Dragons and broadswords,
mystery and adventure,
Final Fantasy has them all!

An evil shroud covers the world in darkness.
You must restore the powers of earth, wind,
fire, and water to the Four Orbs. Create your
own band of 4 Light Warriors from fighters,
thieves, martial artists, and magicians. You'll
need all their skills to triumph in this massive
role-playing adventure.

Your treacherous journey takes you to all
parts of a strange new world. Explore dangerous
castles and dark caverns where deadly perils,
and great rewards await at every turn, Hundreds
of ferocious ers block your path. With
patience, skill, and cunning you can defeat them:

Come, begin your quest. Enter an
enchanted new World, Command your warriors!
Prepare to face the Final Fantasy!

A world shrouded in the darkness of evil.

Yuur mission—to restore the light!
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This official seal 18 your assurance
that Nintendo® has reviewed this
product and that it has met our
standards of excellence in workman
ship, reliability, and entertainment
value. Always look for this seal when
buying games and accessories o
ensure complete compatibility with
your Ninlendo Entertainment Sys-
tem®

Official

(Nintendo)

Seal of Quality

This game is licensed by
Nintendo® for play on the

ENTERTARAINMENT
SYSTEM®

Nintendo and Nintendo Entertainment System
are trademarks of Nintendo of America Inc.

Thank you for selecting
the Final Fantasy,,, Game Pak
for your
Nintendo Entertainment System?®

PRECAUTIONS

1) This is a high precision Game Pak. It should not be stored
in places that are very hot or cold. Never hit it or drop it. Do
not take it apart.

2) Avoid touching the connectors. Do not get them wet or
dirty. Doing so may damage the Game Pak and/or the Control
Deck.

3) Do not clean with benzene, paint thinner, alcohol or other
such solvents.

4) Store the Game Pak in its protective sleeve when not in use.
5) Always check the Game Pak edge connector for foreign
material before inserting the Game Pak into the Control Deck.
6) Nintendo recommends against using a rear projection tel-
evision with your NES as image retention on the screen may
occur.

Note: In the interest of product improvement, Nintendo En-
tertainment System specification and design are subject to
change without notice.

TM* & © Square Co. Ltd. ©1990 Nintendo of America Inc.
TM & ® Trademarks of Nintendo of America Inc.
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@Select “NEW GAME" or “CONTINUE"

After you turn the POWER on, a small portion of the Final Fantasy story wil
be shown. Press the START button on controller #1 to advance to the

CONTINUE/NEW GAME screen. Use the 4 Control Pad
to select NEW GAME (CONTINUE is used to continue a
saved game) and press the START Button. The basic
controller functions are as follows:

+Control Pad — Move party and select options
A Button - Talk, search, or enter selections
B Button — CancellGo back one screen
Select Change marching order

Start —  Bring up status screen
RESPOND RATE

On the CONTINUE/NEW GAME screen, you can change the RESPOND
RATE by using left and right on the 4 Control Pad. A rate of 1 will result in
@ slow message speed. A rate of 8 is very fast

HOW T0 SAVE (nmome")

with 2 batlery that allows you 1o SAVE your
game in order to CONTINUE at a later time.
It is & good idea to 1o SAVE your game often.
The easiest way !oSINEislomyalan
INN. You cnn also SAVE by using a
HOUSE, CABIN, or a TENT. These will be
explained later. Always hold in the RESET
button when furning the power off?

PASSEMBLING YOUR PARTY
After you select NEW GAME, you will see the screen shown below. Use
the & Control Pad 10 choese a character type {occupation) starting with
the upper left character. Refer to page 34 for more information about each
character type.

CHARACTER TYPES

Each of the different character types has its
advantages, For instance, the Fighters are good
at using weapons, but a Magician may have trou-
ble with some weapons. As you leam more about
the game, you will find the characters that will
work best for you.

ENTER THE NAMES

A letter selection screen will appear. Using the
# Control Pad and the A Button, spell out each
character's name (up to four letters.) If the name
i less than four letters, use the space below the
‘T Repeat the process for all four characters.
Then press the A Button to start the game.

Sample the Game With
the Default Party

To get into the game quickly, just
press the A Button repeatedly until
the game starts, Later, you will want
1o rename them, but it's a good way
1o sample the game.

ricrrER




CASTLE CONERIA — 1ST FLOOR

This castle is two stories tall. Explore the ground floor making sure to talk to
everyone. Keep an eye out for the staircase leading o floor 2.

A Sage
A Scholar —§
: A Door
Stairs {locked)
Jane, the
Queen
A Door
A Guard Exit




While in a castle, town. cave or
dungeon you must talk 10 every-
one, even animals! To do this
simply face towards them and
press A. Make sure to search out
all the inhabitants of any area
you visit. The gathering of infor-
mation is basic 1o the playing of
any Adventure Game. When you
wish to cancel the conversation
press A again.

Many areas will be
closed off 10 your
view upon first
entering the cas-
tie. Do not worry though, many of these can be opened to reveal what is
hidden inside. If a door does not open, push A to investigate the trouble.

i AL
nd_continue
|mo)}’v The cmif-
g wil dsappear
allowing you to
guide the Wirions
fo what awaits
side

Face the Queen, b
and press A (.
She will reveal
her dilemma,

6

Not all of the
doors that you
will encounter
can be opened
at the beginning of your adventure Some ol mose doors were locked long
ago to keep out Light War-
riors. Luckily for you, lhuselh1l locked the (loor left the key Unkwluna!aly
the key was sent to a distant city.

To climb up or down a slauway walk across the top of it. The screen
will close on the current scene, re-opening on that of the next floor. Make
sure 1o search out and investigate all of the stairways that you find on
your travels.



CASTLE CONERIA — 2ND FLOOR

©On the second floor of the

Castle Coneria, lies the The King
Throne Room of the King.
The guards say thal he is
looking for you, the Light
Warriors.

A Guard

On the second floor
you will find clues tell-
ing you of a missing
princess. Search
every cormer to
raceive every clue.

Tha King plaads for the s s ro grest mystery. whers.
cum of Sara, iz caughier Garland higes Ga gat hm

‘Walking directly over a stairway wil
allow you to go up or down, depending
on the stairs direction.

h Town Do I Go To
Although what you
see looks like six dif-
farent villages before
you, It doesn't mat-
ter which you enter.
They are all the
same.

Inside Coneria you will find mare people who

will assist you on your quest. For guidance, talk
to everyone. Visit the shops to bay the tools and magic you will need 1o
deteat your enermies, The INN and CUINIC will heal your batile wounds
and casualties.

Black Magic Shop CLINIC

White Magic Shop

Armeor Shop
Weapon Shop



BUY WEAPONS

wnile in Shops or INNS; m' lmper wilt
irect you to the choices

Uﬂlng the 4 Control Pad, polnl the fl'lgu

1o your chosen action, then press A, Press-

ing B will withdraw your last selection.

There are different
types of stores in each
town. The stock and
prices at each shop will
vary as you move to
each new town or vik
lage. Some items will
be avallable at only one
particular shop.

Each storekeeper will
guide your visit to
his store. Point the
‘finger’ to your
choice, then push A to
execute, Make as
many purchases as
you wish before exit-
ing. Push B to cancel,

SELL SURPLUS WEAPONS

Your journey to new towns, and the exploration of dungeons, will aliow
you 1o find more effective weapons. Each Warrior is able to carry up 1o
four weapons al a time, When a Warrior's inventory becomes full you
should sell your surplus weapons.

Key To On Screen Symbols

W Armor

A Staff A Armor
» Dagger @ Shield
'l Nunchuck Q  Bracelet
= Hammer % Helmet
% _Sword N\ Gauntlet
b Axe

Each character uses different weapons. Some characters can't use
certain weapons. This list shows which weapons o purcha:.e first,

Rapier Chain '®
Rapier Wooden &
Wooden 1 Wooden '®
Rapier Chain W
Iron % Cloth
Small # Cloth




EQUIPPING WEAPONS AND ARMOR
Belgl': you go out of the town, you will need to EQUIP B

yourself with the weapons and armor that you have pur-
chased. If you don’t, you may find yourself face to face
with a group of enemies with nothing but your hands to
protect you

To EQUIP your weapons and armor you first need to go to the MENU screen,
To do this, press the START button, Move the ‘finger’ to where it says
WEI\PON and press the A Button. Then follow the directions below.

E' wil appaxr neat 1o the:
1 i boen HQUIDPAC

TRADE

If you would fike to give a weapon or
amor from one charactar to another
use the TRADE command. Use the
A Button to pick up an object, mave
it and press A again.

EQUIP ARMOR THE SAME AS WEAPONS
Equipping amor is done s

the same way as weap-
ons excapt that you move g
the ‘finger’ on the
menu screen to ARMOR
instead of WEAPON.
Always ramember that
each character can only
carry four weapons and
four kinds of armoe

DROP

The DROP command simply drops
the object that you indicate,

i2

THE MEN U SCREEN

Options it you
iy st

uummmm

This area shows how

BUY MAGIC

Magic is a very important
part of Final Fantasy.
There are two types of
magic — White and
Black. Magic level is not
the same as Experience
Level. For example, if you
are at level 4 Experies
you won't necessarily De able to cast level 4 spells. As you gain more experr
ence, the higher level spells will become available for use.

White Magic is usually
used for defense and
for healing purposes
Black Magic tends to be
more destructive in nat
ura. It's often used while
attacking.



BUYING WHITE AND BLACK MAGIC

iIn the: towns yau will find bao kinds of magic shops. Different chisa
be able to laam differant kinds of mag

This mes=age appears d the.

chamcter cannot leam the

MAGIC LEVEL
AND EXPERIENCE  Taweiime

expEEnCs, thwwﬂlbeab&e!opumgh»ghsml spells. The most
wsaiul level 1. speis are, CURE (White Mapich and FIRE o SLEP (BEack,
Magie]. Bemma\yuuamlnmamlfwummhmlcmcanlm
up to 3 spells for mach spall leved, i

I you have enough money, it
find a Potion
d make so0ME pur-
me very halpful
t have vary much
o Taturn a5 s00n a5 you hive the

FOTIDI‘I SHCIF‘

Remember
dhifferent shops sall
diffarent goods.

THE ITEMS

Hese {5 a figting of the itams that you can buy at Potion Shops &= well as

whist they can do for you.
HEAL s (Potion) PURE & lﬂoﬂon}

Exttacied fom a rara i il e you i
fea, 1L eakeRe R You ey mmmmaﬂhan
i use # during a Sght o e

‘whiln traveling.

SOFT & {Pcmon] o TENT

This potian wi resiore magc TEMT St you }’
hlewmmnum mmmmm

W' e by an ey It an Do veed o SAVE
spell 1 works

mmmm‘(l »

st
Wl o AR s dunng
u e

CABIN

ACABIN that works -
SMVES

Iar fa the TENT. & CABIN, fhe HOUISE

your, game dara anc ko you % SHVE Your

Teocemes mons: hit pois recoves 8

than e TENT. mmwmam.;:-gb
e (M

Savingyourgameat - .

T}EINNS.:—VEBYMORTANT!

emind vuu 10 press and
hold the RESET
button on your
NES whils vou
turn the powes off
1o ensura that your
quest |s retained
n Final Fanta:
battery backed
memory. T e T

oW o VES s pre tha A Bz

=




If you lose any of your
characters during a
fight, you can go to a
CLINIC 1o have them
revived for a cost.
The price of being
revived varies from
town to towm. NOTE
A newly revived char-
acter will have HP of
1. Be sure to go to an INN before you continue.

Getting revved!

DON'T MISS ANY INFORMATION!

In the towns, you will find many pecple 1o talk to. Remember 1o talk to
everyone and be aware that sometimes their stories change!

*tle Princece

Try speaking with things ather than
Poopla. You naver know what you'll find.

-O X NOTEBOOK
‘The Princess needs to be saved, %
() « Pravoka, a city to the cast, has a port.
.+ Lukahn, who prophesied your coming, has
=0 left for ,Crmccﬂt I?akc o &

16

Garland is a very
tough enemy. You
must be very sarious
about your prepara-
tion prior to meeting
him. Before heading
here buy several
HEAL potions.

ol This party was unpreparac, and

Geist has made short work of

3 them. “Life-up” before erering
dangeeous plcss.

LINING UP TO BATTLE

to fight o traved. The leader
of line-up) s more axposed to the
attack, You should use a character with the

best ability (usually defense) for this posi-

tion. To change your line-up, press SELECT,

point to a character, then press A. Point out ]
the replacement and press A again, After the replacement talras place, anothee
can be made. Press B to exit this screen.

17



ON TO BATTLE

When you encounter an eneny while travel
ing, the screen will flash and the Battle
Screan will appesr. Then enter a command
for each of your four charactars. After these
commands have bean entared, the battle will
begin, Now watch 88 your party esscutes
their orders. Continue until the: battla is over
leither the anamy of you are completely
defoated or you successfully RUN), Then
prags the & Button to see how much Gold
and Experience you wil obain.

¥ou win 3 batdic. you gain Gold
and Exparance

BATTLE COMMANDS

HT ‘When you enter a batle sieation, you should first
look 1o see if you are greatly overpowared, If you see
that the enemies are too
pawerful for you to defeat, it
ia your advantage to
choo: = AUN command
Otherwise, salect FIGHT
with the A Button to attack
After you choose FIGHT, you
i must also choose which
Mown the "finges’ with he = whal you mee w e will hi
4+ Eanirer Pag s press aarichars arm par, e YU Wil bt
the A Buttan to sslect

which enemy o FIGH

18

of your magic epalls. Usa the 4 Centrol Pad to chocs: a sp -
A Button wed to choose which enemy to
on the scraen), Some types of
hawa

magic ane not for atta same will protect
to choose wha in your party to affect

This ig 1he MAGIC sub-  Selecting the eramy to use
The numbses o the  Ee magi: on
screen 18l

y speils you

to use a spel on

C
anather person in e party

l I During 2 ba g

e the DRINK com- |EEEECE Delnking.
mand (s usad to consume a PURE or
HEAL poticn. Keep in mind that you will
not be able to attack while you are taking
a drink!

The ITEM com.
el 1c] i yoU
to use an ITEM during a battle. Selacting
an ITEM works the same way as the
DRINK command, You will not be able to
FGHT while wau are using an ITEM.

W you ara over
powered, you
can try to AN, There is no guaranies
that your escape be auccessiul it
depends on your agility level.

He who AN



WAYS TO RESTORE YOUR HP AND MP

It your character's HP gets very low, your character will bagin
to look wask, You need 1o get their HP up quick! Here ae
differant methods of raising your HP

1) STAY AT AN INN

Staying at an INN is the most efficlent way to recover HP and MP Both
e HP and MP will be restored to their maximum levels, Your game will b
SAVED to.

Lo:k far tha
nin any i

|av'|| will greet you.

2) TENTS, CABINS AND HOUSES
Using a TENT, CABIN, or HOUSE L i
very comenient way to SAVE your .
game, A big advantage is that you do
nat have 1o find & town to use them. All
of these fems have been shrunk down
1o a vary amall size o that you can stors
them in your pocket. This means that
VOU €3N cary up to 38 of each, When
you use one, it magicalty enlarges to
normal size. You cannot use them
inside of a dungeon.

e
S

Fress START o brgun the  CRooss TENT #nd press the  Push the A Bution # you

MENU screen. then ssiect A Button
ITEM,

20

want i SA/E your game.

3) USING POTIONS

\tilizing a MEAL potion is
ancther way to ragain lost HF
The PURE potion |s very Impor-
tant too. I one of your charse-
wors is poisoned, PURE will
purify’ thair systam. An advan-
tage to pations is that you can
use them during battle.

i o fha charsc-
Lers is poizoned!

Press START fo go ta the  On ihe ITEM SJnn mave  Mave the fingar 16 11 par-
MERU Screan, aslect TEM & - PURE and 306 that you wish 1o
and press the A Butian press A

4) USING MAGIC

Tn)ere are many types of magic that
can be used to rise a character’s HP
Tha first apell of this type Is the CURE
apell (White Magich. Magic i very ver-
satila — you can use it while in battle,
of during avel. Of course, higher
level magic spells are going to restome
mora HP then low leval ones.

During ra-

Then =slect whi
sar's magic you Wl ||\¢ % and an
w5 Al IagE A A Buttor

Choase the desired spell O Iis Goi8en, you can
t by prassing the  sslect who you wish 1o e
the spall an,

21




CAN REV.

he candidste K rinival

THE CLINIC v s o

the temporery loss. In fiost
towns 3 CUNIC can be found.
Inside, you will find 2 Magician

A SLAIN ALLY W ec o

el

i}

Nt barid GF Lht VT e s
ot 0 2 tull sta

LET’S GO SHOPPING'

NAME
ATTRIBUTE
LEVELS

STRENGTH &
AGIUTY LEVELS

lEVEI.
EXPERIENCE
POINT TOTAL
EXPERIENCE
@] POINTS NEEDED TO

ADVANCE LEVELS

22

( ¥ STATUS

the STATUS Screen you will find wvaluable information for making

| many decisions. Knowing how many Experiance Points you need for the

next level is quite valuable in determining whether to return to town or

| contine battling.

Each class of Light Warrior has different charscteristics than the others.
The attributes of that class, in combination with the Expedence Levels
and currently EQUIPped wespons and armor, contributa to the status of
a Warrior.

Usa the strength and agility levels to help in your determination of what
weapons and armor 1o EQUIP Higher numbers are more desirable.

BEF_‘ORE VISITIN G GARLAN D

ort journey
ds to confront Garland. B

are Lu.m
The




te tactics
il lead you

PLAN YOUR BATTLE WISELY B ‘eeirmtiitenscs

to the CLINEC.

GOOD EXAMPLE 1
: oo W

BAD EXAMPLE 1 .




BA]‘TLE TFLHZ!WQDES

AT

Evan 1f you elecnn thers is. mgu'amaa
that you san safely RUN away from the
enemy, Each character's sgllity, regard
lags of nemy or ally, dctees the order of
Exicution. Be aware that the ensmy S
might hurt you befiors you RUN eway

SRENOW T

In ordar o survive banlss and gain la(ge amounts of Gold and Expearience,
stopping 1o snalyr youw enemies’ weak points will bring yvou sucoess. You
must expesiment to find the moss effective ways to usa your megic and
weapons. Mary !uurq enemies hieve a weak polnt that you should enplon.

Use magin
Eghling in, o uricer

-alar

USING I'F
ITEMs can be ussful
while in & bartle. | One
atvintage is that you
can Use an ITEM that is
not EQUIPped, Often
thiz jrem will ba usad
on @l enemes or on
oI Bntite partye

26

TN
PLE 0|
na in the middle is Gz YO Coming,

A TREASURE LOCKED

BOX DOOR
PRINCESS

GARLAND SARA

A TREASURE LOCKED

BOX DOOR

BEWARE OF FEROCIOUS ENEMIES

hat you
into |\E"9 BE quite stron;
Be sure 1o w
vary closaly. Use HEAL
potions if you need to.

oak cu




Prepare your Pa

AD WEST ST YOUNG WARRIORS

Lpan enteri .
ple: tum laft to find some

Be Courageous

GET READY TO RUMBLE!

one in m centar af rhc |r-m|-||r~ He does nnt Faa'

s, 4%
most dun
geons, you may find
weapons and armor that
can help you in upeom:
ing hattles, Seek thesa

out and wse them 10 YOUr By donrto fing  Tras.  Qpening the boe you fnd 2
best advantage, sare Box Ch

OPENING TREASURE BOXES

In order to obtain the
contents of a Treasure
Box, you musst first open
it. Facing towards the
e, press AL IE o o
not squarely face the
o, it cannol be opened.

Inside the Temple 0 -

hile exploring, i you
find a door which can't
be entered, try pushing A
to invastigate. Many 3
times you will be told
that hedxwrr uiras the
mystic KEY to enter.
Whan you have the mys
tic KEY, the doors will
open auts

is done, Mo
e

Castle Cone
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A ROYAL REWARD

The King, happy to see his daughter safe again,
cheerfully orders a bridge built to the main coati-
nent. Princess Sara, also wishing to help out the
Light Warriors, gives you the LUTE. Both of them
do this in fulfillment of Lukahn's prophecy.

buiding of the North Bridge.

Cartainly th
than peay mus

Make sure 10 talk to everyone present in the castie
clues, Keap talking unti their conversation no longer

TALK, TALK, TALK!!!

a58in 10 receive new
chanpes,

| Roturn 10
0 Wk e

Princess Is
concermid,

TALK TO EVERYONE ELSE TOO!

As you find items and accomplish your goals, the people will give you new
clues. Write these down in a notebook to help guide your quest. In the event
that you cannot determine what actions to take, always go back and talk to
everyone again to find any clues that you have forgotten or missed

After

efore

After you have rescued
her sstec she is very
happy.

The Scholar who was
cancemed about Gar-
1and knows the LUTE
{ has s purposs

) This woman's concern
i ifted 1o Matoy:
of a crime.

Msybe you should 0o
north 10 Matoya. e
townspaagle seen
GHnea about het now

=O NOTEBOOK

Ly * The King had a bridge built.

+ The Princess gave you her LUTE.
)+ The LUTE can break the cvil gate. !
() * Matoya, a witch who lives to the north, needs |

|  the CRYSTAL. |

30
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THE KING FULFILLS HIS PROPHECY

As your re

d for the rascue of his daughter, the King has built this bridge.

Back at the Temole of

Fiessds, you . will find ‘' a
mysterious black Ork sit-
ting i Gatand's former
throng room. This och
seams quits similar to the
darkened orbs that you
carry, Howewern, thes orh is
not back with the lack of
Intesnal light, it rackatas
i Backness from within,

BACK 10 THE TE’MPLE?

The bilack Ot caneod ke stiacked.

CROSS THE NORTH BRIDGE

Crossing the MNorth
Bridge ends the prologus
of this story. Sit back and

oy the epening credits
of Final Fantasy, Carefully
read the story, it is your
story, for this is your Final
Fantasy.

ol Egien Wl
i e Bridge, it smem that

4 batile is going %o take piaca. ad the stoey.

Mow your advamure
begina. If you are not sms
figd with soma  aspect’of
your perty it s not to late 1o
restart. The amount of tima

that you have jovested 1o
this point 8 quite minimal
compared 1o the fot time
that you will spend in com-
wleting this sdventuire.
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HOW TO ORGANIZE
AN ADVENTURE PARTY

How you organiza your party in Final Fantasy is entirely up 1o you. Make it
up any way you like, it cannot be wrong. The game will require different
strategies depending on who is in your party.

©

To start your Final Fantasy, select NEW GAME when you turn it on, A screan
shawing your Four Warriors will appear. Starting with the charactes in the
upper left, you can change the eccupations by using the % Control Pad.
There are six Gifferent
occupations to choose
from. Press the A But-
ton when the occupa-
tion you want is shown.

Then the name entering screen will be
shown. Name your character (up to four
lettars by using the # Control Pad and the
A Button. If the name you wish to use is
less than four letters long, use the "space’
located below the “T"

After entering the fourth letter in the char-
acter nama, the screan will retum to where
the four warriors are shown. The occupa-
tion selection and naming process then
proceads with the upper right charactar.
This continues until all charscters are
chogen and named,

1A
MK

Each of the Four Warrioes in your party must have an occupation, Here is
some usefud information to help you choose.

A
ey

r
L.
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Your game's course of development will
differ depending on the combination of
your party. Make it up any way you like,
it cannot be wrong, Below are sug-
Qéﬂ(-d party combinations, and some
good and bad paints of each.

ADVENTUR
PARTY
EXAMPLES

The lone Fighter's plece in this party is
not st that of offensive atteck. His
other purpose, with the help of the
White Mage's powers, will protect the
Red .md Black Mages and allow the

This combination works very well
1ogether. it s balanced and is highly rec
ommended. The battle skills of the
Fighter and the Black Belt combine
effectvely with the magic supplied by
the White and Black Mages,

This is tha party that you will yse if you
do not change the selections. It is a bak-
anced party also and will do quite well.
Although it is somewhat weak in the
magic department, the fighting skills
of the party will more then make up
for that.

This combination is quita dl"elen[ than
the peevious Two, W G
mended for those who arg inexper-
enced, tha vetaran player should have 3
fot of fun with this one. The money
saved by not having 1o buy expensive
weapons and armor can be used for
powerful magic and potions.

power of their magic to
defeat the enamies.

You must like magic to use this party. In
the beginning, many trips will be spent
returning 1o town for revival If you
could purchase HEAL potion by the bar
rel you would do so. When this party
becomes experienced, the quantity and
types of magic spelis that can be
brought into battie is formidable.

When this party goes into battle it s
strong and quite menacing. 1t will be
quite expensive to outfit this party with
weapons and armor. The Gold saved &t
the Magic Shop will be wisely used
buying potions. Untié this party reaches
class change (se¢ page 75) it will not
have the benefit of magic.

MORE PROS AND CONS

cowrsa of your game’s development will depend upon the make-up of
your P Enjoy the development of your Final Fantasy, the combination of
charactars is your own making. There are over 100 cifferent charactar combi
nations possible. Some parties will be much easier to devidop than others.

ST




LOOK FOR

THE ENTRANCE!

The antrance to the Cave
of Matoya is north of the
North Bridge. Refer o
the map abave.

door and go r,hmu:Jh it
the skulls!)

This is the tave

Matoyal

rhen SEar’n

the area,

Go wist

"I P You :‘.nn u'aalk mver

MATOYA

TREASURE
BOXES

A BROOM

L il probab by Imd Matoya the witch. (I you're
g her, she's up at the top of the cave | Talk o her and find

After you erser

r what
B Says: ot 8 w1
Bl oy arvmn:

On the far left slde of
the cave, you will fnd
theee Treasure B{mqs
To open them, act as
i you were talking to
of them - stand
facing one and pi
the A Button, ‘Your
automati-
sivie the box's In th

cally res -
contents. HEKL =




‘When axploring an area, you shoukd

examine everything. Even if it seems

sillyl For instance, in the Cave of 1a & brgam?17
& =n

Matoya, you can talk to the broomes. i oo &

They give you # very useful piece of 'WARDS, The oo

informaticn. hakd a secret!

THE SPELL TO BRING UP

THE OVERWORLD MAP!
I you read the brooms text backwards, it says PUSH B SELECT. Go out
side the cave. Push and hodd the B Button and press SELECT. The Cverwoeld
Map appess. Amazing! ¥ou've sohed one of the riddes embedded in
Final Fantasy!

INAT L
TANTASY A

-

Pushing B and SELECT brngs up the Careard Map. The liitla flashing dots are fowns or
5 yaur locason

places of great impertance. B sure tc visi ALL of them. Tha llishin
This workd & HUGET

g0

The: town of Pravoka has been under sesge by pirates. Explore the town and
find out what's going on!

BIKKE THE PIRATE ~ WHITE MAGIC SHOP
INN  CLINIC

WEAPON SHOP
BLACK MAGIC SHOP

POTION SHOP
ARMOR SHOP

a1



Pirates have taken over X
the town of Pravoka. Talk
all of the towns
’-‘Ol-‘l-" and see If you ul
e more information,
DO\I T talk to the pirates
yet

=

sople A man with a blue mohawk
for he'p! provides information.

to mr: INN to SAVE your game and
recharge your HPE Anather great n
SAVE here is that if you should lose to the
pieates in this town, you can CONTINUE
your gé rom here |n<tr:1r| of traw

In Pravoka, you will
find Bikke the Pirate.
T'vll. to him and his
will chellenge
you to a fight. Aftar
you defeat them
(hopefully you are
strong enough), talk
to Bikke agai
5 you have

[ over

Tha pirates have baen delaated

= We..

WHY CAN'T I DEFEAT THE PIRATES?

out your attack: Don't
have all of your charactess
attack the same pirpte.
Have evaryone attack
someone different. 2) Use
the geep speli; If you have
the sleep SLEP) spell, use
it! It works great!

Usa  the  slesp
(SLEP) spall 10 put
thoze big  Durly
Drales awsy.

it you're having trouble. Dot concentrate an
da the pirates, hare S pleates pro B
e a few tips 1) YN Mk

a3



LEAVE PRAVI]KA TO FIND YOUR SHIP!

Laave tha town
Pravoka {you sha_ld
probably oo to the INN o
SAVE your game i
You will see your S
docked at the port.
board i, just walk on to
it. You will notice that the
SHIP mowes a lot faster |§
than you can walk, Nowe
that you cen only go
ashore where there is
a port

Your new SHIF & wating
far yau, Lrlsw sailing!

THE PEOPLE OF PRAVOKA COME 0UT!

Adter you defest the pirates in Pravoka, the people that wers afraid to step out
of their houses are now free to come out. Be sure to talk o all of them!

! A clue to go find the Eves aon
.

Anther clue! The people in Meimend need
your heip.

BUY WEAPONS, ARMUR AND LEVEL 2 M&GIG

In Pravoka, there ane some great
shaps, Tha Weapons Shop end
the Armor Shop are selling
things that you couldn’t get
back in Coneria, Remember o
the itema that’ you by,
pick up some level 2
magic. |f you don't have
enough money, go out and
fight for some moee Gold!

5ol




o Bl Tﬁc E]vcs live bq'ond 'l]‘lL 5Ca.

cep,
+ The town of M.c]mond is West of Pravoka.
* Mglmond is under attack.

YOUR WORLD EXPANDS!

u heve the JHIP WO Can explo

TRAVEL CROD

Sall due south of C:

THE TREASURY

THE PRINCE




Entor the Throne Room 3
to find the slesping §
Prince, guarded by an
attendant. He talks about
Matoya, the witch you
already met, who needs
her CRYSTAL back.

Hothing wil wake this slespy  # anly yau could fing that
head! wichs CRYSTAL!

DO YOU REMEMBER?
While exploring the Cas-
tle Conaria, the Sages
you found outside the
Treasury informed you A
that the Prince of ElfLand
was given the mystic
KEY.

=0 NOTEBOOK

L) * The Dwarves live across the Aldi Sea.

T Astos :ltrackcd leaving the Prince under

=) aspell. 1

gy Only Matoya’s HERBE will cure the Prince; |
The Prince holds the mystic KEY, |

@ PLAN FOR OBTAINING
THE MYSTIC KEY

Many decrs lockad with the mystic KEY have prevantad you ' from
exploring numencus places. Follow this guide to get the mystic KEY,

" Getain information, go shop-
ping.

DObeain information,

Even though you can cle.aulv see the Treasury, tha path is not that Ub\.lnus
Carefully walking amand the right side will lzad you there.

Hero Is the Treasury Too
nad the door s Iocked!

Walk clogs to the sdge ofthe Sl
castie. tinuss o0 around

48

Revive tha Prince to be re
wearded with the mystic KEY,

A0



In ElfLand these are bwo levels of sach type

Magic Shop, Don't worry yet about buying
spells above your magic level, You will be making many retumn trips to this
town, so-only buy what you can afford and can wse # the time.

BLACK MAGIC SHOP (Leval 4f ~ WEAPONS SHOP

WHITE MAGIC SHOP (Level 4] CLINIC INN

ARMOR SHOP WHITE MAGIC SHOP (Level 3]

POTION SHOP BLACK MAGIC SHOP
= [Level 3)

ASTOS WAITS IN HID]NG

After ravaging ElfLand,
Astos took a disgulse
and waits for his opportu
nity to take control, snd
bacoma King of all Elves.
His disguise is 50 good
that you may talk to him,
and not even know it

R At stribe and dmappear
tactics cause the Eves 1 be
wary — biware!

A spocky castia in the rars-
wast?
ahouldr

POWER-UP BY BATI‘LING

In order 1o purchase the
spells and weapons that
you desire in EfLand, you
will need to earn a lot of
Gold. In the forasts sur-
rounding the town, you
will find many enemies
'who an be persuaded to
give you their Gold. Look
for the Ogre/Creap com-
bination to supply a good
share.

OGRg

Retuen 2 EifLand 10 s your hard
snmad GOLD

NOTEBOOK ..
- To gt the mymc I;EY the Prince must w:nke‘

The ﬁmthwest Castle is a mystcry
+ Level 4 magic is expensive!




==

b INSIDE THE DWARF CAVE

what you will see in tha Dwarf Cave. Luc!

A DWARF

THE BLACKSMITH

NERRICK

ermies here

Meet Smith T

THE BLACKSMITH BLACKSMITH

 NOTEBOOK
2+ Nerrick s building a canal and needs TNT.

+ The blacksmith needs ADAMANT.

* Astos is the one who stole Matoya’s CRYSTAL.
« The carth is rotting from the west.

) Thcn: is talk ofa FIDAI ER?

- i SR



Once inside it
doesn’t seem
all that spooky,
just deserted.
Your explora
tion reveals one
locked room
and a Lone
King on his
theone.

THE LONE
KING

TALK TO THE LONE KING

Alone the King sits on his
throne. He tells you a tale
of woe, but doesn't men-
tion what has become of
his subjects. Of course,
you gre curious. What
could he be hiding?

A torrible taie. Mayte you
can help him?

The King s in saciusion.

54

DESCEND INTO THE HOLE

In this cave you will find
legions of enemies
whose sole purpose in
life s to dispose of ama-
teur Light Warriors. Bring
many potions to restore
your HP and to aid you if
you get poisoned.

Earn Goid for shopping near — Than  purchase many
e town. POLoNs &1 the shap

EXPLORE EVERY ROOM

Hidden inside of many rooms you may find Treasure Boxes. You will 2lso spot
ladders and staircases that will allow you to descend to the lowest levels. [t is
important to check all of thess to find everything hidden,

A laddar Ipacing down

You've found some armor for
free! Remembar to EQUIP &







yVAKE THE PRINCE WITH THE HERB
roceed to the
room where the
Princa is sleeping.
Enter and use the

The HERB wil wass
you the mystic the Prinos from his
KEY. This is, of cecpsioap.
course, a very useful itam to have. The
mystic KEY will open any door!

Far being =

with the mystic KEY.

Now that the Prince is awake, the people in the castle and in ElifLand have
more information to give you. As a genaral rule, after you complete a signifi
cant event, you want 1o talk to people agan to see if their stores change.

Batter chack out
this cawe 10 the

CASTLE -
CONERIA -

-WEST
CASTLE




felpr Nermac

HAND OVER THE TNT

Give the TNT to Nerrick and you will see that he is overjoyed. He immediately
Ieaves to start work. The canal that he builds is located o small distance south
of the Dwaef Cave. The neat thing about this canal is that it allows you to sail

into a beand new area!
1 BEFORE AFTER
B i

Nerice warss 10 gl 10 wark
nw tht he has the mabeials
that he needs.

WHEN THE CANAL OPENS,
YOUR WORLD GETS LARGER

game  DEOre o, can sat unymhera in the
you take off. world now!

60

THE FIRST TOWN WEST OF THE CANAL

After you pass through the canal,
Melmond is the first city that you
will see. When you explore the
town you will see that it has been
virtually destroyed. The towns
people keep mentioning that a
Vampire is to blame.

Melmond sure looks different from any town

we've been to so far What has happened here?

ARMOR
SHOP

CLINIC
(Destroyed)

INN

Horo s the part
clase o Meimond
Stop and visit this
town

WEAPON
SHOP
WHITE MAGIC
SHOP
BLACK MAGIC
SHOP




MELMOND IS IN RUINS!

Notice the large numbes
of gravestonss and
patches of destroyed
land. The people here say
that a Vampire is to
blame for the surround-
ing destruction.

ke the CL
e Vempre's ma
You won't be akle
&y Warmioes hore!

-
Bad news! Lot's go 560
what's become of the
cunc.

TALK TO EVERYONE

The paople of Melmond have a lot of important information for you. Be sure to
talk to EVERYONE!

Thwan people think that the A <lus to travel south and
Vampire s responsi o meel with Sarda
1he ratting of the exrth.

g - . e
% NOTEBOOR

+ The Vampire has ransacked Melmond. |
() + A sage named Sarda lives in a cave to the south, |
=0 * The Earth Cave is on a peninsula south of |

Melmond.

O - Dr. Unne is here. ;
() = With the destruction of the CLINIC, no
L0 revivals can take place here.

+ The ancient people used a floating stone?
=0 - The civilization to the north is also in ruins.

62

|
{
|
|
|

You must pass tivough
Titan's Tunne! in order
to get to Sarda’s Cave.

EXIT

THE TITAN

THE TITAN BLOCKS THE ROAD

It seems that the Titan The Taan will nct let you"
will not let you pass. Pass.

Remember the ¢lue back
in Melmond that said
that the Titan loves
fubies? Looks like it's
time to go search for &
RUBY.

Boy, i's dark in here!

63



SEARCH FOR THE HIDDEN STAIRCASE

On the first level of this cave
there is a staircase hidden
from view. CAUTION: The
arm on the far left of the first
floor is populated by Giants
that will attack you with
every step. This is a good
place to gain more Experi-
ence end Gold, but it is a
VERY dangertous place.

THE VAMPIRE IS ON THE 3RD FLOOR.
Use the map of
this cave to help
you get down to
the third floor
Hare you will find
the Vampire that
the people in
Mealmond were s0
concemned about.
If you can defeat
him, there is
bound to be a sub-
stantial reward.

GiaN'Y

Lok cut for the Giants!

s 1ime for you 10 mest the
Light Warriors, Vaengire!

its & fight 1o the finish
Walch your neck!

64

U FOUND A RUBY!

If you are successful in defeat
Ing the Vampire, open the Trea
sure Box. It's a RUBY! Remem
ber the Titan?

Open s Tressure Box to
find a RUBY!

A PLATE COVERS THE FLOOR...
Whan you continue past the
Vampire’s area, you'll discover
something on the floor. Pushing
A to Investigate, you find that
it's a stone plate that cannot be
moved.

Yeu have accomplhed a ot
in this caws. Maybe &% a
[ out of nare

GO TO THE TITAN

You now have a delicious RUBY (well, the Titan thinks so anyway). After you
give him the RUBY, be sure to investigate the Treasure Boxes, their contents
may come in handy.

Go #rough e sxil 10 relien 1 the light o
cay.

1 T o e Titan!

P



Inside Sarda's
Cave, you will
find  (who
else?) Sarda
the Sage. He
must  have
some great
information,

SARDA WILL GIVE YOU AN IMPORTANT OBJECT

Go into Sarda's room and talk to him. He will give you a special ROD and
some important information.

Where is that snesky sage?  Oh, ho's hidng In his bod-  Now you'll be adk 1o com-
room! on of
ACO

b
the Earth Cawe. Thi
wil move that sione piate
that you found,

66

Woeek your way down 10 [
the third floor and go to
the stone plate. When
you pry on it with the
ROD, the stone plate

breaks into small piecos. B

Usa the ROD by gaing 10 the
ITEM 8 slecting ROD
and pressing A

FIND LICH, THE EARTH

Usa the map 1o find your way to
the Earth Altar. Hopefully, you
have a lerge enough stock of
HEAL potions to @ it there.
Enter the room on the fifth floor
and meet Lich, the Earth Fiend. ~

1f you succeed in defeating him, You antar the foom to i
Procaed forward to the altar to a sirangs gwing ball

rostore the power of Eath to
the Orb. After doing so, stap
forward to warp " -
from the cave.
Stepping up 1o the altar
restores W powsr of Eanh
10 the Orb.

_7

835 you A
ther inio the depths of the
Earth Cava.




THE CIRCLE OF SAGES

Near the magic shops you will find a break m the town wall that will allow you
to reach the Circle of Sages.

WEAPONS SHOP ARMOR SHOP BLACK MAGIC SHOP.

POTION SHOP CLINIC WHITE MAGIC SHOP

Travel the path you find through
the hole in the town wall near the
Black Magic Shop. The path
leads you to the Circle of Sages.
Here you find Lukahn the
prophet, in consultation with his
colleagues,

Be sure to return here
Iater, the Sages have
good inkmation

68

YOUR REWARD, THE CANOE
As a reward, one of the Sages will present
you with the CANOE. This new vehicle |
aliows you to travel the lakes and rivers in
your path.

Your reward for 3 joby
wel done wil load
YOU 19 8 new gost

NOTEBOOK
« The twelve Sages are here.

+ The Fire Fiend is at Gurgu Volcano.

* You must usc the CANOE to navigate to
‘Gurgu Volcano.

« The apprentice sleeps.

+ Everything here is expensive!

69



Floasa ek o

A WACKY, WINDING, WATERWAY

By following the river Al the foot of the Gurgu
that lesds from Crescent canc. A nice place 1 s up
Lake you cin find Gurgu
Volcano, Deep within the
flery hollow of this
ancient place hides Kary,
the Fiend of Fire. If you
¢o not stop her she will
burn evarything she can,

watermay! ba
’w.mro b sura mska &
map!

MONSTERS OF FLAME

Weapons, and magic
spells from the ICE AGAMA
category are the most
effective agalnst ene-
mées that are made of,
livet i, or use FIRE. The
reverse is also true, vou
should use magic

spells, and weapons FIRE

and armor from the RED
FIRE category when RA
dealing  with ICE HYD|
monsters

70

AVOID WALKING THROUGH LAVA

All throughest the waleans you will
find puddles and streams of maltan
lava. Your boots will protect you to 8
small extant, but to awoid unnecessary
foss of HE do not walk through the
lave when you can avoid it

Trgad Sghtly brave
Waries

BATTLE AGAINST THE FIBE FIEND

The Sages are counting upon you to defeat Kary, the Fiend of Fire. Wind your
wary into the depths of the Gurgu Volcanc. Fight 1o stay alive with each step.
By the time you reach tha Fire Altar you would much rather defeat Kary and
Warp out than retrace your path.

Dot th
fury af her
e sute s forchy, isn't she? e

[

Aller oo

g Hary, step forward i rasion
1M Piwar of Fro 10 the Crb. Contrs for-
WA 13 b warped 10 the outsida word

- 1



PADDLE UP THE CREEK

You mist sad your SHIP north along
the coastline from the port near c.es
cent Lake. When you find the river, sail
your SHIP to the mouth. You will con-
tinue up the river in the CANOE.

With the GANGE,
POS @8 N0 BAger
the only place 10
dock.

FIND THE FLOATER

The lce Cave is @ teacherous place for
Light Wasrloes with insufficient experienca.
If you just cannot survive the trek through,
you should gain more Expesience bafore
attempting to find the FLOATER.

FLONTER has
10 b in that box.
How can you gw

Locate the stairwsy fo the  Vihatcan iz hoko ba k777 Step i the hole and warp
e S0, % the box you just coddnt
oetto.
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Sail your SHIP to
the mouth of the
river east of the
Ryukahn Desert.
Weigh anchor and
use the CANOE to

Once in the Ryukahn Desert you can use the FLOATER to raise
the AIRSHIP from beneath the sands. So much time has passed
sinca the AIRSHIP has been seen, Everyone will be amazed.




WHERE CANTLAND THIS THING!

Tanding s another

Soar Ove

r
The Entire Woriq

3 25 fudll finit, Its cruge

LT It It cruis
D2 5 four timgg e
¥ou can achiewe

MU the worl eopnplar

:’J“\‘“r:-' QUEEH 16 pagtng
% BNt b thy e q,

Orts, L

CLASS CHANGE

Each character will mature into an adult state affer certain
comditions are mel. This will enable them fo purchase sone
muagic spells, and EQUIP sone weapons thal they were nof
previously able fo. After class change some characters will
become magic users and will gain o Magic Level mefer on the
MENU screen.

T S S




(SEWELTTH )

® LEVEL1 o

CURE (oneally) ... ..
HARM (all enemies) . .,
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90-DAY LIMITED WARRANTY NINTENDO GAME PAKS

90-DAY LIMITED WARRANTY:

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

To receive this warranty service:

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

2. Notify the Nintendo Consumer Service Depart-
ment of the problem requiring warranty service by
calling: 1-800-255-3700. Our Consumer Service
Department is in operation from 4:00 A.M. to 10:00
P.M. Pacific Time, Monday through Saturday (times
subject to change). Please Do not send your Pak to
Nintendo before calling the Consumer Service
Department.

3. I the Nintendo Service Representative is unable
10 solve the problem by phone, you will be provided
with a Return Authorization number. Simply record
{his number on the outside packaging of your defec-
{lve PAK, and return your PAK FREIGHT PREPAID
AHE INSURED FOR LOSS OR DAMAGE, together
with your sales slip or similar proof-of-purchase
within the 90-day warranty period to:

Nintendo of America Inc.
NES Consumer Service Department
4820 - 150th Avenue N.E.
Redmond, WA 98052

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

REPAIR/SERVICE AFTER EXPIRATION OF WARRANTY:

If the PAK develops a praoblem requiring service after
the 90-day warranty period, you may contact the Nin-
tendo Consumer Service Department at the phone
number noted at left. If the Nintendo Service Repre-
sentative is unable to solve the problem by phone you
will be advised of the approximate cost for Nintendo to
repair or replace the PAK and will be given a Return
Authorization number.

You may then record this number on the outside pack-
aging of the defective PAK and return the defective
merchandise, FREIGHT PREPAID AND INSURED
FOR LOSS OR DAMAGE, to Nintendo, and enclose a
check or money order payable to Nintendo of America
Inc. for the cost quoted you. (Repairs may also be
charged on a VISA or MASTERCARD credit card.)

If after personal inspection, the Nintendo Service
Representative determines the PAK cannot be
repaired, it will be returned and your payment
refunded.

WARRANTY LIMITATIONS:

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

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

COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radio frequency energy and if not installed and used
properly, that is, in strict accordance with the manufacturer’s instructions, may cause interfer-
ence to radio and television reception. It has been type tested and found to comply with the
limits for a Class B computing device in accordance with the specifications in Subpart J of Part
16 of FCC Rules, which are designed to provide reasonable protection against such interfer-
ence in a residential installation. However, there is no guarantee that interference will not occur
In a particular installation. If this equipment does cause interference to radio or television
reception, which can be determined by turning the equipment off and on, the user is encour-
aged to try to correct the interference by one or more of the following measures:

— Reorient the receiving antenna

~— Relocate the NES with respect to the receiver

~ Move the NES away from the receiver

~ Plug the NES into a different outlet so that control Deck and receiver are on different

circuits.

Il necessary, the user should consult the dealer or an experienced radio/television technician
Il additional suggestions. The user may find the following booklet prepared by the Federal
Cammunications Commission helpful:
Hiw 1o Identify and Resolve Radio - TV Interference Problems.
11iin hooklet is available from the U.S. Government Printing Office, Washington, D.C. 20402,
Slaik No. 004-000-00345-4. ’
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