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Dark Cloud 2
PlayStation 52 Hint Line

Hints for all games publi-hod by SCEA are avallable:
1—900-933-90NY (1-900-933-7569)

Within the v.s.
$0.95/min. auto hints
95.00-520.00 for card recharge
Within Canads: ‘\-900—&5‘\-5757

$1.50/min- auto hints

is avallable 24 hours @ day,
America. No hints will be given

7 days @ week. This hint

rance
Sony Computer Enﬂr«:‘mmlr\f

For U. S- callers, ammmd ass
\ine supper's games prcdund by
on our Consumer Service Line:

Callers under 1& years of age, please obtain parmiu‘nan from @ parent or guardian pefore

calling. This service requires @ youch-tone phone.
Consumer Service/ Technical Support 1-600-345-50NY (‘\-500-345-7669)
chnical

Call this number for help with & suppert installation or gcn-ra\ questions regarding the
PlayStation 2 conscle and its par\phcrﬂ\-. P-cproumd‘\'\vu are avallable Manday-sewrday,
7AM-6<30PM peT.

ite and find out what's happening = new titles, new
I cnﬂmir\mcrﬂ' system.

Our news
products and the \atest information

LIMITED (WARRANTY

Sony Computer T,ntert,ainment America \SCT‘A) warrants to the
original purc‘r‘.aser of this SCEA product that this software
fects in material and workmans‘nip of a per'md

ig free from ae:
SCEA

of ninety (90) aays from the original qate of purchase.
period of ninety (90) aays eitner repairl or

agrees for a
You must call 1~

at its option, the SCEA product.

replace,
to obtain

800-34&:-501£Y to receive instructions

repair/replacement services.

This warranty snall not e applicable and shall e void if
tne defect in the SCEA product nhas arisen tnrough abuse,

unreasona‘ole use, mistreatment or neglect. THIS W
15 IN LIEU OF ALL OTH ‘.v'.\RR.‘sl{TIE‘.:‘ A NO OTH

SHALL BE

5 OF ANY NATURE
BINDING ON OR OBLIGATE SCTA. ANY 1MPLIED ‘.\l.\RR.\l{TlES
.\PPLIC.\)JLE 70 THIS SOFTWARE PRODUCT, TNCLUDING
NTABILITY AND FITNESS FOR A

LIMITED 70 THE NINETY (90) DAY

ATL

‘si.\RR.“«l{’I‘IES O}

PARTICU LAR PURPOST, ARE

TVENT WILL SCEA BE

TIAL DAMAGES

PRRIOD DESCRXEZD ABOVE. IN
LIABLE ¥OR INCIDEL'T.\L OR COL{S'EQ\JZL{
RZ?SULTING ¥ROM P()SSE‘.:‘SION, USE OR 1-1.th‘131<0':101; or THE
SCEA so':"r‘.maz PRODUCT.

sSome states do not allow 1imitations as to how long an

implied warranty lasts and/or exclusions or 1imitations of

consequential damages, SO tnhe above 1imitations and/or
This warranty

exclusions of 1iability may not apply to you. TH
gives you speciﬁc legal rights, and you may also have other
rights which vary from state to state.
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E : < Producer
ehind its tightly closed gates, 4 peaceful mining topn theough . = 4 Yordiae fobanay
: which flows a slos, gentle breeze holds 4 1, : .

oung tnventor and a protectoy prom the

Sony Computer  Brian Gibmore
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Seorpio Sound, LLE
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Sony Computer
Entertainment

Japan / Level 5

Game Design/
Scenaric Producer

74 kihizo Hino

Director (Prcgrdm)
Vasuhiro Akasaka

Director (Charamn)
Voshiak Kusuda

Character Design
Jun Sonobe

Art Director
T akesht Najima

Main Program
Kenji Matsusue

Meotion System
/Makoto Shikasho

Menu Pregram
Zomohiro /Nioya

Event Program
/Masahiro Noda
Voich Kawagucht

Enemy Al Program
Naohiro Jkeda

Music
Zomohito Nishiuza

Sound Effects
Hurosht Vamanaka

CRrREDITS

Character Models
& Motion
Chie Ueda
Vuka Katayama
Jun /Maceda
Nobuyuki VYanai
T akahiro ?vuﬂmatgu
Ken /Kotamu’m
Noboru Tsuda
Notiaki Sonoda

Map Graphics
Hidenobu Sasaki

T akayuki Samejima
/Kl\’ukl 3uml|(o£‘\[
Datsuke Koga
VYoshio Shimokawa
Naoko /’lu!L

Background Art
T akeshi Najima
Shin'icht Matsumoto

System Graéhiu
Kengo Todaka

Planner
Voshiaki Kusuda
/Masahiro Noda

Assistant Planner
Hitomi Kinugasa

Title Logo Designer
T akeyoshi Okabe

Theme Song
“Time is Changing”
Words: /Mike Reagan

Melody: Tomohito Nishiuta
Sung by: Basbara Cohen

Preduction Cooperation
Kazunari '/Matsuo

Ken Akasaka

Kosuke Tomita

Hiroto Jinnal

Vasuhito T sugimoto
Ahkira Konno

Preduction Management
Yukiko Harada
T omoko Hirayabu

Meonica

Game Balance Coordinator 5k

Kazushi Gobara Y
Kazuma Nitkawa

Hurofumi Hayashi

Kanako Yamazaki Y
yoldllw Ando I
Hitomt Nakajima
Datsuke Aramaki
Shinji Takemott
Ricko Sakai

ij ;’;{ ‘ ,-y”“'tf‘;' f"”?‘ the future Avnlslv'ts‘ tﬁg
vl . S sl s
mystical sword and is a master of mgtc o

Manual Writing
Ke'ichiro Yasuhara

Special Thanks

Miho Kawagoshi

(Tohokushinsha Film Corp:) j
Ketichizo /Niyoshi
(Tohokushinsha Film Coryp-)
Shinsake Zanaka

( T ohokushinsha Film Cop.)
Voshtko Minamizawa

Us-Japan Coerdination
Vosht Yamamoto

Assistant Producer

Kentaro /Motomuza
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USB connector
S400 ILINK connector
controller port 1
controller port 2

— R
- g

of the console)
(s turned on. Loregq 44, : ower indicatoy
lights “Pr press the open button and ¢he disc tray il open. PBlace
the Dark Cloy) 2 disc on the g1, “2ay with the label 14, Facing up.,
Dresgs the open button Again and the ;g tay will cloge, Attach
game controllers pyy other Peripherals, 44 Appropriate. Folloyy oy,
screen instructiong and vefer to ¢hg manual for information on
“sing the softiaze.



Anger Counter

Display Character Name

Display Monster Name

Blur Background

Display Captions
Pause Display
Camera Pitch

Camera Rotation

4 of
tion
o tne £func - sition
Togel® 4 cursor ¥
cte!
sele

e and
mog@les tneux\
ipration

oint)
a1th P
HP (e

Toggles the anger counter during lock-
on ON/O¥¥,

Toggles the character name display
ON/OF¥,

Toggles the monster name display
ON/OF¥.

Toggles the blur background function
ON/OF¥.

Toggles the subtitle display ON/OK¥.
Toggles the "PAUSE" display OK/OK¥.
Toggle Normal/Reverse

Toggle Normal/Reverse




Fish Races
As the story advances, you will be able to enter the “Fish Races.”

Flow of Fish Racing
Go to the Fish Racetrack and tatk to the /NC to enter the Fish Races.

First, from the “Social Tank,” pick the fish to enter in the race. Next,

select the class you want to enter and lastly, begin the final adjustments. ¢

Che final adjustments ave done in special aquatiums with various effects. N
Pick an aguarivom that matches the Bish and race. The race begins once

the final adjustments ave complete. There is nothing for you to do duting

the vace. You win a prize if youz fish wins the race.

Passwerd Contest
73 the game progresses, from [Extra] on the Title menu, enter fish

passwords to challenge fish raised by your friends. Ty to bring together
$ish passwords for a contest.




Sk o

Bowus Actvimies

“ Fishing :
Once you get the Fishing Rod, you can fish in numerous areas.
Start Fish
Squip the Fishing Rod and attach the bait and lures to the Fishing
Rod. I you aze equipped with the Fishing Pole and g0 somewhere /;. .
whete you can fish, the text “@: Start fishing” will appear at the i
bottom lefit of the screen. Press the @ button to start fpishing.

Catching Fish

Use the left analog stick to set the point to aim at and press the @ button to cast the hook

and luze onto the surface of the water. As a fish comes close, a “1” appears above its head.

Use the left analog stick to reel in and get the fish to bite. Once the fish bites, watch the

tension on your line while moving the left stick in the direction of the artow to release i
tension and press the @ button to haul in the fish. ‘

Ry

Raising Fish

Once you make the Aguaniuom, you can begin raising the fish you catch.

How to Raise Fish e
From the list of carvied items, select the fish, and select Put in Aguarium to move to the £
Aquariam. On the Aquariuom, press the ® button to open the menu. f

On the Aquarium screen, You can raise fish in any of three different aguarivoms: the !
“Social Tank,” the “Battle Tank” and the “Breeding Tank.” #h

The “Social Tank” is an aguarium where you place ordinary fish and raise them. Their
abilities change depending on the food you give them.

The “Battle Tank” is an aguarivom where you train fish for strength for uge in the Fish

Races (see P. 31). Put two ot more fish tn and the fishes” abilities are boosted in the
ensuing battle.

" The “Breeding Tank” is an aguarivon where you place two fish, a male and a female, to §
breed fry that inherit the abilities of their parents. The parent fish die once the fry are born.




FIELD Contrors

The basic controls uaed in the Field are siven belory, See the pages for the
Dungeons (P. 21), Jtem /M

ene (D. 10), Invention System (D. 16) and
Georama System (D. 28)

ot details of the controls used theze.

5

Field: Once a building is laid out, the
NS oot of “Polyn” ixes fon each Ficd ts
TROLLER CONFIGURATIO déctedsed, and shen the [Polip” beconies 01
L0G CON o mote bulldings can belatd out.
CK®2 ANA R2 button i
DUALSHO LRGN
R1 button
L2 button
L1 button A button
QO button
% button
directional £ purhg
puttons |
tick
right and\.:gdsdcwn)
D e it
gft analog Stk — "y START
left andios = hen pushed
(\_3 putton

SELECT button

ANALOG mode switch
\) 7777777 i Sy

button/IGEN button
button

Rotate camera

Reset camera position
L3 button Change character (Maximilian / Monica)

button Switch between camera view ang

character view

START button Pause

Left analog stick llove character

Right analog stick liove camera

& button Action (talk/examine/open door, etc.)

@ button Reset camera position

® vutton lain menu (see P. 9)

® button Point the "camera (see P. 16)



The Greorama system 1 the patt of the story whete you can build budldings
 using the “@ anpenterion " that you can use a3 the story advances.
knd&lﬂgs bl duing Maximilian's time may change the puture.

Carpenterion Screen
T0hen the Carpenterion icon appears at the bottom lefit of
the scueen, press the SELECT button to display the

Carpenterion screen: On the Carpenterion scueen, press

4
@ the @ bustton to open the Georama menk:

Build Buildings
Vou can build buildings from the plans stored
. in the “Geostones” you have de up. Select
[ /Make] from the Georama men to display
a list of the buildings you can curently
build. Select a building to see a display of
the matetials requived, and then select
[Ves] to complete the building.

Return to the Field
YOhen a human-shaped icon appears at the bottom left
of the Carpenterion scueen, press the SELECT button

to return to the Field..

P e L T

e

Maiv Menu

—~Goto _the'ﬂwn

@ button
Lay the /Main meni: Use the

_ﬂdltectl{mal buttons to
ind press the Q button.

i

i
[tem .

meni. On the .
check on you cunnent ‘ 2

mitlwii'aﬁ;s‘ A S %

Htem menst, o4 can

equipment and money, use items ot upg

Character :
Change the charactet t0 contuol. Select this to use ‘Rufzyod o1 /Monster
@zwfozmutwn. /Monster Cranshoumation i not auawu\mu the
second dm‘gw;‘. - v
Make (see page 17) & =
Juvent a new item ot make an invented Lem: This sdectlen is not available
at the statt- N >
Flove s . A E
/Move dizectly to & tutd ot du'ﬁgwn.'tkat you have visited ;ﬂckust-f

Opﬁon\(sre;e page 5)

T his lets you change settings wsed in the game-
Help

This gives Yo

o

ed knowledge aboit c:ont:zds‘, efpective
ems are added as o«

/MNore Zutorial item :
« dow't know something i the game,

ilable at the statt:

u access to deta
combat techniques and the like.
become able to do Mot things. I5 4o
oy Help. This selection 8 not VA




L Item Menu
\ Sereen

Selecting [Item] on the
/Main mence displays the — $ Monster Memes ’
Item Menu screen. N ’ ¢ M:;Zi- Lhese are memos listing weapons

e the monsters you met alonig with the/t

Ineffectual weapons are zndlcatié( i icons s,
the following. Y
@ Active Items ety

ANA g
@ ocilda

(3 List of items carried % Attack with a wrench
@ Name

;ch u/’

(3 Healtn

@ Weapon status

Attack with a sword
(@ Description of highlighted item

Attack with magie
Item Menu Operations

Use [tem/Equip ltem/Discard ltem, ete. ABAGK WEh & noral gun - 4
Setect an item from the list of items carried and press the @ button to display a

menu of the things you can do with that item.

Meove Item

" Attack with a grenade gun 4 (g
Select an item from the list of items carried and press the @ button to move that item !

to a different location ot set it as the active item, Hold with the @ button to hold only
gome of several items.

Attack with the Ride Pod

Change Displayed Character

. PDress the WER button /W button or WER button /B button to change the 9
A character displayed.

’ ’i ~ Weapons (see page 12)

.
4 Select an equipped weapon ot a carvied weapon and press the @ button to display a
x mence of chot regarding weapons. 2 4 3

45y

“Attack with a beam gun




/As the story advances; thezé are mote things you can do as the
. Dungeon Pates increase.,

. Rideped
Chis is a vehicle that Maximiliar uses. Jts apeed is alow,

and defense power. You can customize the pod in different
making inventions.

ways by getting parts or

Monster Transform

/Monica can transform into a monster.

. Transfowming into a monster gives her
‘ \ that monster’s spectal abilities and
% also lets her communicate with

7

Ouzr hetoes witl bing some of the
people they meet along on the
adventute as support characters.
Support characters cannot be
 controlled divectly or participate
\ o combat, but they do help with
\ vatious abilities.

—

| Boss Battles
J Some ploors in dungeons
v hage bosses you must fisht.
Bosses have high attack and defense
" values. Ty to find their weaknesses
4 and use effective attacks against them.

but it has superior attack

Ty to get more items in the dungeons and shops,
*

Thete ave many types of

ttems in addition to the ones shown below.

i 3
0t invent new ones. 4 ’

Recovery items

Attack items

health when eaten. when thrown

e
Bread <I-Q L Restores a little Bomb @ Causes great damage
. &

llellow Banana < P llushy banana that
L restores health

Antidote Drink 4

Tasty Water <

P Cleanses poison
from the body.

Equipment items
Camera Device that lets
Yyou take photos.
Fishing Pole @ Equip to fish.

Repair items

Repair Powder .[ é L Restores WHP
of weapon.
Gun Repair < é
Powder
[} x
Armband < @

Repair Powder

at an opponent.

Poison Apple Poison Apple.
Poisons the enemy i

when thrown.

but creates thirst!

Material items ,
Rolling Log <’- L Log cut from only 2 ¥
the strongest tree, 3

Raw Glass 4 @ b Ingredient
Material

for glass.

Hunk of Copper 4 @ b A Iump of

pure copper.

Paint l@j Can be used to

paint Georama parts.

P From a deep
mountain stream.
Simply mouth
watering,

Choose bait wisely.

Defense items

P Restores WHP of

projectile weapons.

Antidote Amulet Prevents enemy
poison attacks.
Prevents enemy
gooey attacks

Lventually breaks.
Goo Amulet @
but breaks after

F Restores WHP of a while. : p
armlet weapons. /




WEAPONS
Weapon Status

On the Jtem menss, gelect a
weapon and pick [ Status] to

display its abilities:
Flame « 0iChill 10
L'-;ntning‘,') Exorcism 10
i ) special Apility / Smash ~=0|Cyclone Swan"
Beast 0iScale | Soheda club, Good for
[ Beaste 0o ;
® WHP (Weapon Hit Points) Synthesis Point il medium range.
(3) ABS (Absorption value) T

@ weapon Name
(B) Avilities
® Syntnesis Points

WHP
Chis is the durability of the weapon- 94 the WHP becomes O, the weapon’s

attack stuength is O wntil it 19 repaired.

Name of the Weapon

This is the name of the weapon-

T he number after the name i8 it Level.

ABS
T his i the magic power absorption value. Chis is increased by Getting the

blue magic dwops that appear after defeating an enemy: A4 the ABS gauge
extends to the night side of the gauge: the weapon Goes 4p 4 Level.

Synthesis Points
Points acquized by leveling up weapons with ABS,

y attacks and
stoned wntil 4O

wMighty Heal"

items can cal

« uge the cornesponding recoveny (e ;

Restore ¥ ith
prink"

Your nealth Arops .

o little at a time: waptidote

4%

e at Y
o o 1) $ Wi h
Yo\i cannob move 1 Re‘swé ! wit]
fo;' 1onger than ¥4 ’!“Viedusa‘s Teals
whnen wtoppeds" ¥
Restore with

4 wgoap:"
Your movement is

slowed for a time: L

Restore with
o

eat.
wpasty W ater"

You cannot
g o |

Restore Wity

i st “i;\‘;‘:;:‘;fépms “If,oly' waters .
ot equipmen‘t?: : ;
‘) ! 5 ‘
s g ??i?f;ﬁi:fﬁh

'mcreased.

geémre' with

annot move & 4 W
nieart Throb Cheryye

You ¢
fora fime.

regtores everytning:



gscape from

3 nee to move :
Sven during combat, o 4% f : ] ;‘
v However, {o4* movement gpeed slows Alaqm Md you are

enemy attacks: : a
e chests o pick up items- j

wmwopmamsu'! RS
Anger Counter B

¢ unts down eac

hat enemy 40¢€

h time YO hit an enemy:

N 'ﬂ
o into “anger mode.” 7%

The

7 pffects

. Obstacles and height

J diffperences in the
dungeon Ay rnvmt
attacks from hitting ot

educe theit attack

Dgtnength. Think

canefully about the
position of the character
RS qgwnnolanquwtwl
the mo;t e.ﬁﬁwtlw( astack technique:

T
s

Specidl Abilities

Chese are icons ot the sp!

Increases the gold
dropped Y enemies.
Does not appeal
together with
wpoverty."

Wealth

Slows decrease
in WEP.

Does not appear
together with
wyragile."

Durable

Decreases the gold
dropped BY enemies.
Does not appeaT
together with
wyealth."

Ppoverty

Accelerates
gecrease in WHP.
Does not appeal
together with
whurable."

Fragile

Poison Poisons the enemy.

Restores your own
health by & portion
of the damage
inflicted on the enemye
Does not appeal
together with "Heal."

Absorb

ecial abilities of the weapon.

Paralyzes the enemy
for a time.

Stop

Increases your attack
strength but you receive
damage from each attack.
Does not appear togetner

with wCriticald

Dark

Steal Steals items carried

by enemies.

Increases the Abs

ABS Up
dropped bY the enemy.



Level Up
.;. “Defeat enemies and collect the ABS to
;/ % taise the level of your weapon. TOhen a

weapon goes up a level, its attack goes up

: s%hth and the synthesis points are
increased.

¢

\ Spectrumize
\ - Spectrumize.is a method of
\ converting items into Synth
\ Spheres. Any item can be
\  spectrumized, including weapons.
\ However, be aware that if you
\ spectrumize a level 4 or lower
‘\.\ weapon, it becomes an unstable
\ Synth Sphere that barely
\ increases the abilities of a
\ weapon even if synthesized.

3 ’w"“'v;»-— B
Lock-On (@ button)
Poress the @ button to lock onto a
nearby enemif. Onee locked on, the
character you are controlling slows
down and is automatically pointed so
that it faces the enemy it 18 locked
onto. This is efpective when attacking
nemies and when you want to
. improve the accuracy of the aim of, left-
hand attacks and active teem attacks.

quick e

o change the target of & lock-on, press the
) @ button while locked on- o release a lock-
on, press the @ button while moving in the

direction away from the locked-on enemifs

Pursuit Attacks (When enemy is down)
(forward + @ button)
button while approaching a downed

2§ you press the @
you can launch a pursuit attack.

enemyf,

Back Flip (While locked on)
(backward + @ button)
locked-on enemy while

ZOhile locked on, if you move away from the
backwards while

pressing the @ button you can move

back flipping. You do not reciive enemy attacks while

back flipping.

Active Item (@ button)
Press the ® button to use the curently

gelected active item. Recovery items will be
sohile attack items will be

wused on yoursel,
thrown forward.

i
3
|
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Combat Moves

I combat, various attacks and actions can be done with the controls.

Combo Adtacks (6 button repeatedly)

Press the @ button multiple times to > * WA

wnleash combo attacks with the tight . ? ROSS y ; i
hand weapon. Combo attacks are i i : LN e o
effective against Hloating enemies and : e
Guick enemies. Also, discover new
combo attacks by moving the left stick
in difperent directions while

| ;
: \ Synthesize
Synthesize is a method of upgrading
weapons by merging Synth Spheres ;-Q;Lth P
the weapon. Then an item is : i
spectrumized, its effects on a weapon's . }
abilities appear in blue. The number of :
\ times a weapon can be synthesized are

attacking.

Charge Attacks (Hold down @
det,

‘ button and release) etevmined by the amount of
i A you hold down the @ button and then
t release it, this becomes a charge attack. A
:

synthesis points. Weapons whose
\ synthesis points have d'zo;;ped too
\\ can no longer be synthesized with
Synth Sphetes.

erful than an ordinany attack
area. They are effective when attacking
[l as when you are

chatge attack is more pow
and also attacks a larger
glow-moving enemies with high HP values as we

surrounded by a number of enemies.

/ Build Up
Build Up is a method of upgrading
weapons by rebuilding the current weapon

into a new weapon.

. Guard (umm button)
Vou can guard against enemy attac
button. You cannot attack while guarding.

ks by holding down the

On the Dtem menu, select a weapon am; pick
[Build Up] to display the new weapons that
can be built. /Move the cursor to a new weapon 3

Lfndlcated by [272] and the remaining abilities
vequired will be displayed in red. Once the 4
abilities of the weapon are sufficiently achieved $ girAh
Level Up and Spectrumize ) Synthesize, all of V sV
the abilities will be displayed in white and the Buld , 3

Pick Up (While guarding) (@ button)
2§ you press the @ button while guarding, you car
an enemy ot othet items that might be in front of you- 4 you

;
|
E press the @ button again you can throw the object.

pwk up

| T il b sicccessful.




Invention Systet
have the W |{ou

Once you eas, which can then be used %0
eas, :
te new
take to cred
t items- ¢ S
invent new e

Set the camera 42

point the cam

scueen,

;)uss ‘DW%" ;
stich t0 K T i boch dhe Fald and he

can use the cameta

wse the left analos

wsd the pictures You

ﬁ’ke ipiotures

@ button to
as the active ttem and prces tMon the Tiew
Lay the View scree log
era and display 1k to atm and the tight an4
st
he ® button to take 4 Pt

v

| Organize your

| Pouess the @ button on ¢ e pleture \
\

{

\

puess the @ button 0
}cupt WL elect
board at the left ""{‘"‘ ” " m acquired you car 3

2 um“(to

h \
gdwt a photo o \
plctutres ok have taken.

| dsplay a mens O
¥ rlc‘“'u to move ‘w"'

éoatdtof“"‘(mm ’5
canscusﬂ"“’wt“
¥

the album. '\

¥ ey

Dungeon Controls

Zhe controls used on in the D,

ungeons are given below.

For details of combat, see pages 22-23.

NER button

button

L3 button
(press left analog stick)

START button
SELECT button
Left analog stick
Right analog stick
KXW button

button

R3 button
(press right analog stick)

Directional button

& button

button + @ button
®© button

® button

@ button

DUALgHOCK®2 ANALOG CONTROLLER CONFIGURATIONS

Max: aim Projectile Weapon
Honica: charge Projectile Weapon

Reset camera position

Change character (Maximilian / Monica)

Pause

Switch the map display method
love character

liove camera

Guard

Switch between first berson view and third Person view

Change character Maximilian / Ridepod or
lonica / Monster Transformation

Select active item

Attack with hand weapon

Attack with projectile weapon

Reset camera position/lock=-on

lain menu (see P. 9)

Use active item




What to expect...
The following things ave found in the dungeons.

Enemies

These are monsters and
other enemies who move
around the dungeon.

Treasure Chests
These ate treasure chests containing items. Press
the @ button near the chest to get the items inside.

Some chests are booby trapped ot locked.

L

'r:‘:‘-_, A-\-ed |tem
ate an ||"|V¢|"‘ g to.
g:; [/Mabe] oo bt SHAHT D b0

H i inven
the Invention "":‘:"d. : :,‘Muul. a‘;)uh sufpicient
Springs  dusplay the maset
Chese springs vestore yout health, Snser the

seck [Ves] to create the Leem:
select [Yes] <t

) \! e w,ulud.

Spting to vestore yourself to full health.

b 3

e

e i
il “Beooy” st BRI

s o

drawn on them. The coin begins to spin when
You come close; something good will happen if
the angel comes wup, but something bad will
happen if the devil comes up.

#CD) Angel and Devil Ceins
u There ate coins with an angel and a devil
9

Geostone (see page 28)
These stones are needed to create

buildings in the Georama Pazt.




Dunceoys

Dungeons Screen
cteens like the ord
in the dungeons,

Exploring dungeons

In the Dungeons, you can advance through randomly
generated dungeons while fighting enemies and picking up
items and the like. A single dungeon consists of a
number of floors. Once you have cleared the first floot,
you can then advance to the next floor.

belons will appear

4

Floor Select Screen
Active item Use the directional buttons to select the floor you

Health want to explore and press the @ button to display the

\ name of the floor, the current number of medals and
' conditions for obtaining them. Floors that have been =
Ly

Weapon status

R t
A0 Sonntex cleared once can be freely selected any number of times.
Map display
Enemy HP Explore the Dungeen

Dungeons hold various things including enemies

and treasuze chests. /Nove ahead while watching

SECKSESECSRCRS)

Lock=-on gauge

\ the map display.

Combat with
Enemies

Combat with enemies is performed in real-time.

\ Upon defeating enemies, you may get Gilda, items
| and the magic power (ABS) required to raise the
\ level of weapons.

tﬂe nateof tbmm (see page 1 2)
M . Yo« a Clttmd.l fq«z -
GP d‘splw .. B }’Ped M[tl| \»

Te the Next Floor

| Zo advance to the next floor, you must et the
Gate Key, the item that is the key to the exit.

| On each floor thete will always be an enemy who
| will drop a Gate Key when defeated. Go ahead
| and advance while defeating enemies.

o ( Ee p V
; ': - YC“""'"'Izgfcdzfg
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