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@ AGES AGO, THE GREAT DEMON GORAGO
RA TURNED THE BEAUTIFUL WORLD OF
> ARABIA INTO A HOME FOR DEMONS.

One day, the legendary magician Isfa, using the power of the blue
star of Airosche, defeared Goragora and sealed the demons under-
ground. Peace returned to. Arabia for

a short time:

Bur once again, Arabia is in danger,

To carry out his evil plans, the magi-
cian Sabaron has released the demons

from their underground prison.

You've heard thar there is a young ma-
; gician, a descendent of Isfa, who has
the power to defeat Sabaron. Do you
remember? You are that magician.
You must defeat Sabaron, but how? S T e e
b Your magical powers are gone, your SABARON., HELP USI
memories have been erased, and your »VES
sweertheart, the princess Scheherazade, s
has been imprisoned. Even worse, you've been thrown into a dif-
ferent rime.
} With the help of the Time Spirit Coronya, you must journey
through the Time Door to defear Sabaron and rescue Sche-
herazade. During your journey, you will meer allies who will
help you to tegain your magical powers.

I~H CORONYRA: THE
TIHE SPIRIT. I WAE
BEARCHING FOR YO .

This ts where your journey begins.



@® ‘THE MAGIC OF SCHEHERAZADE” STORY
CONSISTS OF FIVE CHAPTERS.

In the first four chapters, you must journey through different worlds
to find a palace where a demon awaits you. In the final chaprer you
must defear the evil Sabaron to bring peace back to Arabia.

As you travel through time to the past and rhe furure, be sure to fight
many enemies and look for allies. Fighting enemies will raise your abiliry
levels and increase your strength.  Allies will help you on your journey
to batele the evil Sabaron and to rescue your sweetheart, Scheherazade.

DChapter 1: The Water World, Mooroon
The first world you visit is controlled by a water demon. Whar
awaits you at the bottom of the "moving lake”?

(JJChapter 2: The Desert World, Alalare
The people of this world are being terrorized by the fearsome de-
mon, Curly. Only by traveling back and forth through time will you
be able to pass the Maze Desert and continue on your quest,

(D Chapter 3: The Winter World, Samalkand
Troll, the winter demon, will soon rule this world. You must de-
feat Troll to bring back the warmth of spring.

(_)Chapter 4: The Flower World, Celestern
Salamander, the strongest demon known, has yer to be defeated.
He is waiting for you. How will you defeat him?
(DChapter 5
What will you find during the last part of your journey? What is
the final mystery? You must find our on your own.



@CHOOSE YOUR CLASS

Before you ser our on your journey, you must first choose|
vour class, Select the desired class with the control pad,

PLEARE SELDOT

then press START to begin the game, ARABIAN CLABE.
Insert "“The Magic of Scheherazade” game pak Some shopkeepers will offer discounts to characters of
into vour NES conrrol deck and rurn on the pOW- certain classes. When shopping, try all three classes, and
1{_,' Ml | 3 ] ] he 5w’¢' tar look for the besy deals. Also, cereain allies EFIGHTIR BAEHT  HAGIcIAN
e} ) TRF aFe] = =] "":I"‘.l'll! - r_‘ I:' '. ﬂ(' = T o
€f. 10U Wil SE€ ThE TE sCreen appear. LSt the won't join you unless vour characrer is the righe class,

SELECT button to choose "START” { to play from During the game, you may change your class ar a2 mosque.
the beginning ) or "CONTINUE" ( to continue a

previous game ). Use the control pad to choose .FE&TL‘RES OF EACH CLASS:

“SLOWY, "NORMAL” or"FAST” rexr speed.

ﬂ; . V V:-l'!.l'-ll'ﬁ"l ;'3-

(JFighter —The fighrer is good ar handling a sword. In his hands, : shorr sword 1s
as effecrive as one twice as long. He can also reflect the enemv's bullets.

JSaint — The saint’s offense isn't very good, but once he obrains a shield he can
Nexr. press the START burton. Enter vour retlect the enemy’s bullers from the fronc If he has a special item, he can cross

. : : damage rones without pecting huore.
name or password by moving the cursor wich o T i L

the control pad and pressing the A burton i_IMagician —His favored weapon is the rod. When he obrains more powerful rods,
- R |'||:§ ;1I,[.n,‘L |i||||r. '.\..” |:-| Bre arer I'| Aan I“I‘x-: .-I'| tLA| |.||'-M*- |[ 5 ..4|\-|‘| I,}'t '\v.ll'n'll']LI_"ﬁ

o selecr a letrer, Your name mav be up to four .
Lo select =LLe 2 . P ! 'U-'IIL'II tl?.’_tl'l.lll;_'; R I.,'ll.l.‘m kll:'lﬂ-:!r:h.

lerrers i{:-m;-. Press the START button to enter
your name or password.

Each class has special abilities and can mascer various different icems.
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@HOW TO CONTINUE AND USE THE
PASSWORD

ENTER THE BAssuwomp If you wish to stop playving in the middle of
FLHN 43 POPCT WO
HIT THKO EDHT

v a game, go o a mosque of be defeated ro

ger a password. The next time you play, se-

F
(=]
b1
[}

lect CONTINUE from the ritle screen.
Enter the password and press START to continue the last game. The
password will return you 1o the town ar the beginning of the chapter

you were in when vou last played.

@IF THE PASSWORD IS WRONG -

It you enter the WO passwnrd, you won't be able to continue

your last game. Make sure that your password is correct,

You will be given three chances to enter your password. If you
enter the wrong password three times, you will still start ar the begin-
ning of the world you were last in, bur your items and powers may
be different.
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HOW TO PLAY

@GATHERING INFORMATION IS
VERY IMPORTANT!

Your mission is to bring peace to Arabia, bur this will
require more than just fighong. You must learn whar o
do and where 10 go. Alwavs write down whar the rowns-
people tell you, and when you enter a new rown, be
sure to speak o all of the people you meet

LGLIa WETIE THEORTY N

'kmf.'Hi “ORE THE ]f_” 'RNEY - Be sure to go tooa x|||1|1 and buy some
bread before vou leave town, and always have your sword or magic rod in hand when
you po. Thers are many monscers lurking curside the towns. You must be prepared

or they will quickly defear you.

|~s.’:{]L35F MAGIC AGAINST THE MORE
POWERFUL ENEMIES!
Y our uuu._ql powers, if wsed wisely, can be far more
cifecrive rhan your rod or sword, [wn if you are nor a
MAGICIAN, vour magic powers are still very strong,

1 s P TR

@PLAYER LEVEL

Every time you defeat an enemy, you will gain experience points.
After gaining a cerrain number of experience points, your player level
and strength will increase. As your player level increases, so will your
Hit Poinrs and Magic Poinrs. In addirion, your rod and sword will
become more powerful, and you will learn new spells. The levels,

magic points and hic points of your allies increase as yours do.

The powers of the BOLTTOR and FLAMOLL spells increase in three
stages as your level increases. Also, as you progress the CORBOCK
magic will change to SHRINK, then to CARABA.

In each .:huprﬁ-r, yOu may pProgress -;m]ﬁ_,-' to a certain level. Once vou
reach thar level, you will earn no more experience points unril you

enter the next {"h:iJ,":«fEf-



(" Hit Points (H. P.) :
This 15 your life level. Your points will decrease when you ger hir
by an enemy. It your Hir Points reach 0 you will die. You can

(/ 4. THE ACTION SCREEN

gate — " i SR et NORTH increase your Hit Points by eating bread or using magic. You can
i e 3 recover complerely by staying ar a horel.
T
T () Magic Poines (M. P.) :

WEST - = LAST

This is the amount of magic you have. It decreases whenever you
use magic. If your Magic Points reach 0, you won't be able ro use
SOUTH vour magic spells. You can recover some Magic Points by using
mashroob. To recover all of your Magic Foints, stay in a hotel or
stand on a magic star,

The direcrions on che map.

) Experience Points !
Gain experience points by defeating enemies. Upon reaching a

FPlaves's Hit Poangs Expernience Poins : - : A
~Lplvers Magic Poings Mumber of Crsing certain number of points, your player level will increase.
‘e"-‘-! , r .
__hlagic used wirh the A hurbon Mumber of Kevs Mumber of Bread ] F].EI.FE[' Level : =
Litem uwsed with the B buteon L Mumber of Amuolets Number of Mashroob See page 13 for a derailed explanarion.
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/5. ACTION MODE CONTROLS

)

B Butron

|
Selecr Butron i

A Button

1 o Srart
Control Pad rart Button

{ Move Your Characrer )

(JSTART Change to the Se-

lect screen.

JSELECT Change to the Sub-

SLTCCT]

( )A) To use the selecred magic.

Also to JUMP.

B To use the selected item.

Also to SPEAK or JUMP.

@ THE SELECT SCREEN — HOW TO USE ITEMS
AND MAGIC

Press the START button o change __wapice Used With
fram the hield map to the Select

the A Burron

| r=lpems Llsed With the B Bogoon
Screen, Use the control pad to .
{ The first line shows the name of

by R o - sl rran o 3 !
move the cursor 1o the iem or I |l the rod vou now have, The second L

mMagic you want to use, then press | | | line shows the name of the sword | |
the A burton to select it Your | | \vou now have /
seleceion will appear in the window

at the bortom of the screen. Press the
START burron to return to che field
map. Y-ou have now selected rhart

item tor the A or B burttaon, Use the
item or magic by pressing the indicared

burtomn

RS il 15 o
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O.VIEWING THE SUSCREEN

Upper Secrion: Normal Magic
r Lower Section: Great Magic

MNumber of Demons vou have defeated.

: = ltems vou have
Allies ‘

Number of troopers
_—vou have hired

Smm CEMSs VOU Arc WCarng

Space for = .
or holding

the map
B Your current debr
L Clirrent chapter

———MNumber of J‘E*r]:-:li:";il'l; lives

Press the SELECT button to change from the field map to the Subscreen.

) Your Allies . . .
Your present allies are indicated here. Allies who have died are

indicated in monochrome.

O Map . ..
You can use this item in palaces and mazes. Steps are indicared with

@ and the demon’s room 1s marked by a *

(O Magic . .

This shows you what magic you can use.

-____' DE"I}[ A

Your present debr. This amount includes interest



@ CONTROLLER OPERATION IN
COMMAND MODE BATTLE

There are two modes of battle, Action and Command. In Command
Maode, you and your allies may fight against enemies or use magic,
You do not move in a Command Mode barttle. In Action Mode, you

Fighr one-on-one with the enemy.

Move the cursor with the conrtrol pad.
Use the A button to select a command indicared by the cursor
Use the B button to cancel 2 command vou have selecred.

If the 7 appears, press the A burton to advance ro the next command.

7. AN ENEMY REGIMENT

HAS APPEARED!

Afrer leaving town, when you are walking on
the field map, vou may encounter groups of
enemies. When this happens, the screen will
change to Command Mode Batrle.

HGHA HEGITHRENT
P AR D |

@ COMMAND MODE
OPTIONS :

OFIGHT —Fighr the enemy.

(DESCAPE — Use this command if you don’t want to fighe. You won't
always be able to get away.

. JPEACE — You may be able to make peace with the
enemy by paying the money they demand.
If the enemies accept the payment, they
will leave, Enemies will sometimes refuse
to make peace.



.IF YOU WISH TO FIGHT, YOU CAN CHOOSE () After you select your allies, bread and mashroob will be distributed
UP TO TWO ALLIES TO HELP YOL. automatically.
(JSELECT PARTNER - |
Move the cursor with the control pad to ;EE::;: i () If you want to change the distribution of the portions or serve more,
select YES when you are asked. Then, select BREAD or MA-

SHROOB. then move the cursor to the desired allies” bread or

select from your allies displayed in the left

side of the screen. Repeat this operation to

A FHELECT MR THER i . .
select a second partner. FINIaH mashroob. Use the A button to increase the shares or the B butcon

(IFORMATION

The formations you may make will be in-

to decrease the shares.

dicated on the screen. If you select a formarion, the allies required () If vou have hired troopers, up to four at a time will automatically

for that formartion will auromartically be chosen. A formartion can e ;
tor tkl‘n.t. formation will auromarically participate in the bactle.
also be made by selecting the two required partners.

(OYOU FIGHT ALONE (O You are now prepared to fight. Choose FIGHT to begin the bartle.

This lets you figh: withour the hﬁ-lp of allies.
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(1Once battle begins, enter the action
or magic commands to fighe.

1Use the TROOPER command ro

I'L'P];-’l-::i;' defeared ErOOpers trom those

vou have hired. Only four roopers
can participate ar a time.

o USED
| THE HMGTS OF
VLR Y,

'F-g #’:ﬂ‘..«.

&
i dr

@ FORMATIONS AND COMBINED MAGIC

If you make a formarion, you will be able to use Combined Magic with
your allies.

If you choose certain formanons agAInst cercas in Eroups of enemies, the
Combined Magic will be the most effecrive. (see p 33)

Also, if you choose the righr formarion, your party's de fense power will

I_’.ll!_' I'I'fl CTrease lj. :

If you want to use Combined Magic, choose MAGIC when it 15 your
rurn to attack. The available magic, including the Combined Magic,
will be displayed.

# You can learn what formanons are the most etlective against
enemies ar the Mapic University 1in each l.‘!1:i|‘='l.f.". Be sure to learn

abour formarions.

# The troopers will not fight when you use the Combined Magic.



20

8. FIGHTING THE DEMONS ¥

You will tight the Demons in the action
bartle mode.

Press the START burton to pause and
choose an ITEM or MAGIC as shown
in { 1). Select with the A burton.

The screen will then list the items or magic
you can use. Nor all irems or magic will be
listed. Choose one with the A burton. The
screen will then return to (1), allowing you
to select again. Press START to return to
the fighting screen.

@® SOME DEMONS CAN BE DEFEATED
ONLY WITH HELP FROM YOUR ALLIES.

I

Before fighting a demon, be sure thar your allies are seill alive and that
they have enough H.P. If your allies are exhausted, stay at a horel unril

they are rested, then oy tighting again.

The rod is the most effective against the Demons. When you fight
them, you'll be strongest if your CLASS is skilled with the rod.

To escape the Demon’s field, ask for help from Kebabu, the Ring Spirit,



(JPUKIN
The cheerful prince

(ORAINY

He's a coward, but

aof the forest. his ability o send rain

will be helptul.

(ICORONYA CIGAN MECA
A ;_:ir| in the form of a [ An 51:'L'|'|;~1|."":":-j|‘:g[ir in
search of the glorious
past, he doesn’t con-
sider himself a robor.

cat. She_‘ WEeArs 4 Crown.

She can rravel through (OHASSAN

Your last ally, Hassan,

(OMUSTAFA
He's a rude talker,
bur reliable. He's

fime.

has some wonderiul

ISUPICA
A flying monkey

(FARUK also prercy oighe with magic, He can ear
A strong man who

Maoney. Lp the enemies.

appears from a lamp. wha's full of mischief

bur is good ar hearr.
: (GUBIBI
He can release those
who have been rrans-
formed by magic. His
[TEASUIEs are gorgeous.

(JEPIN
The guardian of the
town of Sudari. He's
T YCArS ald and

(_KEBABU
The ring spirit. She’s

precocious and prissy,

and a bit of a shrew. : : gl
carries a strange whistle. |
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. MAGIC

In command mode battle, vou, the hero, can use some of the magic
vou have learned. Your allies also need M.P. 1o use magic. You and
vour allies can fully recover your M.P. by staying ar a horel.

@ATTACK MAGIC
(OBOLTTOR 1—3 ___ (DJCORBOCK,

This THHEE": gﬂ_[h;-'_-fs 3 by Sl‘lf{!.;‘k"l{.,{jﬂﬁﬁﬂﬁ
electricity in the air This magic shrinks
,;'I.EH"I [h!’ll“:i‘-.’f'ﬁ j[ atr Ehl:.' [’h{-’ f_n{_bm1,_ O TUrns
€nemy. him into an item.

CIPERIUS
This magic throws
a powerful concen-
rraced rain on the
enemy’s head.

(JFLAMOL 1—3
This magic causes
a tornado of fire to
burn the enemy.

(OMYMY
This magic stops the enemy’s movement and changes
it in to a hamburger.

(JSEAL

This magic stops the enemy’s magic and changes it in-
to a cake.

(IGILZADE
This shoots fireballs from one’s fingertips.

(OSILLERT
This transforms the user inte a mirror which can reflecet
the enemy’s magic righz back.

(JVELVER

This uncovers the enemies that are covered in black tog.
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@ DEFENSIVE MAGIC

() DEFENEE
This raises the defense power of all the members of the formation
and reduces damage inflicted by one half,

3 PAMPOO
This recovers one of your allies’ H.P. by 20 points during Command
Mode battle. When yvou are on the field map, it recovers your H.P.
by 10 points.

() MARITA
This recovers one of your allies” H.P. by 50 points.

(0 MATATO
This recovers the H.P. of all the members of the formation by 20
points.

() RESEALO
This releases your allies who have been transformed and whose
movement or magic has been stopped up by the enemy.

@ COMBINED MAGIC

Don't forger to take lessons at Magic University to learn which forma-
rions are effective against which groups of enemies,
If you don't make the right formartion the combined magic won't have
any effect.
(DGYGATORN (The Cygnus formation with Coronya and Faruk)
This causes a storm which rises up and blows away the enemies.
(OMONIBURN (The Libra formarion with Kebabu and Gun Meca)
This turns the enemies into missiles and then explodes them.
(JSTARDON (The Sirius formation with Pukin and Mustafa)
This makes stars fall and inflicts heavy damage on the enemy.
(JTORNADOR ( The Aries formation with Epin and Supica )
This traps the enemies in a sandstorm.
(JTHUNDERN (The Kaitos formation with Gubibi and Rainy)
This calls thunder to strike the enemy.
(JFIREBOLT (The Dragon formation with Faruk and Hassan)
This is the strongest magic you can use, and will destroy most enemies
with one blow.
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@GREAT MAGIC

There is a WISE MAN living 1n each of
the five worlds of Arabia. When you meet
each of them they will give you their
GREAT MAGIC which will cause splendid

miracles. You can use rthese spells only
TH THE WINE WM IH T

WORLD, I BHALL UDE THE : e ;

POMER OF THIEE SACEED B ‘du“n;ﬂ' l'h{;‘ .E'd'l.l,a.'&i.ls.'dll..l{ J I:I'I:.’-IJ._"I!' ]".:.

BT ATROBCHE AND GRAMT ~

ECLIPSE. You must also have

sufficient Magic Points.

"‘-f- "-5'. FIGHTE L"-"; oo &
b s TR oed CLE T R

() MONECOM - This magnificent spell will give you all the items and

o
I
s,

) RAINCOM - This brings rain to the desert and transforms it into a

|
\

) SPRICOM - This brings spring to the world of winrer, You will be

-

I'H.

money you can carry. Your debr will also be cleared.

) MOSCOM - This will make a phantom mosque appear. You can

then change your class there.

land of greenery.

able to travel without losing any strength.

) LIBCOM - This revives all your dead allies.



1.

ITEMS

There are several differenr tvpes of swords. Wherher you can or
cannof use a parricular sword depends on your class,

The Fighter uses long swords, I he has enocugh H.P., his sword
will shoot fireballs,

@ITEMS THAT ARE USED AUTOMATICALLY
WHEN YOU HAVE THEM.

&

BREAD

When your H.P. reaches 0, you will automarical-
Iy ear bread and recover 50 H.P.

MASH
ROOB

When your M.P. reaches 0, you will auromarically
drink mashroob and recover 50. M.P.

SWORD The Saint can use some long swords, and some of his swords will
also shoor fieeballs of he has enough H.P.
The magician 15 unskilled wich che sword. He can use only shorr
swords, and they won't shoot fireballs:
Your sword can be used ro reflecr the enemy’s bullers.
This “q_.;lpﬂn 3Inm:5 fireballs when YOU wave it, and st 15 the best
ROD WEAPONT DOy EE a;,_alnsr demons. The magician 15 rhe maose skilled

with the rod and is therefore more effective when fighting demons.

MIRROR SHIELD

If you're a sainc, vou can shoor back che enemies” bullers wich chis.

LIGHT AEMOR

These decrease your damage from the enemics.

36

MAGICAL 1§ VOULTE A saint. 'E-'Ftl:'a!'irl:f'; this lers you pass chrough qhq;‘ ]j';urmg:;
L BOOTS | Zone sa fely, 7
HOLY ROBE | Putting this on lers vou jump into che sea of lava from the cape.

Use this to open doors in the ]:nal,«u;t: There
are some doors which you can't open unless you
first defear an enemy.

AMUL ET

When vou have been transformed by an encmy’s
magic, the amuler will auromarically return you
to your normal form.
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.ITEMS THAT ARE USED BY SELECTING THEM

CARPET

This lets you ﬂv back in one hop, ro any town vou have |

already visited.

RUPIA'S
SEED |

This rurns you invisible and keeps the enemies from ar-
tacking vou. Also, something wonderful may happen if
you use it in a special way during the eclipse. ( See the
next page, )

HAMMER

This makes stars fall from the sky and will defear most of
the enemies.

HORN

If you throw this ar one of the gatekeepers in the demon's
palace, the gate will open and you won't have to fight
the gatekeepers. Bur there may be times when the horn
will not work.

RING

KEBABLU is in this ring. If you are held in a wizard or
demon’s field, she will” help you escape.

MAP

This shows a diagram of the maze or palace you are in.
[t will appear on the subscreen when you enter a maze
or palace. There is one map for each world, and it is
sold ar one of the shops. Be sure to buy ir.

12. WHAT'S THE ALALART

SOLAR ECLIPSE ?

The Blue Star is the guardian of Arabia, and it is not visible in broad
daylight. But when the Alalare solar eclipse blocks out the sun, the

Blue Star shines more hrighctr- This caunses many wonders.

. You will be able to use the GREAT MAGIC.

2. You'll be lucky at the Casino.

3. You will be able to plant the Rupia's Seed and harvest the Money
Ttee,

Go to the magic field during the eclipse and plant the Rupia’s seed.
There are two magic fields, the sowing field and the harvest field.
After planting the seed in the sowing field, pass the tme doar to reach
the harvest field.

( In Chapter 3, the sowing field is in the present and the harvest field
is in the furure. )



13. IN THE TOWNS

There are many places ro visit in the towns. Make good use of them.

(_JSHOP — Many items are for sale here. You can al-
so take out loans, bur you will be charged interest.
You can borrow up to a cerrain limit. If you borrow
too much, you won't be able to borrow any more.

If you don't repay your debt, you won't be able to buy goods, and even-

tually, the game may end. Repay your debrs as soon as possible, at any of

the shops.

(OHOTEL — You and your allies can fully recover
your H.P. and M.P. by staying here.

T OOMAGIC UNIVERSITY — You can learn about
making formations and other important things.
Try to take all the classes. When you pass an ex-
am, you may receive a special item that can't be

obtained anywhere else.
(IMOSQUE — You can revive dead allies, change
vour class, or receive passwords.

(_JCASINO —Here's your chance to make some
fast money. Saints are not allowed here. Try to
visit the Casino during the Alalare Solar Eclipse.

(OTROOPER'S OFFICE —You can hire troopers
here. Their strengch will vary depending on the
chapter you are on. All the troopers you have
hired will ger stronger in the next chaprer.



O 14. OUTSIDE THE TOWN --

CODAMAGE ZONE — The damage zones are
found throughour the wilderness. Your Hit
Points will decrease when you cross them. But
if a saint wears the Magic al Boots, he can safe-
ly cross these areas.

(DJSEA —You will die if you fall in.

(JCAPE — You will die if you jump off. But un-
der cerrain conditions you can sately jump in-
to the sea from the cape.

(OMAZE — There are many floors and passages to
puzzle you. There are also some trapdoors. Be
careful ! The maze in Chaprer 3 will be com-
pletely dark unless you have one of your allies
to provide light.

OTIME DOOR —Coronya will lead you to the

past, the future, and the present through this
door.
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@LIST OF ITEMS

@LIST OF MAGIC Magic that can be used in command mode

bartle. (Does nor include Combined Magic.)

What it does

Whar it works on

BREAD Recovers 50 H.P.
M;’LSHI_ITDDE Recovers _'50 M.P.
I{E‘f_- " Opens palace doors
AMULET: Melts magic of transformation
CARPET Just one hop to a town

RUPIA’S SEED

Makes one invisible  Plant during the eclipse

HAMMER Wipes out enemies
HORN Throw at stone statues in the palace
RING Escapes from WIZARD or DEMON’s FIELDS
MAP Map of palaces and mazes

PAMPOO Recovers 20 H.P. one ally
BOLLTOR Elecerical arrack one lr‘r,fpe‘ﬂf enemy
DEFENEE Increases defense -all allies

FLAMOL Fire Arrack all enemies
|GILZADE Buller of fire one enemy
MATATO | Recovers all members' H.P. by 20 | all allies
| MARITA Recovers 50 H.P. one ally

PERIUS Heavy rain all enemies
MYMY Seals movement one type of enemy
SEAL Seals magic one type of enemy
SILLERT Reflecrs magic Gun Meca
VELVER Lifts fcig one type of Eﬂﬁ‘m}-‘
RESEALO Melts magi‘c of eransformation one ally

CARABA | Transforms into item all enemies
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