
INCLUDING: 

PROVIDES 16 TIMES 

MORE STORAGE SPACE 

THAN THE SEGA CD 

INTERNAL MEMORY. 

GREAT FOR LARGE 

GAMES OR WHEN 

INTERNAL CO BACKUP 

RAM IS FULL. 

EASY TO USE, JUST 

INSERT THE CD BACKUP 

RAM CART IN THE 

GENESIS CARTRIDGE 

SLOT AND SELECT 

" SAVE" . 

ADVANCED DUNGEONS & DRAGONS®, EYE OF THE BEHOLDER, 
DARK WIZARDrn, OOUBLE SWITCHrn,DRACULA UNLEASHEDrn, 
JOE MONTANA' S NFL FOOTBALL, JURASSIC PARK'11", PRINCE 
OF PERSIArn, PRIZE FIGHTERrn, RACING ACESrn, SHERLOCK 
HOLMES...,' CONSULTING DETECTIVErn, SHERLOCK HOLMESrn 
VOL.II , SONIC corn, TOMCAT ALLEY™. 



Warnings 
READ BEFORE USING 

YOUR SEGA VIDEO GAME SYSTEM 

Epilepsy Warning 
A very small percentage of individuals may experience epileptic 
seizures when exposed to certain light patterns or flashing lights. 
Exposure to certain patterns or backgrounds on a television 
screen or while playing video games may induce an epileptic 
seizure in these individuals. Certain conditions may induce 
undetected epileptic symptoms even in persons who have no 
history of prior seizures or epilepsy. If you, or anyone in your 
family, has an epileptic condition, consult your physician prior to 
playing. If you experience any of the following symptoms 
while playing a video game - dizziness, altered vision, eye or 
muscle twitches, loss of awareness, disorientation, any invol­
untary movement, or convulsions - IMMEDIATELY discon­
tinue use and consult your physician before resuming play. 

Owners of Projection Televisions 
Still pictures or images may cause permanent picture-tube dam­
age or mark the phosphor of the CRT. A void repeated or 
extended use of video games on large-screen projection TVs. 

About Audio Connectors 
If the Audio connection is made to your television from the Sega 
CD, the Mixing Cable must be used to connect the headphone 
output jack on the front of the Genesis to the MIXING input jack 
on the rear of the Sega CD. If the Audio connection is made to 
your television from the Sega Genesis (using either the RF cable 
or a Video Monitor cable), the Mixing Cable must NOT be used .. 

r 
i 

I 
•\ 

f 

DO NOT RETURN YOUR SEGA CD COMPACT DISC TO YOUR RETAIL SELi 
Return the compact disc to Sega Consumer Service. Please call first for fu 

information. If the Sega technician is unable to solve the problem by phone, he 01 

will provide you with instructions on returning your defective compact disc to s 
The cost of returning the compact disc to Sega's Service Center shall be paid b· 
purchaser. · 

Repairs after Expiration of Warranty 

If your Sega CD compact disc requires repairs after termination of the 90-day lin 

warranty period, you may contact the Sega Consumer Service Department a 

number listed above. If the technician is unable to solve the problem by phom 

or she will advise you of the estimated cost of repair. If you elect to have the rt 

done, you will need to return the defective merchandise, freight prepaid and ins 

against loss or damage, to Sega's Service Center with an enclosed check or m< 

order payable to Sega of America, Inc., for the amount of the cost estimate prov 

to you by the technician. If, after inspection, it is determined that your compact . 

cannot be repaired, it will be returned to you and your payment will be refund. 

Limitations on Warranty 

Any applicable implied warranties, including warranties of merchantability 

fitness for a particular purpose, are hereby limited to 90 days from the dai 

purchase and are subject to the conditions set forth herein. In no event shall f 
of America, Inc., be liable for consequential or incidental damages resulting fror, 
breach of any express or implied warranties. 

The provisions of this limited warranty are valid in the United States 
Canada only. Some states do not allow limitations on how long an imi: 
warranty lasts, or exclusion of consequential or incidental damages, so 
above limitation or exclusion may not apply to you. This warranty provides 
with specific legal rights. You may have other rights which vary from sta! 
state. 
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Starting Up: How- to Use Your Sega CD 

1. Set up your Sega,...CD system by following the instructions in 
your Sega,...CD System Instruction Manual. Plug in Control 
Pad 1. 

2. Turn the system on. The Sega,...CD animated display wilL 
appear. If nothing appears on screen, turn the system off and ? 
make sure it is set up correctly. . ...... 

.-i. .-
Press Button C on the Genesis Control Pad, and the ,..J >· .. . . .. 
on-screen Control Panel will appear. Use the D .. Pad to)~'eleei 
BJBCT and press Button C to open the CD tra;_.r:.,( .-·· :..,i 

. ., · .. · 
.. -J• 

I> • " ._ 

5. Use the D.-Pad to move the cursor ontd ·(:o;.ROM and press 
Button C. The opening screens of th~"game will appear. .•· 

,.• r .. "" . ... . 
6. If you wish to stop a game i progress or the game ends, pfe~S 

the Reset Button on the ~ne;-i: co~ to !ilisJ>lay the ,.· · 
A , ' 

on.-screen Control Pan ~ > , •. ~ 
.~ ·"J.l.· ,,,,,_·-:11.• 

.t.jj·'" 
•. :.i( 

SEGA CD SYSTEM 

Flin GnME l\RY RSSISTRNII. llllL 1-415-591-1\RY. 

I 

;. 
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MENACE OF IOM 

With the defeat of Dark Dragon by Guarcliana's 
Shining Force, the land of Rune became peaceful 
once a.gain. At last the residents were a.ble to ca.rry on 
with their daily lives, planting crops, reading a.ncl 
eiift:>ying the Suncla.y a.fternoon jousting ma.tches. 

But evil forces once a.ga.in rise out of the mist of dark,,. 

ness. The neighboring Kingdom of Cypress has so~ 
the seeds . £ W:i e's destruction-I om, the gra.nd, ' ~ 
wiza.rcl, h 11 cl his powers to the ta.sk of brin ' ----·,rm.,~ 
the Iom '/.,j • t of Hades and into Rune • 

. _. •""Ip 

.l.\{J~~i.!J~~~~:il 

a: .! 
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TAKE CONTROL! 

6-BUITON 
ARCADE PAD 

Directional Pad (D ... Pad) 

• Moves Highlighter 

START BUITON 

• Moves characters in game screens 

Start Button 

• Forwards through Story screens to Title screen 

Button A 

• Opens options boxes and status windows 

• Accesses character statistics 

• Speeds through messages 

• Selects highlighted options 

Button B 

• Cancels selections 

• Speeds through messages 

Button C 

• Opens options boxes and status windows 

• Accesses character statistics 

• Speeds through messages 

• Selects highlighted options 

3-BUITON CONTROL 
PAD 

Note: Buttons X, Y and Z on the 6 ... Button Arcade Pad have no 

functions in this game. 

4 

GUARDIANA'S • SHINING • FORCE 

CYPRESS' • SHINING • FORCE 

B 
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HELP FROM HEADQUARTERS 

• Bear the following in mind; all members have their own 

strengths and weaknesses, such as fighting well against certain 

types of opponents. Keep your group fairly close together to 

avoid having anyone singled out and surrounded. Also, try to 

keep your leader and weaker members of the group protected as 

much as possible and make sure you have thought out your 

battle plan ahead of time to avoid costly mistakes. 

•The land of Rune has seen many battles over the centuries, so 

any battlefield you find yourself on should be checked for items 

and weapons. Make sure to check odd areas (statues, holes in 

the ground, pillars and the like) as well-there's no telling what 

or who you may come across. 

• As you know, Rune is a magnificent land, filled with hills, 

mountains, valleys a nd rivers. Your enemies will try to use the 

different terrains to their advantage. Think about how to posi..­

tion your troops to counter their attacks. 

• Pay attention to your enemies' movement ability. Most enemies 

will position themselves so that they can reach one of your 

characters' position and attack that character in the following 

turn. Use their strategy against them by positioning your charac..­

ters the same way. 

• A lot of characters will join you on your mission, each one of 

which wants to see the Iom evil vanquished. As the team leader, 

you know that only 12 warriors can go out in any party, so don't 

overlook a member just because he or she is new, and don't keep 

other members in the party just because you're used to them. 

Your team knows as well as you do that only with the best 

warriors do you stand a chance of defeating the lom menace. 

• Be prepared to fight to the finish if there is no escape, but 

remember that if the main character is defeated, it doesn't matter 

if there's only one monster left or twenty-you'll have to start 

again at the beginning of that battle. The moral is that if things 

look hopeless, a fool keeps fighting and a wise person retreats, 

rethinks and tries again. 
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GAME OPTIONS 

IS THIS YOUR FIRST TIME? 

It is recommended that you use a Sega B ack..-Up R a m cartridge 

(sold separately) to play the Shining Force CD game. When 

using the Sega B ack..-Up RAM cartridge, make sure it is inserted 

in your Genesis unit before turning on your Sega CD. 

After you turn on your 

Sega CD system, the 

SEGA logo appears, 

followed by the Shining 
Force CD story screens. 

Press Start to skip the 

story screens. Press Start 

again when the Title 

screen appears to open the 

Game Options screen. 

If this is your first time playing, 

only the NEW GAME option 

is available. Press Button A or 

C , then select the space to save 

the game. You can use either the Sega CD built..-in b ackup space 

(which holds one game) , or the cartridge backup space (which 

holds up to five games) . Press the D..-Pad left or right to switch 

between the Sega CD back up and cartridge b ackup , and press 

Button A or C . Now select the adventure. 

Note: You may start either of the two adventures, but if you select 

the second adventure to start with, the name of the first adven..­

ture' s hero defaults to N ick. 

RDVENTURES 

Shining Force CD is actually three adventures in one. In the first 

adventure, the Guardiana Shining Force travels to the kingdom of 

Cypress to save Princess Anri. The second adventure starts where 

the first one leaves off; the Cypress troops join forces with Guardi..­

ana to stop King lom from bringing a powerful monster through 

the gates of Hades and into the land of Rune. 
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Use the 0 ..-Pad to place the cursor arrow next to an adventure and 

press Button A or C to select. To cancel, press Button B . Once 

you've selected a n adventure, the Name Select screen appears . 

NRME SELECTION 

You can input up t o seven 

characters in the Name Select 

screen. Use the D..-P ad to 

highlight a chara cter, and 

press Button A or C to select 

it. If you make a mista ke, 

highlight DEL and press 

Button A or C , or press 

Button B at any time to 

delete. When you' re finished, 

highlight END and press Button A or C. Highlight END 
without entering any characters to use the Default name. 

DIFFICULTY 

After naming your character, choose the difficulty level of the 

ERSV 
NORMRL 

.,_HARD 
SUPER HRRD 

adventure. Choose from EASY, NOR..­
MAL, HARD and SUPER HARD. 
The difficulty level determines the amount 

and type of items you come across in your 

battles, how aggressively the enemies 

attack, and how often they use spells. Move the cursor arrow to a 

level and press Button A or C to select. 

CONTINUING RDVENTURES 

If you've already started an adventure, there are four game choices 

available. You can start a new a dventure, continue an a dventure 

you've already started, copy an a dventure to empty RAM space, or 

delete an a dventure. 
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RETREAT/DEFEAT 

As the leader of the Shining Force, you are the most valuable 

member. You have all the qualities that a good lea d er should h ave: 

bravery, strength and most importantly, wisdom. M ake sure you 

live up to this by not getting into dangerous situat ions without 

support. If y o u plan to make it through the dangers, you must 

m ake sure not to fall in b attle. Once the troop leader is defeated, 

the team is automatica lly returned to headquarters, minus half 

their gold. 

If you're in trouble, use your character's Egress spell to retreat, and 

make sure some other members of the Shining Force a re carrying 

Angel Wings to bring all of you b ack to Hea dquarters (in case 

things get rough a nd you can't wait for your leader's turn to cast 

Egress) . 

Once you've returned to Headquarters , your characters' Hit 

Points and Magic Points are restored automatically. However, 

characters that are cursed or poisoned remain so, and characters 

that haven't been raised won't be present in the next battle. Make 

sure to R aise a ll the characters that are exhausted, and Cure all 

characters who've been poisoned or cursed. If you need supplies, 

buy them right away. Once you've finished all that, save the game. 

Now you can take a break, and when you continue your adven..­

tures you'll be able to jump right into the action! 
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Detox: Any character who has been poisonea can be cured with 

this spell. 

Aura: This powerful heal spell restores H Ps to all dfaracters in 

the caster's zone of influence. 

Dispell: This spell is used against enemy spellcasters, stopping 

them from casting spells. 

Slow: This spell slows your enemies down, giving your team more 

time to attack. 

MONK SPELLS LIST 

Heal: The Heal spell restores some or all of a character's HPs. 

Muddle: Creates a mysterious wall of fog around your 

opponent ( s) , confusing them. 

Detox: Any character who has been poi.soned can be cured with 

this spell. 

Dispell: This spell is used against enemy spellcasters, stopping 

them from casting spells. 

Boost: This spell increases the recipient's attack and defense levels. 

Aura: This powerful spell restores H Ps to all characters in the 

spell's zone of influence. 

Hell: Fireballs and shearing blasts of superheated air are directed 

at your opponent ( s) . 
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INNERBRCKUP 

NEW GRME 

~CONTINUE 

COPY D~HR 

DELETE DRTR 

CRRTRIDGE 

Tragon HERO 
LVT4 U2-24 

ThoughtPRNC 
LVl5 U3- l 

~ T(~R~og~~l1~ 

ThoughtHERO 
LVl5 Ul-21 

Starting a new adventure is 

done as "Is This Your First 

Time?" (page 7) . Select the 

save space, select the adven..­

ture, name your character and 

you're off. Continue a game by 

pressing the D..-Pa d left or 

right to access the inner 

backup memory RAM or the 

Cartridge RAM, then move 

the cursor arrow to the game you want to continue and press 

Button A or C to start. 

The delete function allows you to open space for a new adventure 

by getting rid of an old one. P ick the adventure you wish to delete, 

and press Button A or C. When the confirmation message ap..­

pears, press Button A or C to delete or Button B if you decide not 

to delete the data. 

Note: I you're not using the backup RAM cartridge, you must 

delete the previously saved adventure before starting on a new one. 

Copying games allows you to go ahead with one adventure while 

having the option of going back later and retrying it if things don't 

go wdl. Use the D..-Pad to highlight the adventure you wish to 

copy and press Button A or C to select it. Then select the space 

you wish to copy it to the same way. 

You can only copy a game if you have space available to save it in. 

If all the spaces are filled, you have only two options: to continue 

an adventure or delete. Before you can save an adventure or start a 

new one, you have to delete an adventure. 

YOld °W'ANT INFORMATION ... 

Once you select an adventure, the introductory story begins. The 

adventures are interconnected, so pay attention to the story as it 

unfolds. The story so far is shown, followed by you and your team 

starting out on the adventure. Whether checking on a character's 

status, trading items, or asking to be healed, you need to make 

choices. 
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DECISIONS. DECISIONS 

In any situation where you 
must make a decision (such as 
buying items, viewing charac­
ters and changing Classes) , 

two decision boxes appear. To make a decision, press the D ... Pad 
left or right to highlight the YES nodding head or the NO shak,. 
ing head, and press Button A or C to select. 

CHRRRCTER INFORMATION 

CRRV t1t1NK Lt B 

HERL 4 Hedi In~ 
Seed 

t1UDDLE2 Heal :r: n~ 
Seed 

BOOST 2 • Iron 
c1a .... 

HELL 2 

NRt1E HP t1P RT OF RG t1V 
6 SIG 41 26 4•_1 37 2,-, S 

WENDY 33 47 54 35 24 S 
RPIS 54 ,-, 71 46 23 7 

CRRY 44 28 "/".:J 4£ 2:2 S 

CLAUDE 4 I • • 63 35 2• • 6 

Move the red highlight box down 
the list of character names with 
the D,-Pad until the name of the 
character you wish to see is 
highlighted. Press the D,-Pad left 
or right to shuffle between the 
Character's Points sheet and the 
Class/Level/Experience sheet. 
Above the statistics, a mini,.data 

sheet is displayed. To see the characters full Data Sheet, press 
Button A or C. 

OPTION BOXES 

Option boxes are used to make most game decisions. They appear 
both at headquarters and on the battlefield. On the battlefield, 
boxes appear for each character when it is that character's turn to 
move. Off the battlefield, option boxes appear as soon as you enter 
headquarters or enter shops.Highlight an option box and press 
Button A or C to see the options available. 

RT HERDOURRTERS 

Between b attles you arrive back at headquar,. 
ters, where you can access various options. 
The four main options, HELP, ITEM, 
SAVE and MEMBER, are displayed at the 
bottom of the screen. 
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MAGE SPELL LIST 

Egress: The main characters and some wizards are able to use this 
spell, which brings the caster and the rest of the team back to 
headquarters. 

.• 

Blaze: A hail of fire rains down on your opponent(s). 

Freeze: This spell creates a whirlwind of razor,.sharp shards of ice 
in the air around your opponent(s) . 

Bolt: Energy is channeled from the earth and through the spell,. 
caster, then released at your opponent(s) as electricity. 

Muddle: Creates a mysterious wall of fog around your opponents, 
confusing them. 

Desoul: This spell invokes one of the Ancient Gods of Death who 
pulls the soul from an opponent. This dark spell can only be 
attempted by expert spellcasters. 

Boost: This spell increases the recipient's attack and defense levels. 

Sleep: This spell lulls your opponent(s) into a sound sleep, 
rendering them immobile until they wake up-if they wake up. 
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ITEMS 

There are a large number of items which you'll come across in your 

journeys, in treasure chests or lying on the battlefield. Each has a 

special purpose, a nd you'll probably find a use for almost all of 

them. Below is a list of some of the items you'll come across. 

Medical Herb 

This helpful item restores a certain number of Hit Points 

to any character who uses it. 

Antidote 

The leaves of this plant dissolve poisons in the blood. 

With the number of ghouls , zombies, and other undead 

creatures roaming around, you'll need this item at some 

point. 

Healing Seed 

More expensive (and more effective) than the Medical 

Herb, these powerful seeds restore a large number of HPs 

to the character who uses them. 

Angel Wing ... 

This magic item allows the user to return to Headquar..­

ters . This .item is useful at times when the Egress spell 

can't be used. 

Healing Rain 

Rings 

This item restores all HPs to a ll the team members (it's a 

bit costly, as you can imagine) . 

Throughout the game, you will run across rings with 

various uses. Study your characters' statistics to help you 

figure out who can benefit most by wearing the ring. 

Note: A character may wear only one ring at a time. 
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RAISE 

If one or more of your teammates fall in battle, you can 

use this option to bring them back to consciousness 

(keep in mind that there is a service charge) . 

PROMO (Promote) 

SPEED 

If any of your team is ready to be promoted, the team 

list a ppears. You can select any character who has 

achieved level 10 or higher(if they haven't been pro..­

moted already) for promotion. 

This option allows you to change the speed of all screen 

messages and select the type of battle messages to be 

displayed. 

. .. 
--MESSRGE SPEED-­

' 

The flashing highlight box indicates 

the current message speed. 1 is the 

slowest speed and 4 is the fastest. 

The bottom half of the window is the 

battle options. Select DISPLAY to 

SLOW I 2 3 4 FRST 

--BRTTLE MESSRGE­

DISPLRV NO DISP 

see all battle effects (including damage inflicted and items found) , 

or select NO DISP. (no display), for faster battle action. 

CURE 

Your teammates are examined to see if any of them is 

poisoned or cursed. If so, you need to pay a fee to cure 

them. Select either YES to pay the fee and cure the 

cha racter, or NO to cancel. 
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Employing an Item is done by accessing the Item Options box at 
Headquarters or out on the battlefield. Items can be used, 
equipped, dropped, or given to another character. To do any of 
these, you first need to select an Item. Highlight the name of the 
character who has the item, then press Button A or C. Next, 
highlight the item you wish to employ, and press Button A or C 
to select it. 

If you want to ... 

... USE the item, pick the character to use it on by high.­
lighting a character's name, and pressing Button A or C. 

... EQUIP an item, the Equip window appears with a 
hand at the bottom of the box (no item equipped). Move 
the highlighter to an item and press Button A or C to 
equip it. Any changes in the character's data (such as an 

increase in attack power) appears on the far right side of the 
Equip window. 

ll 

... DROP an item, select the character and item as above. 
Then select either YES to drop the Item or NO to 
cancel. 

... GIVE an item, follow the steps you would for using the 
item. If the character you want to give the item to has his 
or her hands full, you must trade one item for another. 
Highlight the item to trade, then press Button A or C . 

Note: When on the battlefield, Items can only be given to a 
character standing adjacent to the character with the item. 
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DA'W"N 

Race: 
Class: 
Promotion: 

LUKE 

Race: 
Class: 
Promotion: 

Eric may be the stronger of these two knights, but 
don't underestimate Dawn's abilities. She's an 
invaluable addition to your team. 

Centaur 
Knight 
Paladin 

Luke acts as the healer of the Cypress Shining Force, as 
well as a capable fighter . 

Half.-giant 
Monk 
Master Monk 

As you make your way through the now treacherous lands of 
Rune, you will be joined by characters who are also committed to 
stopping Iom's menace. Be warned-not all of the characters will 
jump out and ask to join your team. Some of them must be 
sought out and discovered. Take a look around bushes, near pillars 
and anywhere else you think looks suspicious. You may be sur.­
prised at who you come across. 

VVEAPONS AND OTHER ITEMS 

You can pick up weapons and items from foes you 
defeat in battle and inside treasure chests found here 
and there in the land of Rune. Try to leave at least 
one empty space in each character's item carrying 
space, just in case. 

Not all weapons can be used by all characters, and some characters 
use certain weapons better than others. In addition, some charac.­
ters can use certain weapons only after they've been promoted. 
Have each character try out a weapon and check his/her/its 
statistics to see how effective the weapon is for that character. 
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CYPRESS TROOP ROSTER 

CYPRESS' TROOP LEADER 

• 
Race: 
Class: 
Promotion: 

He was found injured in the mountains, and was 

brought to Cypress. He has been chosen to lead the 

Cypress Shining Force-but will his teammates 

reconsider their decision when they learn his true 

identity? 

Human 
SW'ordsman 

Hero 

NATASHA 

Race: 
Class: 
Promotion: 

JAHA 

Race: 
Class: 
Promotion: 

ERIC 

Race: 
Class: 
Promotion: 

Natasha was born and raised in Cypress , and has 

trained in the magical arts for many years. 

Human 

Mage 
Wizard 

J aha is more tha n your average warrior. His idea of a good 

time is to be in the front line of the battle. Be sure to oblige 

him. 

DW'arf 
Warrior 

Gladiator 

This young centaur is said to h ave royal blood in his 

veins . Unfortunately, he's a bit rash, and gets himself 

into trouble on occasion. 

Centaur 

Knight 
Paladin 
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The SAVE option allows you to save the a dventure as it stands. 

After selecting this option, the confirmation window appears. 

Once you've saved the game, you are asked if you want to continue 

or not. Select YES or NO and press Button A or C . 

As you make your way through the lands of Rune, you 

will meet a number of characters who wish to join your 

cause. Unfortunately, only 12 characters can take part in 

the battles at one time! Use this option to replace members on the 

excursion team with others who are "waiting on the sidelines." 

AUTO 

This option allows you to set any or all of your characters 

(excluding the leader of course) to act under computer 

control. Characters that are computer controlled appear in 

the character window with a heart to the right of their name. 

VIEW 

TALK 

This option allows you to look at any of your teammates 

statistics, including what the chara cter is carrying, the 

character's experience level, and how many Hit Points 

and Spell Points he, she or it has . 

Select this to have a word with any of your teammates. 
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BUY 

SHOPPING OPTIONS 

Across the street from your headquar .... 
ters you can usually find a shop which 
sells armor, weapons and the like. Step 
right up and have a look! Like the 
other commands, highlight the item 
and confirm with Button A or C, or 
caned with Button B. 

When buying, highlight an item, and the shopkeeper will 
tell you the item's price. If you want to buy the item, 
confirm the purchase, then select the character who will 

receive the item. If the item is a weapon, the shopkeeper will ask if 
you want to equip it, and you select YES or NO. 
Note: If the character can't use a weapon, the shopkeeper will 
inform you of the fact. The shopkeeper then asks you if you want 
the item a nyway. Select YES or NO. 

SELL 

Select the item you wish to sell and the shopkeeper will 
give you the going price. If the price is equitable, confi; m 
the sale. 

REPAIR 

DEALS 

If you want an item repaired, select the item a:nd the 
shopkeeper will give you the price for repairing it. Con,. 
firm or cancel. 

Select this option to see if there are any special items on 
sale. If you want to buy something, make your purchases 
just as you would for regular items. 
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SHADE 

Race: 
Class: 
Promotion: 

APIS 

Race: 
Class: 
Promotion: 

Shade's father is none other than Hans, the master 
bowman of the original Shining Force. Like father, like 
son. 

Elf 
Archer 
Sniper 

Apis is a powerful warrior, and master of spear~hrowing 
techniques. He takes after his father Ken-he likes 
nothing more than a good fight. 

Centaur 
Knight 
Paladin 

•• •• r 

WENDY 

• 
Race: 
Class: 
Promotion: 

SIG 

Race: 
Class: 
Promotion: 

Wendy comes from a long line of wizards. It is said that 
she was the top of her class at Mage school-and judging 
by the stories about the Iom enemies, you'll need her 
talents. 

Elf 
Mage 
Wizard 

Nephew of the great monk Gong, Sig carries on the 
healing tradition (and of course the fighting tradition as 
well-Sig is as ready as anyone to fight the Iom menace). 

Half,.giant 
Monk 
Master Monk 
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MAP 

Select this to see a small map of the entire battlefield, 

displaying the location of your team (in green) and the 

enemy forces (in red). 

THE SHINING FORCE MEMBERS 

Below are the starting members of the Guardiana and Cypress 

Shining Forces. They are loyal, dedicated fighters who will stand 

by your side in battle, and give all their energy to the task of 

defeating Iom. 

GURRDIRNR'S TROOP ROSTER 

GUARDIANNS TROOP LEADER 

Race: 
Class: 
Promotion: 

RUCE 

Race: 

Class: 
Promotion: 

The leader of the new Shining Force hails from parts 

unknown. His background is a mystery as well. But as 

the adventure unfolds, his true identity may be revealed ... 

Human 
Sw-ordsman 

Prince 

Ruce is the son of the original Shining Force's warrior 

Lug. Lug went on the first mission to save queen Anri, 

so Ruce has two reasons to fight the Iom evil. 

Dw-arf 
Warrior 

Gladiator 
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FORWARD INTO BATTLE! 

Now you're out on the battlefield, and there are a number of 

things to think about. What are the enemy's numbers and 

strength? Wher e are their strongest warriors situated? Take these 

questions into consideration before moving your warriors. 

Once you have figured out what is waiting for you, and where, you 

have to think about a marching order. If your enemies are concen.­

trated to the left, you might place your strongest warriors on that 

flank, with the spellcasters and archers just behind them. If you 

are near water, with the enemy on the other side, long.-distance 

weapons like arrows and spears can do the job without needing to 

get close enough for hand.-to.-ha nd combat. 

Once a character can move (char.­

acters move in order, the fastest 

character first and the slowest 

character last) , his, her or its Stats 

window appears at the top right of 

the screen, and the effect the 

terrain has on movement appears 

in a window at the top left of the 

screen. The character will be able 

to move only as far as the flashing 

area on the ground extends, and can only move onto a space that 

isn't occupied by another character. Move your character with the 

D.-Pad. When you have picked the place you want to stop, press 

Button A or C . If you reconsider and want to move your character 

again, press Button B and move your character to the new posi.­

tion. 

Once you decide where to place your character, press Button A or 

C to see the Combat options. If your character is close enough to 

the enemy to attack, the highlighter will appear on the Attack 

option, and if the enemy is outside the characters striking range, 

the highlighter will appear on the S tay option. Move the high.­

lighter to the option you want and press Button A or C . 
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BA'TTLE OPTIONS 

ATTACK 

Press Button A or C to begin your attack (if an enemy is 

close enough). If more than one enemy is in striking 

distance, a white highlighter square appears on an enemy. 

Use the D,. Pad to highlight the enemy you wish to attack, and 

press Button A or C. 

ITEM 

STAY 

The Battle screen appears next, 

with your character on the right 

and your opponent on the left .. 

The damage your character inflicts 

on the enemy will show on the 
enemy's HP (Hit Points) meter. 

If you want to use, equip or drop an item one of your 

characters is carrying, select this option. Items options are 

the same here as on page 12, except that you can only give 

an item to a character standing next to you. 

NI Th» option end• the oha<act<"'• tum. -
SEARCH 

This option appears in place of the STAY command 

when a character is positioned next to a treasure chest, or 

when the character is next to a special area. Search the 

area to find hidden items-and special teammates! 

MAGIC 

II If your character is a spellcaster, select this to cast a spell 

on a teammate or the enemy. See page 23 for details 

about spellcasters. 
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SPECIR~ GRME OPTIONS 

In battle situations, another set of options become 

available. To access these options, press Button B 
when one of your chatracters is ready to move. A 

white highlighter box will appear around the charac,. 

ter. To access the special options: 

Move the box to any character on the 

battlefield (including enemies) and press 

Button C to see that character's name, 

hit points, magic points and movement 

ability, or press Button A to see any 

character's full Status sheet (friend or 

foe) . This can be very useful when you' re 

up against an enemy you've never seen before. Press Button B to. 

return to the character who is supposed to move. 

Move the white highlighter box to a place on the battlefield that 

isn't occupied by a character and press Button A or C to see the 

Control Options. 

CONTROL OPTIONS 

MEMBER 

SPEED 

ll 
Q_UIT 

Select this to see Status sheets for team members (see 

Character Information, page 10). 

Set the message speed and Battle Message options (see 

page 11). 

If you decide to stop the game, select this option, your 

game will automatically be saved to this point, and the 

Shining Force librarian appears on screen. You may turn 

off the game without losing your game data, or if you're just taking 

a break, leave the game on and come back to it later (by pressing 

Start). 
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