S
Master player. Your score increases according to the number and kind of cards L L RGNS ] RANKL s
F 5 e . 1 0 Beginner R
you collect. You are ranked according to the following criteria, 1,700 points 5 ~300 Novice . :
being the maximum possible. 3 400 Player == :
4 {500 Senior
B There are 100 different card types or images. Each image earns you 10 : === ?gg ["’”Id [ =
. . s s = » edde =3
points, but duplicates bearing the same image will not increase your ; 800 Coach -
score. Hence, the maximum score by image is 1,000 points. 8 900 | Advisor
== i 1,000 Director S
k= There are a total of 256 different arrow combinations, each worth 5 -2 iégg ?r‘d{'i‘;; —_— ==
points. Since you are limited to 100 cards, the maximum score by 2 1250 Commander | =<
arrows is 500 points. 13| 1.300 e E- ;
14 1,320 Professor 3. A
& Each X-Attack Type card earns you 1 point, while an A-Attack Type card iz }ifg l‘“::‘r” e =« 1
is worth 2 points. Unfortunately, P and M-Attack Type car_ds are worth 17 | 1350 | Champion . }__ '
no points at all. Thus, the maximum score by Attack Type is 200 points. 18 1,360 Analyst
19 1,370 | General
Open the Card Menu te view your current Rank. Here you can also see how ;‘]} . l';zg Ei‘;‘r? e
many Tetra Master matches you have won, lost or drawn. The following table 23 1.400 Specialist ; e
lists all Ranks and the number of points required to reach them. If you 23 1,420 Elder = B 5
manage to reach all 1,700 points you will be the envy of your friends - but 24| 1,470 | Dominator z
- > i - 25— —F 1,510 Maestro =
sadly that will be your only reward. . J— T -
27 1,600 | Wizard
28 | 1,650 Authority iE
29 1,680 Emperor B 20
30 1,690 Pro 3 ]
31 | 1.698 Master
32 1,700 The Collector

o o e e e s i
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NCCRETS

There are quite a few secrets scattered throug
the world of Final Fantasy IX. To ensure tha
don't miss anything, take a look at th
following pages to find, more about the
Chocobos, and an easy-to-use overview of all
the mini games. If you have any e
after catching frogs and brea
skipping record, why not tak
secret boss monster, Hades?

Shush: Don't tell!

Steiner’s Pluto Hunting
Location: Rlexandria (LD 1)

When you first slip into the role of Steiner in Alexandria Castle, your only task
seems to be to find Princess Garnet in the West Tower. However, there is
another knightly chore that is easily missed, and that cannot be taken care of
once you have reached the West Tower and triggered the cinematic.

As commander of the Knights of Pluto, Steiner should order each of his men to NAME NUMBER 'jo CATION
help search for Princess Garnet. You are rewarded with a dose of Elixir once you Blutzen 1L Guardhouse
have given orders to all your Knights. Address Breireicht, the last Knight of §88 ohel il Guardhouse
Pluto, just below the top of the West Tower a second time to receive the item. taudo  § IV 4 Libiaty
There's no pressure, so take your time to find all Knights of Pluto and comple- Dojebon _ . v Hallway

te this little sub-quest. Blutzen and Kohel move around as a team, so you need B'e_'”:"d'l v 1'_""951 Tower
only address one of them. Weimar VII Courtyard
Don't be surprised if you stumble across a Knight who refuses to give you his Haagen Vi Courtyard
name or service number: he is not part of Steiner’s squad. Melgentheim IX Guest Room

3_1:

Blutzen and Kohel work os a team, so you need only address You receive a dose of Elixir once you've ordered all the
one of these Knights of Pluto. Knights of Pluto to search for Princess Garnet.




finnoying the moogle
on the world map

You can call a moogle anywhere on the world map by using the
Moogle's Flute (press the ©@ button). As you know, he is happy
to save your game or help you use a Tent. However, he
becomes annoyed if you call him and send him away without
asking for his help.

He replies "Don't call me if you don't need me, kupo!”, "You're
starting to tick me off, kupo!” or "I'm sharpening my knife,
kupo.”. His patience snaps once his time has been wasted 15
or more times, and he demands that you "STOP IT, STOP IT,

[hanging your
characters names

You have an opportunity to change the name of a main
character when you first meet him or her. Renaming your
characters later is slightly more tricky. You must find the
Namingway Card and visit the Scholar to the left on the upper
floor of Daguerreo. The Scholar is in need of a book entitled
The Eidolon and 1. Follow the passage to the right and
examine the pile of books outside the right door. You learn

that the book can be found here. Return and report your find
to the Scholar, who immediately walks off to retrieve the tome,
enabling you to climb down the ladder. Address the Guy Doing
Research who can help you rename a character.

Where to find a Namingway Card? There are two possibilities.
The Namingway Card can be obtained in the Desert Palace.
Pick it up in Kuja's chamber (see page 97 in the Walkthrough
chapter). The other possibility can be found on PlayOnline,

STOP IT! KU-PHEH!".

If, at any time, you call the moogle, then ask him to save your
game and abort at the last moment, he gives vent to his
angers, saying “Really? You'll be sorry, kupo!”. No matter how
much you waste the moogle’s time, however, he always rushes
to your aid when called.

PlayChline. [g-ResmNET
-Why do you find yourse!f deif.verr'ng letters for the
moogles? PlayOnline lets you know what's in it for ]
you.

E-NAMECARD_

There is a second Namingway |
Card! Do you want to know |
where? PlayOnline tells you. |

Your Treasure Rank

Are you one of those players who finds it impossible to
anything lying around? Are you a hunter-gatherer who pie
everything that is not nailed in place? Scavenging i
in Final Fantasy IX, and you actually receive an award =
called Treasure Rank - for your diligence.
To discover your current rank, address the Woman at the Trene
Inn after the card tournament on CD 3 has ended or talk to the
Four-armed Man in Daquerreo. Each Treasure Chest, Field Icon
and Event Item earns you 1 point, as does each Rare Item from
the Auction Site. Chocographs and discoveries made using Dead
Pepper are rewarded with 2 points. Ttems you buy (including
those offered by Stiltzkin) or that you find while digging with
a Chocobo do not count.

Your Treasure Rank is determined by your total number of
points. If you attain Rank S, the Four-armed Man in Daguerreo
will hand you the Rank S Medal.

Less than 80 points = Rank H
81 - 90 points = Rank G

91 - 100 points = Rank F
101 - 110 points = Rank E
111 - 120 points = Rank D
121 - 130 points = Rank C
131 - 140 points = Rank B
141 - 150 points = Rank A
151 + points = Rank S

During his escape, Kuja drops a Namingway Card enabling
you to rename a main character,

SECRETS




Lapiain Dagger

Location: Alexandria ((D 3)

lollecting Stellazzio coins
Locations: various ([Ds 1 - §)

When Alexandna is under attack, you can help the princess
save the inhabitants and protect the city. Although this does
not alter the outcome of the assault, your actions determine
which item you obtain. You can only attempt this little sub-
quest at one point in the story, and you'll only have one
chance to make the right decision.

You must assign tasks to the Knights of Pluto corresponding
to their specific talents. Four tasks must be assigned to four
pairs of knights. The greater the number of optimum
combinations you select, the more valuable the item you
receive as reward for your competent leadership,

ORRECT SELECTION [ITEM
0 | Potion
1 | Ether

2 { Elixir

4 § Angel Earrings

Incidentally, it takes a lot more than guesswork to select the
correct pair for a task. The relevant information was given at
the beginning of the game, provided you had Steiner order all
Knights of Pluto to search for Princess Garnet and then
remembered to address Breireicht a second time. The correct
combinations are:

Queen Stella in Treno is crazy about Stellazzio coins. Deliver
those that you find on your journeys in return for Gil or pre-
cious items. Address Queen Stella and agree to hand over your
Stellazzio coins,. whereupon her assistant will present you
with your reward. The nature of the reward does not depend
on which coin you deliver, but rather reflects how many
Stellazzio you have handed over.

TASK KNIGHTS OF PLUTO
Gather information __iBlutzen & Kohel
Protect the townspeople Weimar & Haagen

Breireicht & Laudo

Contact Lindblum to request reinforcements

Begin preparations to fire the cannons Dojebon & Melgentheim

NUMBER |ITEM

1 1,000 Gil

2 | Phoenix Pinion

3 jzoooGil

4 | Blood Sword

5 {5000GL

; ig?ﬂo & The Stellazzio coins are
; scattered all over the

8 Black Belt il

T world, and since they
£ : are named after the

M Rl signs of the zodiac your

[ A171/50.000 Sl sub-quest should be
12§ Rove of Lords complete once you have

delivered 12 coins to Queen Stella. To your surprise, Queen
Stella is still not satisfied, since it seems that there is a 13th
Stellazzio. Apparently, it is located in a place where you found
one of the original 12 coins earlier. Your efforts are rewarded
with a weapon that will hammer away at your opponents!

| PlayCnline. [E-sreLFint
:ZIL;“ you want to Qr've Queen Stefla what she is
: looking for, then go to PlayOnline to find out its
 location.

Queen Stella in Treno rewards you for delivering Stellazzio
coins.

SECRETS
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Some of the dozen Stellazzios are
hard to find, but our list should
help in your quest.

SEE WALK-
STELLAZZIO | LOCATION THROUGH CHAPTER
Aquarius Ipsen’s Castle Page 100
Aries Bl e Page 45
Cancer Burmecia R Page 56
Capricornus Daguerreo Page 99
Gemini Treno Page 59
Leo Alexandria Page 85
Libra Madain Sari Page 80
Pisces Invincible Page 108
Sagittarius Lindblum Page 88 i
Scorpio Quan’s Dwelling Page 85
Taurus Treno ' Page 59
Virgo Black Mage Village Page 78

Play(nline. [¢-HAMRINF
}’{r}ydnﬁne can answer what Queen _S'r.ef.tu. w-:'{f gr.'ve.
| you once you have granted her last request.

QUESTION

ANSWER

The 15th Lindblum War started in 1600,

alse

I Want to Be Your Canary was written by Lord Afon.

Some Mus are friendly and don't attack.

1

2 | Chocobo Forest is located between Lindblum and South Gate True
3 | The Theatre Ship Prima Vista was built in Artania Shipyards. | False
n
5

False
True

6 | Lindblum's air cabs operate around the clock. True
7 | Lindblum Castle is [arger than Alexandria Castle, True
8 | Fossil Roo is a tunnel that connects Treno and Alexandria. | False
9 | Theatre Ship Prima Vista uses Mist as its source of energy. | True
10| Berkmea Cable Cars have been running for 8 years. True
11} Conde Petie is a village of goblins. False
12} Bobo bird is a bird that brings you fortune. False
13| Treno's cafe, Card Carta, is members-only. e
14} Prima Vista means love at first sight. False
151 Only one desert exists in the entire world. False
16} You can defeat Ragtime Mouse. e Hirue . |

During the Pop Quiz, answer the Ragtime Mouse's question
correctly by attacking the corresponding symbol.

The Pop (uiz

Location: Forests [[Ds ] - §)

PlayOnline

KEYWORD:

You may encounter a strange creature in the forests of Gaia.
The delicate air played when "battle” is initiated should alert
you to the fact that the Ragtime Mouse is no ordinary
opponent. Instead, he is an itinerant quiz-master. You must
decide whether his statement is true or false, and then have
your character attack one of the corresponding symbols
floating on either side of the Ragtime Mouse. Your first correct
answers are rewarded with 1,000 Gil, and the reward increases
later. There is no set order to the questions, although the
16th, or bonus, question obviously always comes last.

If you are confronted by 'ordinary’ monsters when first
entering the forest, the Ragtime Mouse will not appear later
during the same visit. You then need to enter a city or a cave
to "reset” your chances. However, you can circumvent this rule
by saving your game after winning a battle in a forest. If you
again encounter other monsters first, repeat the save trick to
maintain your chance of meeting the Ragtime Mouse.

You only get one chance for each question. If you get the
answer wrong, this question will never be asked again. The
following table lists all the Pop Quiz questions asked by the
Ragtime Mouse. Read them carefully. You'll find the answers
during your travels around Gaia.

E-RAGTSEC

Who wants to be a
“Gilionnaire”™? This bizarre
creature’s quiz tests your kno-
wledge of Final Fantasy IX. If

. you are at your wits' end, play
your Joker: PlayOnline!

want from you.

. KEYWORD:
Play(ntine  [E-pHANTNFO
SRR 5 18 ¢ D

PlayOnline discloses what the Phantom Monsters really

SECRETS




Stiltekin, the globe-trotting mexchant

Locations: various (CDs | - 6)

This seasoned traveller always stays near other moogles, and you'll come across
him frequently. When you address him, he offers to sell you three items for a
set price. Occasionally, you might have to talk to him twice before he makes
his offer. Although Stiltzkin always stresses that your shopping enables him to
continue his journey, he'll also appear in the next location if you do not buy
anything. Contact him as soon as you arrive in Oeilvert, as he doesnt stick
around for very long.

LOCATION ITEMS FOR SALE GIL
Burmecia Soft, Hi-Potion, Ether 333
Cleyra Ether, Hi-Potion, Phoenix Pinion | 444
Fossil Roo Phoenix Pinion, Remedy, Ether | 555
Mountain Path [Magic Tag, Tent, Ethera 666
xandria Phoenix Pinion, Hi-Potion, Elixir} 777
Oeilvert [Hi-Potion, Emerald, Elixir 888
Bran Bal Diamond, Ether, Elixir 2,222 ]
Alexandria Moonstone, Ruby, Elixir 5,555
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Items for kupo luts
Location: bizamaluke’s
brotto (CDs 1 - 6]

Rumour has it that moogles love Kupo Nuts,
and this is confirmed by a moogle couple who
has taken up residence in Gizamaluke's Grotto.
When you meet the couple for the first time,
your possessions include one of the prized nuts
obtained by Vivi during an automatic ATE.
Later, you occasionally receive further Kupo
Nuts from other moogles when selecting the
Mognet option. You can only carry one Kupo
Nut at a time, so take any nut you receive to
the moogle couple in Gizamaluke’s Grotto as
soon as you can. Although this sub-quest is
not vital to your adventure, you do gain useful
items when you deliver Kupo Nuts.

Your very first Kupo Nut enables the moogle
husband to break out of his prison, and he
rewards you with a Gizamaluke's Bell.

You receive a dose of Elixir for the first Kupo
Nut you deliver after the destruction of
Lindblum.

You receive an Extension for the first Kupo Nut
you deliver on CD 3.

You receive an Aloha Shirt for the first Kupo
Nut you deliver on CD 4.

Any other Kupo Nuts you deliver earn you
items such as a Tent, a dose of Ether or a
Phoenix Pinion.

The moogle couple in Gizamaluke’s Grotto
adores Kupo Nuts.

Hammering it home!

If you are in possession of the Hammer when
finishing your adventure on CD 4, a short
scene will be added to the end cinematic! Bear
this in mind if you are tempted to use the
Hammer as an "ingredient” at a Synthesis Shop

SECRETS




[hocobo basics

Chocobos are well known to fans of the Final Fantasy series, so
it's no surprise that the friendly yellow birds also play a part
in your current adventure. You can ride a Chocobo to move
around quickly and without hostile encounters on the world
map, and your Chocobo will also helps you unearth treasure!
This is explained in greater detail on the following pages.

2. Now select Gysahl Greens in the Ttem Menu and use this
“item to call Choco, whom you first met in Chocobo’s Forest.

Chocobo’s Fnresi/ /

If you follow the Walkthrough in this guide, ixou first visi
Chocobo’s Forest towards the end of CD 1 (see tage 53 i

Walkthrough chapter). During Zidane's "rendezvouy
Dagger atop the Telescope Tower in Lindblum Castle/"you view
the world through a telescope and spot a Chocobo as well as
Chocobo’s Forest. After leaving Lindblum, head northeast on
the world map and cross a bridge to reach the forest.
A glance at your Continental Map will help you find the spot.
Chocobo’s Forest is inhabited by a Chocobo called Choca and
a moogle named Mene. Mene gives you the item Gysahl Graens §
and introduces you to Choco, explaining how you can gain tfte. §
yellow bird's trust:

: -""'__"'"’_-;
=

¥ 3. Stand next to your feathered friend and press the O but-
ton to mount Choco. Then ride to Mene in Chocobo’s Forest.

Back=in the forest, Mene shares a secret with you: once a
Chocobo-has acknowledged somebody as its Master, it follows
- him everywhere when called. And there is more: Choco is able

to scent buried treasure. To make use of this talent, pay 60
Gil to Mene and play a round of the "Chocobo Hot & Cold”
game. This stake is petty cash compared to the riches you can
unearth during the game.

1. Leave Chocobo’s Forest and look carefully for Chocobo
tracks to the south of the forest. They resemble normat bird
tracks and are not always easy to distinguish from the ground.

SECRETS




The “Chocobo Hoi & Cold” game

Once you have paid Mene 60 Gil, he explains the rules. You
have 60 seconds to search the ground of Chocobo's Forest for
treasure. Choco can only scent one item at a time, although a
huge amount of treasure is hidden in the forest ground. So it
is worth starting another search once you have found an item.
Press the directional buttons to lead Choco through the forest
step by step. He runs faster when you use the left Analogue
Stick. Press the @ button to have Choco sniff the ground for
treasure. Whenever you press the © button, Choco com-
ments on his findings. Here is how to translate his reports into
clues:

“Kweh"” is a normal Chocobo cry and bears no meaning.
"Kweh!?” indicates that something can be found in the
surroundings.

"Kwehhh!?” means that you are close to the location of the
treasure,

"K-KWEHHH!!!" signifies that you have found something and
must press the @ button to dig up the treasure. Press the ©
button repeatedly until the Depth gauge reaches "0"

Choco’s cry signals that an item lies
buried in the vicinity.

Found some treasure! The Depth gauge
on the left shows how far you need to
dig; while the white figure near Choco

indicates how deep you dig each time

you press the © button,

Valuable items tend to be buried deeper than more mundane
items, so you can look forward to an exciting find when the
Depth gauge shows a higher figure, Mene evaluates your
findings and awards Points for them. You can exchange these
Points for items - see the section "Rewards for "Chocobo Hot
& Cold” players below. Mene rewards you with bonus Points or
seconds when certain requirements are met:

# Additional Points are awarded when you find an item within 5

seconds after the game begins, or if you find two items
within 5 seconds of each other.

# You receive 10 seconds Bonus Time on the next countdown if

you unearth four items within the time limit. In addition, the
items you dig up will now earn you twice the usual amount of
Paints.

B Limit Points are the highest distinction you can gain by play-

ing Chocobo Hot & Cold, and are awarded by Mene if you
unearth eight items within the time limit. The number of
Points depends on the time remaining, on the forest in which
you dig and on Choco’s abilities. Both Limit Points and
Additional Points are credited to your Point "account”.

Rewards for
“Chocobo Hot & Lold” players

The more items you find when playing Chocobo Hot & Cold, the
more Points are credited to your “account”, Mene tells you how

~.many overall Points you have accumulated, and you can then

exchange these Points for items. As you can see from the list,

..1'},\1"'5 worth putting some effort into your digging!

ITEMS POINTS REQUIRED
Robe of Lords 10,000

Protect Ring 8,500

Wing Edge 3,500

Viltgance Card 1,800
e

Ore 250

Phoenix Down 150

Gysahl Greens | 10

Training your Chocobo

After playing a few rounds of Chocobo Hot & Cold, your
Chocobo’s Beak Level increases. The higher this Beak Level, the
fastér you can dig and unearth treasure. Finding certain
Chocographs also improves your Chocobo’s abilities.

When riding a Mountain Chocobo, you'll be able to dig up the
item Dead Pepper in Chocobo’s Forest and in Chocobo's Lagoon.




FINAL FANTAS el

Chocographs — the invaluable treasure maps

At some point in the Chocobo Hot & Cold game you dig up a stone with
patterns. Upon closer scrutiny, Mene deciphers the markings and tells you that
this is a Chocograph. These treasure maps mark the spots where valuable
treasure lies buried all over Gaia.

One of your first Chocographs is called Streamside, and indicates a spot on the
beach to the southwest of Chocobo's Forest. To unearth the treasure, leave
Chocobo's Forest. Don't worry, Choco follows you automatically. Press the @&
button and select the Chocograph Menu. Then press Select in this menu to
choose the Streamside Chocograph. A picture of the Chocograph and a short
text with hints on where to dig are now displayed. (Seeing the size of the
column, you can guess that there are any number of further Chocographs ...)
Now exit the Chocograph Menu and press the SELECTI button while on the
world map repeatedly until the picture of the Chocograph is displayed. It helps :
you locate the treasure. If you want to cut short your search for once, cross 2. Press the ISELECT! button to view the

the bridge to the southwest and head for the beach in the south. Press the Navigation Map and the Chocograph pic-
© button to dig as usual and take heed of your Chocobo's cries. Eventually, ture,

you will find a treasure chest containing something valuable ... One
Chocograph means one treasure location with one treasure chest.

Chocograph

CHOCOROxs B 11TV

e L L e, T e e et

W Streeneice = T g o i 3, The Chocograph picture gives an indi-
' | : : ; cation of where the treasure is buried. As

B R in Chocobo's Forest, press the © button
i bo check where the river. to hear how close you are to the treasu-

!
: i meets the ocedn; kupos: re.

¥

1. Press the ‘& button on the world map to open the
Chocograph Menu, Select a Chocograph - in this case,
Streamside. Your Chocobo can now scent the treasure.

4. Mission accomplished! You have found
the tregsure chest and immediately taken
possession of its contents. Treasure hun-

ting can be that easy.

SECRETS |




Treasure hunting

If you slaying the Chocobo Hot & Cold game in Chocobo's Fo .,t (orelse- & —~ W
where), you will find further Chocographs. Unfortunately, the | F E '
treasure they indicate is not always as close as that lrldmated by the
Streamside Chocograph .
You can also find six Lhou)griph Pieces which, when assembled, form the |
Chocograph Mist Ocean. The Chocographs do not simply help you find E S
§
g

treasure: once you have found all Chocographs, you can embark on a rewarding §
“Beach Tour” :
The following tables list the Chocographs you can dig up in various places. As §
you can see, Chocobo’s Forest is not the only spot where you can play a round
of Chocobo Hot & Cold. As to the treasure? Wait and see what lies in store...

Fairy Istand

Streamside Forgotten Island
Uncultivated Land Biiter Teland
Healing Shore
_ Cold FHeld
8 Between Mountains
Small Beach
Bird's-eye Lagoon : :
Abandoned Beach Mcluntam Lrack ari Eastern Par‘t of I.r:lst Lentment
Faraway Lagoon Motmntain Crack on Northeastern Part of Forgotten
Forgotten Plains Continent
Farbidden Forest Mountain Crack Near Dailvert

Cold Lagoon
Green-Plains
Chocograph Pieces T and 2

Forgotten Lagoon
Dawn-Lagoon

Dusk Plains

Abandoned Lagoon
Ocean

Outer Island 2

Sea at-Dusk

Chocograph Pleces 3 -6

What's waiting for you in parc
g PlayOnline.

| SECRETS
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The mini games

Happy skipping

Location: Rlexandria (CDs 1, 3 and &)

tidane’s exhibition duel
Location: Rlexandxia [CD 1))

In the Square, you'll find three girls engrossed in a skipping
game. (They resume their skipping at the Steeple after the
destruction of Alexandria.) You can participate in the game if
Eiko or Vivi are in your party.

The girl in the middle is happy to cede her place if you press
the & button to address her.
Depending on your performance, you'll
be rewarded with money or an item. If
you manage to skip 1,000 times or ¢
more, you receive a key item. The § E-SKIPGAME
speed at which the girls turn the rope
increases at regular intervals. The ™%
longer you hold out, the harder the |
skipping becomes.

T T T T T o ]

PlayOnline

e e e e e e e e e

The exhibition duel between Blank and Zidane takes place
during the performance staged by Tantalus. Although you
must participate in this duel, you do not need to execute any
of the moves correctly in order to proceed in your adventure.
You can also practise your performance as often as you like.

Exhausted, 'bur !m;:;py: PlayOnline
§ tells you what you receive for a §
¢ brilliant skipping performance.

However, once you decide you've had enough you
cannot return and try again.

Blank tells you which controller buttons to press. The
quicker you react, the more favourable your
assessment. Pressing the wrong button subtracts a
considerable number of points from your score. Your
final score indicates how pleased the audience was
with your performance. The more people enjoyed
your duel, the more Gil you receive.

Your final score also determines which item Steiner
obtains from Queen Brahne when he next addresses

UMBER SPEED AT WHICH < BUTTON

OF LEAPS MUST BE PRESSED
- 19 SHIOWESSSSS

0 - 49 medium
50 - 09 high =
100 - 199 very high i
P00 - 299 alternates between high and low
B00 - 999 extremely high %

000 serious danger of cramps

her. The queen's approval of your performance
depends on whether or not you made mistakes.

PlayOnlme 'E-SWORDF
An en.rhr-m.r'a;rrl-f (;H.Er}:’r?-ce_re‘u-'(_?rr_fs :vo_uf- p;’ffur_man- ;
ce with Gil, but Queen Brahne is not stingy either.
¢ PlayOnline reveals what the monarch has in store

 for you.

"8 You can start off by
" simply enjoying wat-
ching a skipping game
in the Square in
Alexandria.

The girls retreat to the
Steeple after Alexandria
is destroyed.

You'll need to pull out
all the stops to
impress Queen Brahne
and the audience,
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The Festival of the Hunt
Location: Lindblum (LD 1)

[atching frogs
Location: Qu’s Marsh ((Ds 1 - &)

This once-off event is a set part of your adventure and cannot
be repeated. In the role of Zidane, you have 12 minutes to
chase monsters all over Lindblum. You'll find various
opponents running loose in the city streets; there are no
random encounters as in other locations. Each victory earns
you points which determine the eventual winner of the
Festival of the Hunt,

MONSTER | POINTS
Mu 8- 14
Fang 16 - 27
Trick Sparrow |2 - 13
Zaghnol 60

As there only are a limited number of monsters, you have to
take Air Cabs to reach other districts of Lindblum. Bear in
mind that the relentless countdown continues even then.

Freya and Vivi also participate, but they act independently and
cannot be influenced by you - with one exception. When less
than four minutes remain a sort of boss monster called
Zaghnol appears in the Business District Square. If you attack
it, Freya joins in the fray, and you control both Zidane and
Freya ... but remember that they are adversaries in this hunt.
Whoever deals the decisive blow that defeats the Zaghnol
receives 60 points.

Although you cannot influence Vivi's actions at all, and only
control Freya during the Zaghnol battle, you can determine
who wins the competition:

WINNER| PRIZE STRATEGY

Either neutralise Zidane or remain
passive, for example by selecting

his Steal command throughout the
battle.

Let the Zaghnol defeat Freya and
then Zidane.

Freya Coral Ring

Vivi | Theatre Ship Card

Zidane 5,000 Gil
and have Zidane deal the decisive
blow to the Zaghnol. Your chances
of success increase if you have
Zidane equip the Beast Killer ability
and his weapon The Ogre.

Collect as many points as you can

After the Festival of the Hunt you receive the Master Hunter
key item regardless of the outcome. However, the winner
receives a special prize.

SECRETS

There are four places called Qu's Marsh on Gaia, each with a
frog pond in the middle. Each time you enter this place with
Quina in your party, s/he asks for your permission to catch
frogs. You can refuse, if you wish, and return later to any of
the Qu’s Marshes.

Frogs are safe from Quina in the water, so you can only catch
them if they hop ashore. Remain immobile and wait for a frog
to leap from the water. Then rush towards it and press the X
button. Once you have caught a specific number of frogs,
Master Quale appears and rewards Quina with an item. In addi-
tion to catching a set number of frogs, you must defeat Master
Quale in a battle in order to obtain the last reward.

E-QUABTL FROGS | PRIZE

e e e e e e o e e e T T

No chance against Quale? Not © 2} Ore

to worry: PlayOnline reveals 5 | Ether
how you can defeat this oppo- | 9 | Silk Robe
28 i 15 | Elixir

33 | Bistro Fork
45 | Battle Boots

P B 23 [ Silver ok

99 | Gastro Fork
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The number of frogs you catch has a welcome side effect. The
more frogs Quina catches, the stronger his/her Frog Drop Blue
Magic - provided, of course, that s/he has learned this special
attack by using the Eat command in battle with a Gigan Toad.

Each pond has a limited frog population, and it will take a long
time to recover if you catch all frogs in one Qu's Marsh. Leave
a male and a female frog in each pond to allow faster populati-
on recovery. Needless to say, there is little point in leaving a
single frog or two of the same gender behind. The fregs do not
reproduce when you simply leave a Qu's Marsh and return. from
the world map. You need to enter a settlement or cave to
trigger population recovery.

In one of the ponds, you'll find-a golden frog with a beneficial
influence on the reproduction rate. Try to catch'it to find out-its
gender. Then set the animal free again and ensure that a frog.of
the opposite gender remains in-this pond. The females are a
touch lighter in colour than the males.

Things get hectic here! You need to
be on-the ball to cotch frogs.




The Auction
Location: Treno (CDs 2 - §)

Various items are up for grabs at the Auction Site in Treno.
Each time you enter the building, four items are auctioned. If
you want to bid, just walk up to the stage and press the
X: button. Your bid must exceed the previous one by at least
100 Gil. As the nobles of Treno are also bent on acquiring the
objects auctioned, bids can soon reach astronomic heights.
Even if you have your heart set on acquiring a specific item,
never pay more then five times the initial price. You can
always return later if you're outbid. The item will be auctioned
again the next time or the time after that.

If you have Feather Boots, an Anklet or.a Promist Ring in your
inventory, these will not be auctioned, although this does nat
apply if your character has already equipped any of these
items.. The dose of Elixir is removed from the-lots being
auctioned if you have more than five of them. Remember that
some objects only appear later on.in the Auction Site. ("Blue
Narciss” means that this item is only on auction once this ship
is at your disposal.)

ITEM FIRST BID FIRST AVAILABLE ON
Anklet 2,500 (D3
Dark Matter R e g
Doga's Artifact 1,400 (D 2 i dma
Elixir 15200 | Blue Narciss To bid at the auction, walk up to
Fairy Earrings 1,400 (D2 : MW button when the "?” symbol appears.
Feather Boots 2,600 =§5CH3 SEEE s SR
Griffin’s Heart 1,000 L2
Madain’s Ring : 1 el R ¢ SR
; Magical Fingertip 8,900 CD 4
] Magician Robe 1,200 e A
Mini Cid 500 D2
Pearl Rouge 2,500 OrEENEESS  § ;
Promist Ring 4,300 Blue Narciss e,
Rat Tail == 3300 D3
Reflect Ring 2,200 (D2 5
Ribbon 12,400 EEOTS =
Thief Gloves 4,500 Blue Narciss
Une’s Miror 2,200 CD 2
- : ¢ - Y "‘”\"i'»

Althaugh Sbme of these ob_wcts do not seﬁm t.{} serve anymi
particular purpose, you caf sell them all\ri{Treto. anﬁns;
Heart, Rat Tait“and.Une’s Mirror are bought by.,people outside ‘
A the Bishop’s Residence, While you can find a customer for
Doga’s Artifact at the Synthesis Shop: <. ¢ b
Once you have sold objects bought at the Auctmrl Site, théy

will be auctioned again, However, you can only sell themapce. ,f;,{*‘
i “The Magical Fingertip is only auctioned once you have boughtf k
and sold the four items mentioned above. If you give it to the [
old man near the Daguerreo Inn, he'll hand you the mighty
sword Excalibur as a reward.

If you have Doga's Artifact and Une’s Mirror in your inventory
and you talk to the Black Mage at the entrance to the Black
Mage Village on CD 4, you will hear an excerpt of music from
the Japanese version of Final Fantasy 111.

SECRETS




Hn exciting race
Location: Alexandria (D 3)

A unique game of cups
Location: Alexandria (LD 3

At the beginning of CD 3 you can have Vivi participate in a
foot race against Hippaul. You can race Hippaul as often as
you like before entering the Mini-Theatre to watch the
performance. After that, you can no longer challenge Hippaul
to a race. Address the Hippolady on Main Street. She is
concerned that her son's health is suffering from his card
mania, and feels a little exercise would do him the world of
good.

Although it makes no difference if Vivi loses the race, if he
wins Hippaul's level increases by 1 - 5 and the hippo boy will
run slightly faster next time. The greater Vivi's lead at the
finish, the greater the increase in Hippaul's level. At certain
levels, your efforts are rewarded with an item.

HIPRACE |

i The great prize of Alexandria: PlayOnline lists the
i rewards Vivi receives when victorious.

Alternately press the © and ©@ buttons repeatedly and as fast
as possible. Use whichever technique you prefer for Vivi's
sprint. Whether you keep the controller in your hands or place
it on a table, whether you press the two buttons using your
thumbs or use a finger knuckle to alternate between the ©
and @ buttons - anything goes as long as it works. Anything
that makes Vivi run faster is permitted. As you cannot jump
the gun, you might as well save precious time by beginning to
press the buttons before the actual start signal is given.

Bear in mind that you can alter the button configuration in
the Config Menu. You might achieve better results by placing
the commands on two apposite butt y, on the L and R
buttons. You could alse use two button

another, such as the O and the % butt
knuckle backwards and forwards

Alternately and repeated- “

& ly press two Controller
buttons at lightning
® speed to win the race.

ed beside one

SECRETS

When you visit Alexandria for the first time on CD 3, you'll come
across three Tantalus members at the Weapon Shop. If you only
control Vivi, nothing much happens. However, if you control
Zidane later and address one of the three brothers, you can play
a local variation of the game of cups with them. Your stake is
50 Gil. One of the brothers then asks you to keep an eye on his
position, and the trio begins to trade places. When they have
finished, you must state - or guess - which of the three is the
brother who talked to you before they began to move around.
As the brothers are as alike as peas in a pod, this is not easy to
start with, and it becomes harder. Each time you give the
correct answer, the stakes rise - and so does the speed of the
brothers’ movements. If you answer correctly nine times, the

brothers throw in

ROUNDS| TAKE GIL| PRIZE GIL | the towel. If you
1 50 100 give a wrong ans-

2 150 200 wer, you lose every-

S R U 400 thing staked so far.
4 600 800 If you interrupt the

5 1.200 |  1.600 game and address
] 2.400 3.200 the brothers again,
i 4.800 § 6400  { you begin again

8 9.600 12.800 with round 1 and
9 19,200 25.600 the lowest stakes.

As the results of the game are determined entirely at random,
there is little point in giving hints. However, there is a rather
sly way of evening up the odds. If you open the cover of the
PlayStation at the beginning of the unique cups game, the
speed slows down and you'll find it a little easier to follow the
brothers” movements,

Vivi has little in common with the
three gentlemen at the Alexandria
Weapon Shop on €D 3.

You can win lots of Gil if you enter
the Weapon Shop as Zidane.




The secret boss monstex

Hades
Location: Memoria (LD 6)
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FINEL FANTAS Yol

Hades is a formidable opponent with all the characteristics of a boss monster.
He is extremely strong and resistant, and you receive a great number of AP
but no EXP after battle, Hades's hidden location is his most intriguing feature.

Walkthrough chapter) that seems to serve no purpose, and as soofl as you
move your character into this niche s/he will be hidden by a wall. Slowly walk
from the niche's entrance along the right and keep pressing the & button.
You'll see a text displayed about halfway to the end of the nighe. You can
either choose to leave this place or to stay, in which case you will be attacked
by Hades.

This opponent absorbs Shadow damage and neutralises Earth damage. If you
want to survive Hades's Curse attacks, only enter this battle if your party
members are at high levels and have over 3,000 HP each. You sheuld also
make sure that your characters are protected against various status effects.
The Bird Killer and Devil Killer abilities are very useful, If Zidane participates
in battle, have him try to steal up to four items.

Once you have defeated Hades, he undergoes a sudden change of heart and
opens up a Synthesis Shop! Here, you can commission items that are
unavailable elsewhere.

g KEYWORD:
Hay(:)nhﬂe E-DALIKEY

No entry to the locked room in the windmill? PlayOnline
discloses how to gain access ...

There is a niche on the right in the Birth room (see page 111 in the !

: PlayOnline,

LT KEYWORD:
Play(nline  FExcatHow

SECRET

Want to find an extremely powerful weapon? PlayOnline
has the information you need.

i el
Pby(:)nhne E-MORRID ,
SECRET |

Find out all about the delicious kinds of coffee at

PlayOnline
g SEEREY

i game! Find out more on PlayOnline.

CKEYWORD:
E-OMAKE

Can you believe it? Final Fantasy IX has another mini-
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No need to waste precious playing time: this comprehensive
index will help you find the precise piece of information you
require - fast! You will find about 460 page references in this
section. They give you quick access to general gaming informa-
tion and descriptions, not to mention the location of all items
and Tetra Master cards and the "final secrets” of Gaia.

beneral information and descriptions

Are you looking for details on a specific term? Would you like to know which page to tumn
to for details on, say, weapons? Are you haunted by the intricacies of the Tetra Master card
game and would like to learn the rules? Or are you interested in the creatures known as
Chocobos? You will find all these listed below, together with many more references to the
corresponding page in the strategy guide. No question need remain unanswered!

A

A Ultimate in Tetra Master (description)

Abilities (gaining)

Abilities (learning)

Abilities (overview)

Abilities (tips and <.lr.1||\Jn-x for Iearmng‘,

Abilities, Amarant’s

Abilities, Dagger's

Abilities, Eiko's

Abilities, Freya's

Abilities, Quina's _

Abilities, Steiner's

Abilities, Vivi's

Abilities, Zidane's
Ability (introduction & description)

Amhtv (Menu}

Ability Points lear des cription) e

Ability Points of monsters {descriptior -)

Action Abilities (description)

Active Time Battle = ATB | (description)

Active Time Event = ATE |;|i|"\< ription)

Additional Points '{_at Chocobo Hot & Cold) 16

Add-ons (information)
Add-ons (table)
Addressing people
Adelbert Steiner (information & .i|JI|IIIr‘\|
Amarant Coral ( |||fnr|r|.1t|||n & alnl\t]P‘,;
Ambush |lu||r1g hatth =

AP = Ability Points (stat (.s“.c ||p|1nr|1

AP = Ability Points uf Inull‘[l-'r’

(description)

e
8
124

AP = Attack Points in Tetra Master (desc r|JJl1m\Jl

Armlets (information) Arm |lmlP.l!|nn
Armlets (table)

Armour Unrormatmn}

Armour (table)

ATE = Active Time Battle (description)
ATB Gauge in the Battle Screen

ATE = Active Time Event (description)

Attack (stat description)

Battle Camera (description)

Batt “ontrol (description)

Battle Screen

Battle Screen (controls)

> Speed (description)
Battle System (introduction)
Battle System (tips, n-'-ad before attacking)
Battle: Ambush

Battle: Change of charac cter

INDER

-l;].itf

118
118
119
119
7
_18
10
8
_158

Battle: Choose a target s s ot S
Battle: Escape from 19
Berserk (status, desc |||)I1u:1) a2
Bonus Time at Chocobo Hot & Cold 168
c ———————

Can-do text in the walkthrough (descriptic

Ca MPnu- ! e
dr’d__].jﬂli see Tetra Md\!em
Cards from mun%tPlS (description)

CD reference in the walkthrough (desc ription) 25

Change ‘haracter during battle R |
Chocobo (mformutmn) Sl ad 4
Chocobo ( 167
Chocobo Umunln_‘u e 1 168
Chocobo Hot & Cold 168
{'hr1u1l_m<. Forest I | ? .
Chocograph (mrormutmn) Fivedr 169
Chocographs in Chocobo's Forest 170
Chocographs in Chocobo's Lagoon 170
lhn(ngraphs in Chocobo's Aerial Garden 170
Clothes (information) Armour 1193
Clothes (table) 120
EoLleLthlrc_vi!g__T_q_’_lr.a Master fdpsrnphon] _161 B
ands (description) A RV
Commands in the Battle Sur‘vn 19
Commands in Trance : e
Config (Menu) 28 RV S~ ] ¢
Confuse [J_T.:EI.E_LI_::_L‘_L:_r_r_IElIUII‘] 22
Controller (description) e
Controls W 4
Cursor Ld”'.“‘l-_’.lﬂ".'_i ........ .2
Cursor in the Battle Screen R | .
D U
Dagger (see [’_".U".’_.) a7
Damage display \:de‘.(rlptmm L Df_ SR 19
Damage sym ) 19
Darkness (s a2
Defence {stat desmp on) 8
MRS -]
Eiko Carol (information & abiliti 32
Elr‘rn(‘nldl properties I’]lﬂormatmn B list) 10
Equip (Menw) 6
Equipping items e I,
Escape from battle / Making an escape 19 &=
Evade ;;Ea_t__d_e_s_c_ru:uun] -8
EXP (stat description) BV |
EXP from monsters (description) 124 §
Exploring your surroundings i)

F

Field Message (description) 7]
Field Screen (controls) >3
Float (status, description} 0
Freeze (status, description) 2z
Freya Crescent (information & abilities) 30
Full-Life r\s'..arur, description) 21
B et
Garnet Til Alexandros 17th
(information & abilities) 27
Gauntlet (I[If(?l'lldll{\[l.l Arm meNtm“ 118
Gauntlets (table) 118
Gemstones (information) Add- ans_ 120
Gemstones Uanlej RN 122
Gil {infor 8
FJ_'.‘._;'.’_”.” 124
Gradual Fetnr}. I’status description) 22
H.._....___._.
Haste (status, description) Sl 21
Hats (information) headgear 116
Hats (table) ___nur
Heat (status, description) 22
I‘ll_:‘l_n‘lg_'__flnforln.ihnn) He ddgpdl 116
Helmets (table) 117
lep option Jo 9
HERE Icon (desc ||plmn1 e 2
Hit Points (stat description) 8
Hit Points 1’ monsters (description) 125
HP = Hit Points (.,tat description) 8
I||:I = Hit Points in the Battle Screen 18
§ HP = Hit Points of monsters |dpsr|1ptm|n 125
I g - -
Item (Menu) 6
Items (ln[c)rmdlnnn 122
Items (to use) (table) 122
Items dropped by monsters |'|‘Jt-<,{r|pt1nn) 124
K i
KO (status, description) 22
L —
Level htat description) 8
Level of monsters (tlc"rnpllnn" 125
Level Up (parameter description) 8
Limit Points (at Chocobo Hot & Cold) 168
Location ‘of monsters |9xample, dcsmprmm_ 125
Locations in the walkthrough (description) 25
= Level (stat description) 8
|x-'\u'P| c)f monsters (description) 125
M= | .a'gi'c--d_e Attack in Tetra Master (description)159
Magic (stat description) 8
dj_(_l'_)i’f (stat (li‘\l"Ip“On' 8
Magic Defence in Tetra Master (description) 158
Magic Eva (stat description) 8
Magic Points (stat description) __ 8
Magic Points of monsters (description) 125
Magic stones (description) 13
Magical Attack in Tetra Master (description) 159
Main Menuw _6
Map screenshots in the walkthrnugh
{description) 25
MD = Magic Defence in Tetra Master
(description) o= Ao
E Menu Screens (controls) 4
Menu: “Ability”_ 6
Menu: "Card” Pt 7
Menu: "Config” 7
Menu: * ttpn[nnvnt SO,
Menu: "Item” 6
Menu: ” i,
P
Mini Vtatu\ descnptwnj b 22
MOHHLt_(Il]_TE[T.{_I ion) 24
Monster statistics in the walkthrough
(description) 25
Mansters ( ||r|fc\rnla1|nn- 124
Monsters (._ab_l 5) 125-157
Moogles =
Movement [I]l—"s{ ription) : 7
MP = Magic Points (stat desc r|||1|csn) 8
MP = Magic Points in the Battle Screen = 18
MP = Magic F‘mnh of monst y 125
Must-do text in '.1l|nlhr||ugh II']F'%\ rlptmm _25

L
New items ;

/ Synthes |_§_|n£;" 1|_|'v|_x-': of é-qu'J'i |iin9|1t 11

Next Lv (stat description) HEE I8 8
0 e
Order (Menu) i




Physical Attack in Tetra Master Iflt".(II[‘lli[IH Zidane Tribal .(i.l.l-f'ﬁ;l'r'llafl-{lﬂ & abilities) 2 :

| [ I\MS ombwe (statu fl'fl'l ion = = o
IPclthLr}-]'g{]sculc”jl Defence in Tetra .n1”tej|“ T S z_Jll_bjt_Lt FLs escription) i T .
& People, addressing 9 | 99
= Petrify (status, description) 22 . . ' ZE
 Fhsical Attack in et wasier @escpion 10| Location of items [pieces of S
Physical I)walw in Tetra Master {dP'\fHPUOIﬂ 158 . . minas Boots 56 !
Pieces of qupms_nt Synthesising equipment 11 Equll]ment] a]ld keu ltgms } Gizamaluke Bell ) A 54 :
= PlayOnline {desc rlpl \nn; ) 24 - - 5 8 Glass Armlet 51 = e
Poison (status 22 = g P | Golden Hairpin _ 98 = 1
§ Protect (status, description) 21 Save your hard-eamed Gil for expensive Golem's Flute 101 e
e synthesis items or the most valuable pieces ) Grean Stone 79
= OIUtE'Jrﬂr |EI‘1£!II(::I‘)Tr0m monsters by Eating them % of equipment. The following list helps you ulug Stone___—————————— 9% £ S S
: %iuumJuﬂpﬁ l‘;nf_m-unatmn & abilities) 31 retrieve all items and key items in the game L per = = =T
; —_ | free of cost at specific points in the game Heatng X 81, ‘: _
161 | (see the page references for the walkt- m? q
feoss 126 —————— ;}— hraugh}A M.ost of the pieces of equipment 95| & ‘e
" Robes (i nrmmat.muq Aumour — AR are hidden in treasure chests. Very rarely do d Tce Brand o S 8 -
Robes(table) 119 | you need to meet specific requirements or &8 - T ol PR
SN defeat a boss monster to receive a particu- et 7wl B & %
51: ﬂ:e biﬁle"“( e —); lar item. We have excluded everyday items T SR N = = § _‘
dvl = y ! ! L . . . s s T, ) - = R »
Sc rvr#hixﬁ. rhpi\«-alkr?"rmgﬁ |descrwtmn\ 25 such as Potions and Phoenix Pinions from 0. _

21 the list, since these can be found in a great
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to |
&
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=
&
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scription) ' Kain's Lance JEEE ===__ ===

= .‘?.'.:"f'."."'.L“"'_"“' description) s S : number of ]313':95 and can also be bought Kirman Coffee 80 ’

s Sleep (status, description) ?? cheapiy from many shops. I:(Tl.J_E:._hIJ!__-_ e e S A’i

S ‘)x_ﬂL[_l._i_Iul {_11“_.( r_|j1||m|} 22 1 A

& Sound (description) ~ = - : . - : B\

= Speed (stat descri A : _E._._LI..‘_.__.___.___ ittt g =)

B Spirit stat descri stion) l Air Racket Lam.m g !Iar.d -~ J.L‘ B '--AI =
Spirit (st grion) Air Racket e AR Lapis Lazuli :

‘ETatmuﬁ tm mn\atmn & list) § Leather H

* Leather Plate 50

= - = Y
§ Leather Wrist 43,46, 47, 49 | SSRGS

Amethyst e %

Ancient Aroma
Angel Earrings

(introduction & dPanptu)n]

= Statu< F‘I".h"LtS tdblcsl —_ z1:22 W Angel Flute Leo o & sl [ %% 4
ters (description) 1 Anklet ) Tibra 80 -
AL T il ST § Lightning Staff 37 [rr—
] Aquarius M
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3 . ¢ Mace of Zeus 111 o

= Support Abilities (description) B Autograph | i ng- s = “‘

dings, exploring your bs Mage Masher 43 : -

E age Mashe 43 : ‘
S},n' hesis Shops (information) Bandana ] ’EIL“ Staff 101 = ‘%v
Synthesis Shops (table) Barette | Magician Shoes 64, 65| SR

ng |lz-|-1c Battle BUUL' e 3 MJJL-\ Jat 54 E & yr .

Beautiful Po
Black Belt
Black Hood
Blank's Medicine
Blueotone
Brigandine
Broadsword
Bronze Gloves
Bronze Vest

- Maiden P[.Xi-‘l ) 101
Master Hunter 52
| Memory Earing 83
Minerva's Plate 103
Mini Burmecia

T =Type in Tetra Ma_»te dc-sr_ript_iou_u} e
Target Window (description)
® Target, choosing in battle
Tetra Master
L._t_l_t_._i_n_l-g and defence power of cards)
& Tetra Master -c.er parameters)
Tetra Master (hints and ti
& Tetra Master (information)
& Tetra Mx!_:tf_‘r_!"Iillr_nr[l._t__l ion)
= Tetra Master (ranking)
| Tetra Master (rules)

* Mocha Koﬂ?{- - 53

s .’."'.'.!“.H'.‘.‘."_.[.!.“.'.P. » » s 42
Moonstone 79
Mountain Oglop S 79

Multina Racket 55
Mythril Armlet i e, 71

S ARt Lty o = YT
Tetra Master (Types of cards) T P T - . 1L vagger ¥4, OU, O
. - Carabini Mail M i /es 54, 64
* Throwing weapons (information) Weapons _ 116 Bl - — Mythril Glove . 2% 0
: 114 CatsClaws Mythril Racket 103
& Throwing weapons ( (table) 114 p— : - L L S S == £ ' -
— e Chain Plate 62 Mythril Spear 56
Trance (description) 20 &8 Chimera Armlet 85, 89 B Mythril Vest 4, 1
® Trance Gauge (description) - —7 | Mythnl Vest 64, 71
= . - Chocograph k N
§ Trance Gauge in the Battle Screen R Continental Map ) Needle Fork ,
Trance Power (description}) 20 E.'0|r')|1r£' P : NEIE‘ _ILA Ol'lk IL_]"
= Trouble (Status Effect, description) I e e 3 Kai Armlet 00000000000 o
= Type in Tetra Master (description) }
&y } Dagger ; 5 Opal
- — e Demon's Mail Ore 51 .66 72 75
== Ultimate in Tetra Master |’||z".|'[|JI1Il’.‘I]] L e EIE _——— - 21, 66, 72, 7
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- m—— ert Boots -
Vanish r,ta'l us, description) 2 = e T —— Peridot ; 71, 90
S e Diamond Pick 75
& Venom (status, description) 22 TR £ e T e R i
E T s § Diamond Sword Pisces 108
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Running Shoe

S

sagittanus
= Sapphire
Scorpio_
Shield
Silk Robe
Silver lJ|_|\-’

Armour

Supersoft
Survival Ves
T

Taurus

The Ogre
Tower
Thunder Gloves
Topaz

u

Unusual Pation
Vv
Ven
Virg
w
Water Mirrar
".'||-J Mirror

Yellow Scarf
Yellow Stone

I!lhm tn use key lthS

Once obtained, you will retain most key
items until the end of your adventure.
Some of them, however, need to be used at
certain points in the game and at specific
| locations. The following list helps you find
| those locations. You receive a reward for
each Stellazzio you hand to Queen Stella in
Treno (see page 164 in the Secrets chap-

ter).

== Beautiful I’||I|c||
& Blank'
Blue Stone _
Earth Mirror

Gate Pass
Gizamaluke
Stone

Gree .
Hourglass key
Kupo Nut
Mountain Oglop
Pick

I’|r\|1\ tion Bell

l)l[u”fjl Potion
Ticket

1] :\I"

1 r||I|n||

/ Stone

l/ﬂ llll]lil(

Strange Potion __

Red :Ll g

99

90
8
94, 96
64, 65
_48, 50

49 §
_8F

61 §
75, 83

g Lin

§ Skeleton

] '-'.'yl‘[||

R Zuu

I,m:atllm n[ Tctra mastcr tar[ls :

The followmg playmg cards are easy to
obtain during your adventure. You will find
many of them in treasure chests, or you can
pick them up after defeating specific boss
monsters. In order to obtain all 100 card
images and complete your collection, just
confront those monsters who drop specific
cards. Alteratively, turn to page 161 in the
Cards chapter and read the PlayOnline
insert.

& Antlion

i L I R

§ Fenrir_

Flan
Gargant
Goblin
Ironite

izard Man o
Mimic ) 49
= Mil||[l| ‘vmrrl TR -
Namingway 97
Nymph
* Oglop o
Ramuh

Tantarian
Tanberry

Yeti
Zombie

dblum B TR

Information on the
mini-games

Do you need hints for the exciting mini-
games in Final Fantasy IX? Here are the page
references for the Secrets chapter.

A unigue game of cups, location:
Alexandria (CD 3} 174
§ An ex |1|||g race, location: Alexandria (CD3) 174

Catching frogs, location:
Qu's M: |r\h (CDs 1 - 4) 172

H.t.|_IiJ; "._|<||Jp||\tj location:
Alexandria (CDs 1, 3, 4) 171

”I_f_m‘_l_l_lr_ilt\ll location: Treno | (CDs 2 - 4) 173
The Festival of the Hunt, Iumlmn
Lindblum (CD 1) 172
Zidane's z-xmhlf ion duel, location:
Alexandria (CD1) 171

Rl |

The "final secrets”

The following page references help you
unveil the last final secrets of the world of
Final Fantasy IX.

Laptain _|_}f|(_|L]|‘[, Alexandria (CD 3) 164 |

Hades (the secret boss monster) ) 175
Kupo Nuts, Gizamaluke's Grotto (CDs 1 - 4) 166 |
Moogle, annoying the moogle on
the world map 163
Moogle merchant (Stiltzkin), location:
various (C0s 1 - 4} 166
Names of characte hanc _|_|| 163
Quiz, loc ation: fores (CDs 1 - 4} 165 |
Secret boss monster L\I.Jdv\l 175
SL“IHN\F’||I||H||||I|||t_| Alexandria (CD 1) 162 §
Stellaz:z ollecting, location:
various (CDs 1 - 4) 164
Stiltzkin (the Moogle merchant), location:

arious (CDs 1 - 4) 166
Treasure Rank 163

Updates and more:
www.authorisedcollection.com




LREDILS

FINEL FANTAS Vol

The Official FINAL FANTASY® IX Strategy Guide is a production of piggyback interactive limited.

Publication Directors: Nathali Schrader, Vincent Pargney

Project Director: Liam Beatty

Editorial Director: Michael Martin

Creative’Directors:  Angela Augustin, Martin Schneider
(kdhler + augustin, st. pauli)

Editerial Consultants: Hirofumi Yamada, Klaus D. Hartwig

berman version

tditor: Michael Martin, Hirofumi Yamada,
Klaus D. Hartwig

Layout: kdhler + augustin

Review: Tom Fabris, Square Europe :

Thorsten Schaefer, Michel Sainisch

English versien

Editor: Eva Hoogh
Layout: kahler + augustin
Review: Alexandra Klemm (Aisling Irland),

Square Europe: Alison Lau, Alex Moresby,
Natsumi Yamane

French version

Editor: Franck Reuillon
Layout: kahler + augustin
Review: Square Europe : Katrin Darolle,

Alexis Tolle, Seb Oshan Berthelsen

Italian version

Editor: Project Synthesis Srl - Milano
Prajektleiter: Emanuele Scichilone

Layout: kahler + augustin

Rewiew: Square Europe: Alessandro De Luca,

Raffaella Basso

Spanish version

Fditor: Maria Angeles Martinez Ibanez
(Aisling Irland)

Layout: kahler + augustin

Rewiew: Square Europe: Monica Costoya,

Luis Lopez, Elena Abril

FINAL FANTASY® IX is a product of Square Co., Ltd.

Square [o., Ltd.
Conceived and Produced by:
Executive Producers:

Hironobu Sakaguchi
Tomoyuki Takechs,
Hisashi Suzuki
Hiroshi Kawai
Hiroyuki Itou

Main Program:
Directed by:

Producer: Shinji Hashimoto
firt Director: Hideo Minaba
Localisation Bepartment

Koji Yamashita

Akira Kashiwagi
Kazuyoshi Tashiro
Ryosuke Taketomi, Maki
Brody Phillips

Nobuhiro Uchiyama,
Vincent Zouzoukolvsky
Marcus Wehner, Josef Shanel
Francesca Di Marco,
Barbara Pisani

Eduardo Lopez Herrero,
Carmen Mangiron Hevia

beneral Manager:
Depuiy beneral Manager:
Localistion Director:
English Translation:
Yamane,

French Translator:

berman Translator:
Italian Translation:

Spanish Translation:

Square Europe Lid.
Managing Director: Yuji Shibata
Chief of Product Management: Ed Valiente
Rssistant Manager Marketing / PR: Stéphanie Journau
Localisation Coordinator: Alison Lau
fssistant Manager DA: Katrin Darolle
Assistant Manager IT & Technical Support:

Alex Moresby
Thanks to: Louie Beatty, Tamara, Leon,
Jannes, Moét & Chandon

@ piggyback interactive limited 2000, 2001. The official FINAL FANTASY® IX Strategy Guide is
a licensed product of Square Co., Ltd. All rights reserved. ® 2000, 2001 Square Co., Ltd. All
rights reserved, FINAL FANTASY, SQUARESOFT and the SQUARESOFT logos are registered trade
marks of Square Co., Ltd, COMPUTER GRAPHICS MOVIE: = 2000, 2001 Square ( Ltd.

Reproduction or transmission, in whole or in part is prohibited without the prior written
permission of Square Europe Ltd. and piggyback interactive limited. PlayStation and the
PlayStation logos are registered trademarks of Sony Computer Entertainment Inc




PLNAE FANTASY I

1HE ﬂfl’lﬁllll. STRATEGY GUIDE

the greatest adventure of your lrfe

Detailed map screenshots showing the location of all
_ items and save points

Convenient use of coloured text defining where items
found (red) and used (blue)

Comprehensive information on all monsters ... and the
best strategies to defeat them

33Thorough explanation of the Final Fantasy® IX game

~ Abilities, Magic, Status Effects and the Tetra Master
ard game

«  Weapons, Armour, Items and Synthesis Shops
BB Top quality screenshots to illustrate playing tactics
_ 8 Background stories on all the main characters
L. B Countless tips revealed together with all the game's secrets

8 Enhanced by PlayOnline: use the keywords provided in this

“strategy guide to access extra secrets and game information at
.square-europe.com

prehensive index for quick reference

ii.aﬁ.}f??éféé |II1 lIIIINIHH\

97781903

= piggyback interactive limited 2000, .ﬂ 1 T offic | FINAL FANT. A\Y K Strat
All rights !sen-ed 2(‘!0! ?Dﬂl \li
registered dea k {Sq
Rpmdt r transmission, r'wh P.Dlin rt is proh
pigayback rrt lw I ited, Pl&ySl ation and the PlayStation logos are registen ademarks of Sor




