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CONTROLLER FUNCTIONS

¢ #Control Pad
Maoves your character (and your allies) on the screen
| and moves the cursor B in any of the windows

—Y}eo A Button
[ Brings up the Command Window on the screen
[ s Pe) if it 15 not visible already. Enters your
== selections when the Command Window and
. other windows are up on the screen. Also
IQ when W is flashing in the Text Window,
o e | ! pressing the A Burton displays an additional

— message.
& B Button
Cancels selections and/or lets you go
back to previous window/screen,

*» START Button skips the Opening Scene.
« SELECT Button is not used.

STARTING THE GAME

Insert your Dragon Warrior Il Game Pak into your NES as described in your
NES control deck manual. Tum the POWER on. After the company logo is
displayed, the Title Screen (picture 1) will appear. It will change to the
Opening Scene (picture 2) automatically. Press the START Button or the A
Button to bring up the Option Screen (picture 3). When you play the game
for the first time, only the BEGIN A NEW QUEST command will appear.

Picture 3

Picture 1 Picture 2

COMMANDS IN THE OPTION SCREEN

CONTINUE A QUEST

Lets you continue a saved quest on the Adventure Log.

BEGIN A NEW QUEST

Lets you start a new Adventure Log. Up to three Adventure Logs at a time
may be stored in the Game Pak. (This command appears only when at least
one blank Adventure Log exsts.)

Brought to you by: DRAGON'’S DEN

COPY A QUEST

Lets you copy an existing Adventure Log to a blank Adventure Log.

ERASE A QUEST

Lets you erase an existing Adventure Log you no longer need.
(CAUTION: Once you have erased an Adventure Log, you cannot retrieve it.

Be certain you want to erase it.)

CHANGE MESSAGE SPEED

Lets you change the text display speed during play.

Important—SAVING THE GAME—Important

You can save your game by visiting any one of the Kings and/or other

characters who have access to the Imperial Scrolls of Honor. When you wish to
rest from the game after saving, remember to hold the RESET Button in while
turning off the POWER. Otherwise, you may damage the valuable saved
information of your game.

BEGINING YOUR QUEST

Select BEGIN A NEW QUEST and press the A Button. The
available Adventure Logs will appear. Select one. The
window to register the name of your character (who

will be the leader of your party) will appear (picture

4). Select letters with the # Control Pad and enter them

by pressing the A Button, one at a time. If you make a
mistake, use BACK to write over a letter.

Picture 4

You can enter up to 8 letters and/or marks, including a blank space which is
located below the capital V, but only the first 4 will be displayed during
play. When you are finished entering the name, select END and press the A
Button. Then enter the sex of your character and the message speed. Your
quest will begin momentarily. (Pressing the B Button at any time will let you
re-start the BEGIN A NEW QUEST procedure.)

You are the young Hero of Aliahan. The character
sleeping in the bed 1s YOU. Your mother says you have
to see the King of Aliahan today. Follow her and she will
show you the path leading to the castle of Aliahan.
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Go to See the King

Go straight ahead and enter the castle. Take the stairs

in front of you to get to the second floor. Approach the
King and listen to what he has to say. "Thy enemy shall
be the Archfiend Baramos," says the King. Trusting you
to succeed, he will give you 50 pieces of Gold.

The King has been
waiting for you.

Recruit Your Allies

The King and his counselor say maveling alone will be too dangerous,
You need to organize an expedition party.

At Luisa's Place, the eatery located in the northwest
comer of the castle town of Aliahan, you can recrust up

to three allies to help you in your quest. Walk up to the
counter in the back, face Luisa (the woman behind the
counter) and press the A Button. The Command
Window will come up. Select TALK and press the A
Button to talk to her (picture 5). When asked what you
want, select ADID MEMBER. She will record the current
conditions in the Imperial Scrolls of Honor and show

the list of available characters. A customer in the eatery
recommends you recruit a Soldier, a Pilgrim, and a

Wizard.

Initially three ready-made characters are available, but
you can register characters of your own creation. To do
50, go upstairs to the Adventurer's Hall of Registration.
You can register up to 11 characters. You will probably
enjoy your quest even more with your favorite allies.

If you want to register characters of vour own creation, go to the counter on
the second floor of the eatery and select TALK. When the window to register 2
name appears, enter a name. After selecting the class and sex of the character,
press the A Button to see his/her pertinent information. If you like what you
see, answer YES. Otherwise answer NO. Repeat the process for additonal
characters, After you are done, go downstairs to Luisa. Your newly registered
characters should appear on the list and you can add them to your party.
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CLASS DESCRIPTION

The hero of Diagon
Warnor 111, you, can use
weapons and armor well
to fight encimies fiercely
You also have the ability
o cast spells. Some of
the spells which vou
leam wall be exclusive

Flghtef A master of martial arts,

the Fighter pomesses
lean, strong body and
excellent AGILITY, As
the level increses,
his/her chance of
delivering
hot* grows. Beng a
aster of martial arts,
he/she can best fighe
bare-handed. When

a "tremendous

o you

equipped with ardinary
weapons, his/her Attack
Power may decrease:

A fighting professonal.
The Soldier can be
equipped with most
wieapons and armor, and

Merchant

A Merchant s skillful at
finding the most Gold
snce his/her growth pieces. He/she abso
rate w high, he/she wall
become quite powerful
quickly. He/she i not
oo agile, though, and
cannot cast any spell

possesses the exclusive
ability to appratse items.
To use his/her appraisal
ability, first select ITEM,
then the Merchant's
namme, the item to be
apprased, and finally
APPRAISE

Without exaggerinon, a
useless hving-beng o
take along in your quest.
The only redeerming
quality, it any, s that
his/her irmesponsible

and unpredicuible
actions and remarks may
muake you laugh, As Goot-
off's level increases,
hissher uselesmes will
become more and more
apparent. His/her LUCK
= tremendous, however,

With the abibity to cast
mainly healing and
indirect attack spells, a
Pilgrim can back your
party up greaty i
battles. He/she also has
== relatively good
STRENGTH and can be
equipped with many
weapons and armor. At
higher levels, he/she
will learmn powerful
artack spells oo

A specialist of attack
spells. Even at lower
levels, the Wizard can
use very effective attack
spell. However, he/she
lacks STRENGTH and
his/her Amack Power

A super charice, the Sage
can learn all the

spells of a Pilgrim and a
Wizard, He/she cannot
anly fight well, but can
be equipped with many
weapons and anmor, No
charactier can start as a
Sage, however. The only
wary 1o bevome a Sage s o
gan enough Experience
Points and have 4
necessary cliss change.

| and Defense Power are
low compared to those of
characters n the other
classes. The Wizard can
be equipped with a
limited mumber of

weapons and armaor,
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Talk to Everyone Vault (Located only in Aliahan)

People in the castle and the town may provide valuable information. You The vault is located near the entrance to Luisa's Place. You can leave a
speak with someone by facing them, selecting TALK in the Command Window minimum of 1000 pieces of Gold and belongings there for safekeeping. Use the
and pressing the A Button. TALK to everyone in the castle town and in the # Control Pad to set the amount. You can store your Gold there for free, but to
castle of Aliahan. Can you find out what your immediate task is? It has store your belongings will cost you
something to do with locked doors. . .
3 Increases the number
Embark on Your Quest -
Outside lurk many enemies. Fighting and defeating them in battles is the way Movesito the left 4 » Moves to thengnt
you gain Gold pieces and Experience Points. When a character's HP (Hit Points) |

v
fall to zero, he/she dies. To restore HP, stay at an inn. Both HP and MP (Magic Decreases the number
Power) of your characters will be restored to the maximum levels.

STORES AND OTHER FACILITIES ENDING A SESSION PROPERLY

You will find item stores, weapon stores, House of Healings, and inns in many Your quest in Dragon Warrior I will be a long and hard one. You, along with

towns, villages, and some unexpected places. Be sure to check every item store vour characters, must rest occasionally. When you wish to take a rest, be sure

and weapon store to see available merchandise. to save the game by seeing one of the Kings and/or other characters who have

@ Item Stores access to the Impenal Scrolls of | Innur.. l-'.\'c.n .II-\.'U].I.‘ITL' c.nnt.nminl_: your quest,
we recommend you save the game penodically so you have the option of going

They sell Medical Herbs and other items. You may also sell unneeded back to the last saved point.

belongings here. When two or more of you enter a store, you will be asked to

designate who is buying or selling the items. The total number of your Gold How to Save

pieces will be displayed at the upper nght section of the screen.

ﬁ Weapon Stores

They sell different kinds of weapons and armor, TALK to the owner across the

Stand next to the King. Select TALK. The King will tell
you how many Experience Pomnts each of you needs to
go to the next level. Have your progress recorded in the
Imperial Scrolls of Honor. When asked if you wish to

counter. He will show you what is for sale. Select what you want to buy. If you continue your journey, answer NO to end the session.

do not see .'my’r.'hing you want, press the B Button to cancel.

' IMPORTANT: How to Turn off the POWER Properly

. . 3 w1y x Ky J » 1 i) 3 g
By staying at an inn you and your allies can regain the maximum HP and MP, After the King's message is displayed, the screen
The cost of staying, quoted by the innkeeper, covers your entire party. Inns changes to the Ending |“““__“'U““: F”"‘-“““S-:_ fh"_
are open 24 hours a day to accommodate you at any tme. ? Instruction, tum the POWER off while holding in the

RESET Button on your NES. If you don't hold in the
. House of Healings RESET Button while tuming off the POWER,, you may

damage vour valuable saved information and wall not be

House of Healings perform services for members in your party who have been g able to continue from the point you saved!
poisoned, cursed, or deceased - The services available are DETOXICATE., To contnue at a later ame, select CONTINUE A QUEST n the Opuon Screen,
UNCURSE, and REVIVE. You must pay the proper fee for each service. then your Adventure Log,

8 9
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THE TWO WINDOWS

The two windows you see often, besides the Text Window are the Command
Window and the Status Window (see picture 6).

W

The Command Window
Displays available commands. To learmn how to use these
conmumands, see the section entitled COMMANDS IN THE
WALKABOUT MODE.

The Status Window >
Displays information about you and your allies. H and M stand
for Hit Points and Magic Power, respectively. The numbers in
the bottom row show the characters' Levels. Beside each

Level number is the class of the character.

HoEGB H oIl M

Picture 6

Pay Attention to the Color of Windows

White: The normal — Green: Someone is  Orange:  Someone  Blue: It is might.

color. seriously myjured. is deceased.

What Are DE, PO, NM, SL, and CF?

When one of these appears where the Level number is usually displayed, it

means the character is not in a normal state due to enemies' spells, poison,

or other factors.

DE The character is deceased .

Suggested Remedy: Take him/her o any House of 1 lealing and ask for the service,
REVIVE, If any of your party knows a spell to revive a deceased chamcter, use it.

PO The character is poisoned.

Suggested Remedy: Unless treated the character wall remain poisoned, and for
each step taken he/she will lose Hit Points, Use Antidote Herb on the character.
Your allies nay leam a spell wath an antdotal effect.

NM The character's entire body is numb and immobile.
Suggested Remedy: The effect goes away very gradually but to end the numbness
quickly, use Full Moon Herb on the character. Your allies nay leam a spell which
expels numbnes.

SL The character is put to sleep.

Suggested Remedy: Defeat the enemies in the curment battle completely or break
away successfully. Your allies may learm a special spell which wakes up the
affected chamcter.

CF The character is confused and disoriented.

Suggested Remedy: Defeat the enemies i the current battle completely or break
away successfully.

10
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COMMANDS IN THE WALKABOUT MODE

Bring Up the Command Window
By pressing the A Button while you are in the walkabout mode, you can bring
up the Command Window.

Select and Enter Commands

Select commands by using the # Control Pad and enter these commands by
pressing the A Button.

Close the Command Window

T'o close the Command Window, press the B Button.

TALK

Use this command to talk with the people you will
meet. (You should speak with everyone to gather
necessary information.) To talk with someone, you
must be standing next to the person. Turn to the

[\L'T\nll .111L| }"I'L"\\ []IL‘ ,‘\ Iiuunn (see p't\'mr'u ?].

Picture 7

By speaking
[|1|l.'ll}_',il bars, you
can talk with a
person in jail

At a4 store or an
inn, you can speak

across the

counter

STATUS

Let’s you do three things: see the current INFO (for more about this, see page
13) of each character, see the current CONDITION of each character, and
change the FORMATION (a ine-up order of your party).

SEARCH

Let’s you search the ground where you are standing. Also lets you retrieve the
contents of a treasure chest, If you find a treasure chest, place your character
over the treasure chest and select SEARCH. Each character can carry up to
eight items only. If vour character is already carrying eight items, the treasure
will be given to the next character in the formation. If all of the characters are
carrying eight items, you have two choices: DISCARD an item and take the

treasure or give up the treasure.

WARNING: Once given up, the treasure will not be
retrievable from the same treasure chest.

11
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SPELL

Use this command to chant magic spells. You and Pilgrim, Wizards, and Sages
will learn many magic spells. (See the list of magic spells on the Dragon
Warrior [11 Map Poster for details.)

ITEM

This command allows you to see the items each character is carrying. To USE,
TRANSFER, or DISCARD a certain item, specify the name of the character
holding the item, select the item and what you wish to do with it. (For
Merchants only, APPRAISE is also available.)

To open a door, you must turn toward it
and USE a key . (Not all doors open with
the same key.)

EQUIP

During your journey you will acquire various kinds of equipment including
weapons, armor, and shields. You must use EQUIP in order to make these items
useful to you. Specify the character. The windows for Weapon, Armor, Shield,
and Helmet will be displayed in this order. Select one in each category. Note
some characters cannot be equipped with certain items. (See the list of items

on the reverse side of the Dragon Warrior 11l Map Poster.) When an item is
equipped, the E mark will appear beside it.

—

Note: If there are more selections than can be displayed i one window, you will
see the »mark near the upper left corner of the window. Move » to »
and keep pressing the A Button until you reach the window you want.

Know Your Characters
Entering the following Command
Sequence will display the
information about a character:
STATUS
v
(Name)
v
INFO

12
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CHARACTER ATTRIBUTES (INFO)

LEVEL

he level of the character. By defeating enemies, some Experience Points will be
gained and the character's level mcreases
As the level increases, the character’s maxmmum HP and MP imcrease, and depending
on the class of the character, he/she wall learn different magic spells

HP (Hit Points)

The character's Hit Points decrease when enenies inflict damage. Walking while

poisoned or through damage inflicting terrain, such as barmer and poisonous swamp,

will also decrease Hit Points. The character s defeated when his/her Hit Points fall 1o zero.
MP (Magic Power)

This 1 the power to chant spells. Each time a spell 15 chanted, MP decreases.

G (Gold)

I'he toral number of Gold preces you and your allies possess

STRENGTH

his is the character's power. More STRENGTH means more Attack Power.
AGILITY

I'his 15 the quickness of the character. It affects the order of acnion taken in barttles
VITALITY

This is the character's capacity to grow. This affects the way MAX HP increase

IQ

This affects the way MAX MP increase and how fast the character learns new magic
spells.

I'his derermines how lucky the character gets when faced wath dar
with higher LUCK has a better chance of RUNDimg away from an
magic spells

MAX HP (Maximum Hit Points)

r. The character
vating enemies'

T'he highest number of Hit Pomnts atcainable by the chamcter ar is/her carrent level
By staying at an inn, all characters will regain therr Maximum Hit Points.

MAX MP (Maximum Magic Power)

Like MAX HP, the maximum magic power will be regained by staying at an inn
ATTACK POWER

Fhis indicates how much damage the characrer can nflict upon enemies with each

ittack. This figure 15 equal to the sum of the character's STRENGTH and equipped
weapon's attack power

DEFENSE POWER

T'his indicates how well the chamcter can minmmze the damage inflicted by enemies
This figure 15 equal to the sum of a half of the character’s AGLILITY and the tol
defense power of equipped armor, shield, and helmet

Experience Points (EXP)

As a character defeats enenmies; a certain number of Expenence Pomts will be gained
When a character accumulates enough Expenience Points, he/she will be promoted to
the next level. The number guned depends on two factors: how strong the defeated
enernies are and how many of you it took to defeat them. For example, ifa single
character encounters enemics and defeats them, he/she will gain a greater number of
Expenience Points than he/she would with the aid of allies.

13
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EXAMPLE: TRANSFER AND EQUIP

Suppose you purchased a Magic Knife and would like to give the Copper Sword
to the Soldier. You can do this in the following manner:

TRANSEFER the Copper Sword to the Soldier

Select ITEM in the Command Window and press ’ ‘
the A Button. The window containing names will -
appear. Select your name and press the A Button.
You can now select the item you wish to
TRANSFER (picture 8). Select Copper Sword in the
list and press the A Button.

Picture 8

When the window wath the commands USE,
TRANSFER, and DISCARD appears, select TRAT
and press the A Button. The window with

member names will appear. Select the Soldier's name
(picture 9) and press the A Button. The Soldier now
has the Copper Sword,

EQUIP the Soldier with the Copper Sword

Select EQUIP in the Command Window and press the A Button. When names
are dlipi.i}'ud, select the Soldier's name (picture 10). Move the P 1o ( .opper

Sword with the # Control Pad and press the A Button (picture 11). Note : E mark
is now beside Copper Sword. The E mark points to the item that is currently
equipped. Now the Soldier is armed with the Copper Sword. You can cycle
forward through all equipment windows by pressing the A Button and

backward by pressing the B Button.

Picture 10 Picture 11

14
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COMMANDS IN THE FIGHTING MODE

l'o reach higher levels, you and your allies must

fight many different enemies and gain

Jur S -

Experience Points by defeating them. When you [y oy g o
come across an enemy or 4 band of enemies, -
you will automatically enter the Fighting Mode.

Picture 12
As soon as you enter the mode, the number and
kinds of enemies are shown and the Fighting
Command Window appears. Decide what you
and your allies should do and specify
.'IPI‘T(‘J}\I'I,[['L' actions ll'ﬂl'l!_: ‘hk‘ Il}“l“\-'“]:-.',

commands.

Picture 13
FIGHT

This command will let you attack your enemies with the equipped weapon

(bare-handed when not equipped with anything). Specify which enemy or

group of enemies you intend to attack.

RUN

Select this command and vou and your allies will try to RUN away from the
enemies. Watch HP (Hit Points) in the Status Window and if you feel Hit Points
are dangerously low, try to RUN away. Keep in mind, though, enemies may
block your path so that you won't be able to escape.

PARRY

To keep fighting when Hit Points are low may hasten the character's complete
defeat. Using PARRY, you can let the character concentrate on defense so the
amount of damage inflicted by the enemies can be reduced by about one half,
Select this command and press the A Button. The list of magic spells available
to the character will appear. Select which spell to cast with the # Control Pad
and press the A Button.

If the character can use more magic spells than can be displayed in one
window, you will see the # mark near the upper left corner of the window.
Move » to ® and press the A Button (picture 12). The next window will be
displayed. Keep repeating until you reach the window you want.

If the magic spell to be cast is of the attack type, specify which group of
enemies to attack (picture 13).

15
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If the magic spell is of the defensive type, specify which member of your
party should be aftected. To do so, move P to » and press the A Button first to
display the members of your party and then select the name

Note: Some spells do not require you to designate intended targets

ITEM

One example of this command is the use of a Medical Herb to restore Hit Points
during a battle. Another example is to cast the spell effect of certain weapons

and items. For instance, Thor's Sword has an effect identical to the Firevolt

spell when USEd during a battle. Like the SPELL command, you may need to
specify who these items will be used on. During a battle, you may not transfer

or throw away items; however, you may change the weapon you fight with.

If you have entered a command which you wish to change, push the B Button.
Each tume you press the B Button, the previous window will appear.

When all actions to be taken are specified, a round of a battle begins. The
order of execution of the actions by partcipants 1n a battle dt‘pt‘[hi\ on

their Agility. The battle ends when one side is completely defeated. If a round
of a battle ends without one side completely defeated, the Fighting Command
Window will appear so that you may specify your choices of actions for the
next round

Note: If there are more selections than can be displayed in one window, vou
will see the » mark near the upper left corner of the window. Move p to »
and keep pressing the A Button until you reach the window you want.

16
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DAY AND NIGHT

m Warmor III, the passage of nme has a profound effect. For example, you may

find certain people only during the day and others only during the night, What peopl
: g ! Peol

say might change depending upon when you talk to them, too. It is recommended t

visit the same place duning the day as well as duning the night

Five Levels of Screen Brightness

Only while moving n the field, will tme pass. When you are in safe places such as castles

and towns or while yvou standing in field, nme will not pass

How Day and Night Differ

You Can't Visit a King
At most castles, guards will stop you from

entering it you visit at mght

Most Stores Close at Night
Most stores close at night; however,

some Stores are open at n t, and

you may find special items at these

stores. Inns and House of Healings are

24 hours a day

l‘l‘\'l!

Enemies Are More Active at Night
The chance of encountening enemies increases at night. Also enemies' party
formations are more complicated at night and some enemies appear only

after dark

Four Ways to Reverse Day and Night

Stay at an Inn

Stay at any inn and when you wake up, it will always be moming,

Chant Return

After you use the magic spell, Return, it will be morning

Use Lamp of Darkness

If you possess the Lamp of Darkness, use it. When you light the lamp, you can wm day
into night

Chant Day-Night

Chanung this magic spell will turn day into night and might into day.

3 i
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MORE ABOUT FIGHTING

1 Watch Out for Enemies' Special Attack

Some enemies have the special ability to inflict damage on you in addition to
their ordinary attack habits. Their Special Attack capabilities are listed below.
The magic spell, StopSpell, cannot block these Special Attacks.

Special Attack

Paison One member  Each step after the battle costs HP.
Numb One member Remains numb throughout the battle.
Sleep One member Put to sleep during the battle,

Toxic All members Each step after the battle costs HP.
Flaming All members Receives 10-50 damage pomnts.
Blizzard All meémbers  Receives 10-30 damage points,
Sweet All members  Put to sleep during the battle.
Scorching All members Remains numb throughout the batde.

Multiple Attack - Ome receives 2 attacks/2 members receive 1 attack each.
Cunous Dance Omne member Loses some MP.

Help A - The same kind of enemy may appear.

Help B - A different kind of enemy may appear.

2 Divide the Task

During the fight, divide the task of defeating the enemies. While the Hero, the
Soldier, and the Fighter are attacking the enemies, the Pilgrim should

concentrate on backing them up with healing and defensive magic spells. For
example, to heal the ally with low HP using Heal, Healmore, Healall, etc., cause a
group of enemies to flee with Expel, and increase allies' Agility with SpeedUp.
The Wizard who can use attack spells, which work on a group of enemies or all
enemies, should specialize in attacking a group of enemies. The Soldier and the
Fighter, who cannot use spells, should be assigned to attack an individual

enemy.

3 Protect the Weak or Injured Ally

After each battle, check to see who is injured most
If no remedy is available, move the weakest or most
injured further down in the line formation.

The closer one is to the front, the more damage

l]L'-‘ \!'H‘ \\'I]] recewve in a h.ll[ll’.
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4 Know the Agility of Your Allies and Enemies

A. Bad Example 1: Misjudging Enemies' Agility

© o

In each round, the order of turn taken by participants depends on their

Agility. You must assess the Agility of each participant. For example, even if
you intend to USE a Medical Herb on an injured ally, the quicker enemy may
attack the ally, defeating him/her before the Medical Herb is administered.

B. Bad Example 2: Misjudging Your Allies' Agility

Likewise, not assessing the Agility of your allies can result in inefficient
maneuvers. For example, you intend to use the Defence spell to lower enemies'
defense power. But the member with higher agility than the one who is to cast
the spell may attack the enemies without benefitting from the spell's effect.

5 Surround, Sleep, and StopSpell: The Three Basic Spells

Be an expert in using not only direct attack spells but also these three indirect
attack spells. These are learned near the beginning of the game and could be
used quite effectively. At the start of a battle, use these spells to deceive
(Surround) enemies, put them to sleep (Sleep), and block their spells
[S[U}TSPCH}.
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6 Cast Spells on Your Allies

A. Put the Member Who Is Confused To Sleep SECTION I I

A Guided Quest

[tinerary
J
Some enemies, such as Derangers, cast the Chaos spell which has a devastanng Ihe Castle Town ‘l[ Aliahan . . .22 PP The Shrine of “h‘"'l" : o 48
effect on vour party. Affected members become confused and disoriented and The Village of Reeve . . ... . . R The Tower of Gariina'. ... . .... .. 48
can attack your allies! Rather than allowing him/her to be a menace, put T o 2 | fthe C ;7 £ &5
: : The Cave on Promon 1pang and the Cave of hpang ... .. ..ol
him/her to sleep with the Sleep Spell. To designate the party member to be L g OOy 5 Jipan s
§ o : & the Tower of Najma . . .. ., 24 & ’ =
put to dw[\_ move P to®near the upper left corner of the enemy information . Village of Muo -1
-
window and press the A Button. The window whicl W ¢ names of your The Cave of Enticeme 3 - - ”
de d press the ( ¢ 1 ch shows the names of y The Cave ﬂlErmu.*nlun s ratets g 20 The Tower OF AR , . . -+ csvin s 52
party members will appear The Castle of R ] == +
he Castle of Romaly ...........27 " s of b =3
o T'he House of l’lr,m: R R kst
11X - . . I'he Village of Kanave ; 78 =
B. Transform into a Deceased Ally and Revive the Ally : T - Luzami . . . Copeenthass 54
The Village of Noaniels , . ........ 29 S g
t i The Navel of the E.1:ti1 s een e e O
T i . I o ovF Elhvs ) . = S
o 0 The H]Liti(ll\l]].l:_{:ﬂf Elves . . ., Rl The New Town LR 55
T'he Cave West of E\fn;ml('fs S | The Cistle Tavn/of Sanianac a5
-
- et of Shanpane .. .. ..... 3 o ‘ ] “cx =
The Tower of Sh nlpme Soavs 33 The Cave Southeast of Samunao . . . . 57
. +
= ; . The Townof Assaam . . .o vy . 34 T ki )
The spell, Transform, can transform the user into 0 - Ll 3 The PhantomShip. . .. .ovicr cannt 6l
- - ” - L]
.|||1\ member of [h_u party. One IJEH:E!.I[(' L‘\i'.ulu}]*l\- of The Castle Town -ll Isis SRR The Cave of Necrogond . . ... .. ... 60
this usage 1s transtorming mto the deceasec Yilgrim T *
v £ € e Bymamid oL sepd i sy Y p 3
who could cast the Revive spell. After the . . Liamland . . ... il . 69
transformation, use Revive to bring the Pilgrim back I'he Castle Town of Portoga . ... 39 The Castle of Baramos i
i s ¢ i T R
to life! However, transforming back to the original TheTawh oF Bt 19 ; , =
. il > Tantegel . . ... .. 67
self during the battle is not possible. . . A - i
The Cave East of Baharata, ... . ... 401 The Village of Kol 69
C. Get a Hllpph' of MP from Your ,-'\I]}' 1 The Shnne South of Portoga . .. ... . 4] T e e e -
/4 5 The Town of Hauksness . . . .. .. .. 70
: -
The Villaoe ofETe 3 ns _— 3
T'he Village of |ni:l1kt ...... e . T AT e T S e
-
he V * of Lance e S ol e = E2
The Village of L lm‘d R : The Town of Rimuldar ., . .. ... .. 72
-
The Castle of l‘.g_‘,llii"mr vy e The Cave Northwest of Tantegel . .. 72
+
TheField. .. ..... 3 45 2
h : 2 * L2l ? The Tower Westof Kol . . ........ 73
The spell, RobMagic, consumes no Magic Power. When the MP level of a certain Ihe Vill G 5 i >
3 3 e Village of >o0 .. e L) T- . -
character decreases, he/she can use RobMagic on another member of the party n . The Rainbow Bridge . . ..........7 3
- - - - +*
with high MP to get some of his/her MP., Of course, this spell can be used on TheShoals. . . ..o veennnnannan . 47 = 2 =
: £ ok 5 The Castle 0F Zoma.. . . <o venrsiane s 75
enemies with MP; however, it may not always work. Using it on allies always Ciberiad 17
- e . " ea ws e s s sieasnassea v L

works.
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Around the town of Aliahan, you will encounter only weak enemies like
Slimes and Black Ravens. Fight them and build up your levels to around 3
before you start exploring areas far from the castle town of Aliahan.

el

‘ - 4 e Power
Charge/person Available Facilities
The First Things to Do % Weaponm‘, l |

As your mother tells you, go see the King of JIANDISE [PR \/1)
Aliahan. "Thy enemy shall be the Archfiend Cypress Suck 5 +2

Baramos," says the King. After receiving 50 pieces of Club 0 +7

Gold from the King, go to Luisa's Place as the King's (Clwrﬂ S I?:: +:f

counselor advises. At Luisa's Place, recruit 3 allies, w:;}::ﬂ Clothies o [ The information you should be able to gather yourself by TALKing to people or
(Several ready-made characters are available at T T 150 +12 g e g

Luisa's Place, but you can register characters of your  Leather Shield 90 +4

own creation at the Adventurer's Hall of
Registration.) The recommended characters to recruit [[TER
are a Soldier, a Pilgrim, and a Wizard. If you have =~ Medi
difficulty doing any of the above, refer to Section 1.
The procedures are explained in more detail,

Buy Medical Herbs, Antidote Herbs, and a Wing of Wyvern

Before leaving the town to embark on your quest, buy some Medical
Herbs, Antidote Herbs, and at least one Wing of Wyvern at the item store. USE

Item Store

cal e

|

8 NA
Antdote Herb 10 NA
Wing of Wyvern 25 NA

n Store

Medical Herbs to restore some HP, Antidote Herbs to neutralize poison, and Magic Knife 200 +14

the Wing of Wyvern to quickly return to Aliahan. Thorn Whip 320 +18

Chain Sickle 550 +24

TB"( EV Traning Suit 80 +10

to eryone Leather Amor 150 +12

TALK to everyone in the Leather Shield T

town and in the castle. Even , Leather Helmet 80  +2
TALK to the prisoners kept ® Item

Store
ISE |PRICE

i cells located in the

Turban 16( +8

basement of the castle.
Where does this lead ? Who are these prisoners? . Medical Herb SLPIA
Antidote Herb 10 'NA
You should be able to gather all the necessary Fairy Water 20 NA

information to let you proceed smoothly in the game Wing of Wyvern 25 NA
by TALKing to everyone (including animals) you
encounter. Be sure to come back and open the locked
doors as soon as you get proper keys. You will be able
to gain more information and/or items.

Before going to the Tower of Najima, you may want to visit this village. Some
of the enemies around the village should give you a good challenge before you
will be ready for the Tower of Najima.

Where are the keys for

these doors? a5 23
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Wh'h Tiwes h'ér't:'{:llnrué b-m.k :
Cand B ut whi vou
have, Hmuﬁﬂn *kev
_—'\f‘f‘v

¥ Thers maMmWh‘!gftutMihﬂftﬁtw%x that
Conmects to the Towes of Najiona

This is the first cave you explore in Dragon Warrior 11, You should have

heard in Aliahan that the old man of this tower stole Bakor's key which
should open all doors with simple locks.

Two Ways to Enter the Tower of Najima

You can enter the Tower of Najima either through the cave on the
promontory near the castle town of Aliahan or through the cave in the forest
south of the village of Reeve.

Use the Inn

Strange as it may seem, there is an inn in the tower. Use the inn as often as
necessary to restore your HP? and MP. You can get there through a stairway on
the second floor.

4 The Cave
on Promontory

When you se¢ a

treasure chest, walk

over to it, bring up
the Command Screen
by pressing the A
Button, select
SEARCH, and press
the A Button. You
will open the

B2 treasure chest and

A The Cave
on Promontory

take whatever i1s
inside.

24
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Get Treasures '

To the Inn

4¥Y The Tower of Najima

5 Usetheng
onyvern

If you hatveaq_
Wing of \X\.nrn.

You can return to

any place you have
Thief's pl'?-\-'mu\l‘\ }'I.\llt.‘d.
After you find the
Thief's Key, jump off
the tower. Once
outside, USE the
Wing of Wyvern to
return to the castle
town of Aliahan. If
you don't have one,
you must walk into
the tower, find your
way out of che cave,
and walk all the
way back to the
castle town of

Aliahan.

key Door

e lower

‘- of Najima

Use the Key

Use the key to open all
Thief's Key Doors in the
castle of Aliahan and the
village of Reeve. TALK to
everyone behind them. You
will gain more information

ip3

and a very important item

The Tower :
of Naiima you w ill need to proc eed in
the game.
|
20
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) hey Say .. . (Aliaban)
* The Teauel Dot used 1o Le in the easlovnmoat poiot of Al on.
* You tam barak open the deal of the Tasnel Doop using the Mugi E,w
|* Theae is an obd mam who mokes Magic Balls in the willage of Reewre.

it, walk over to it and stand still. The scred
will start wiggling and black out eventually. Don't
panic. There is nothing wrong with your NES
Control Deck or the Game Pak. You are just being
transported to another Travel Door. When the
transport is complete, the image will return back and
settle down. Now you are at the Travel Door near
the castle of Romaly. Upon exiting the chamber,
you should head north.

!Ill;lgl‘

They ... (Reanve)
* There is admall fake oves the m%uaww#m viblage.

: . JT

If you have a Magic Ball and the levels of you and your allies are around 8,

go east of the village of Reeve and over the mountains. Don't forget to take with
you a lot of Medical Herbs and Antidote Herbs. Quite strong enemies are lurking
there! It is a good idea to keep at least one Wing of Wyvern so you can retreat

quickly.

MERCHAND
Chaim Sickle 550 +24

Iron Spear ™0 +28
Broad Sword 1500 +33
Stone Wall Leather Ammor 150 +12
Shell Armor o0 +16
Bronze Shield 180 +7
Item Store
MERCHANDISE v/
Iron Apron +22
Leather Helmet +2
Medical Herb NA
Antidate Herb 10 NA
J 1 Fairy Water 20 NA
2 Wing of Wyvemn 25 NA
Fit fall Full Moon Herb 30 NA

Break the Seal of the Travel Door Talk to the King

The cave leading to the Travel Door is sealed with a set of stone walls. USE

: ; . TALK to the King of Romaly. He will record (save) vy >ss in the
the Magic Ball in front of it. Watch the seal break and proceed. B Lie S p Dome i SE Bl R R A progreR to s

Impernial Scrolls of Honor and will ask you a favor. . . .

26 27
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battles. You may try your
luck there, but don't get
hooked! You have more
important things to do!

Passing through the Cave of Enticement may have been very rough. There
is 2 House of Healing in Romaly. It is located on the west side of the castle of

Romaly near the gate.
Yo ———
& Vi B gl e
e R
* The willege of Kamave és For 1o the norlh of Romaly.

1

By

P

4 _— TSNA—

«B MERCHANDISE | PRICE[ A/D
lron Spear 7500 +28

Broad Sword 1500 +33

Iron Claw T70 +30

Half Plate Armor 1100 +25

Fighting St 800 +23

v Eis Bronze Shield 180 +7

lron Shield 700 +12

@ Item Store

MERCHANDISE [PRICE | /

Iron Apron 700 +22
Medical Herb 8 NA
Antidote Herb 10 NA
Fairy Water 20 NA
Wing of Wyven 25 NA
Full Moon Herb 30 MNA
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' Yowd betef gaiw moré Expen
. Tocatdd'in the northivest

The old man by the pond in the village says the
item store once stocked the Poison Needle. But the
store owner no longer offers one for sale. Maybe it is
hidden in the store. Why don't you try sneaking into
his place while he is asleep?

Use the Vault Often

There is a vault in the castle town of Aliahan. You can leave Gold pieces
and items there for safe keeping.
Each member of your party can carry up to 8 items. It is important to
carry only the most important items because you must have room to

Is he hiding something?

accommodate new items you will find. Use the vault to keep items you don't
need at the moment but may want to use later.

It is wise to deposit most of your Gold pieces in the vault. If your party is
destroyed, the person who saved your progress last time will resurrect you,
but at a cost, half of the Gold pieces in your possession to be exact. By keeping
most of your Gold pieces in the vault, you can minimize your losses greatly. If
you use the Return spell to get back to the castle town of Aliahan, visiting the
vault is not much trouble; be prudent and use the vault often.

e R T P Vi = ]

§ -y : hey say .8 : *
'wmw{fay which way put 18 sl Lecause the willagurs wase some

rt PR A el NG N

Everyone seems to be

asleep. Is anyone awake? ANDISE ELA/D
Be sure to check the houses Wizard's Wand 1500 +15
at the south side of the Cloak of Evasion 2900 420
village well. Fairy Water 20 NA
Wing of Wyvemn 35 NA
Spider's Web 35 NA
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disguise yoursd

Use Indirect Attack Spells they.....

Enemies around Kanave and Noaniels are consi § : Al —
vou find around Aliahan. Rather than artacking them d v, ] brr 3 é; N Tiuy SaN ..
use some of the indirect attack spells, such as Sleep, Spegdtp, #ndSap * An d’m if, Arvne, loveol o himan mxz
L L " She took Dreawm Ruby and werd 1o him never To e,
L
Beware of Avenger Ravens e AP MO sepl . —eis

They are more dangerous than they look because they attack
‘The Cavé West 13/

twice in each tumn. The only recommended survival measure
) F . I

available at this stage of the game is to always maintain high HP

levels.

-
#

5&5 Item Store

MERCHANDISE | PRICE| A/D
Magic Robe 3000 +35
Wizard's Ring 2500 NA |
Invisibility Herb 300 NA
Wing of Wyvern 25 NA
Poion Moth Powder 500 NA
Spider's Web 35 NA Use the Heahng sprlng IHSIde

Healing Spring

The Healing Spring is located on the second basement level. Walk to the
center of the Spring. The HP and the MP will be restored to their maximum. Use

the spring as many times as necessary.

g

=

An elfin woman says the
Dream Ruby is lost
because of a man.

You can move an often-used item, such as the Thief's Key, to the top of
. your item list. TRANSFER to yourself the item above the one you want to
" move to the top. Repeat the process until the often used item comes to the top.
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Watch Out for Deadly Toadstools

They are especially dangerous because they can put you

to sleep during a battle. Once put to sleep, vou can only hope
you wake up before they completely defeat you. So try to
defeat them l.]lm'k]}'. I'he leeBolt \pc“ seems to work.

Retreat Quickly

The enemies in this cave are strong, If the situation becomes unfavorable,
try to retreat. By now, the Wizard should have leamed the Outside spell, and
the Hero the Return Spell. Retreat quickly and easily using the Outside (to get
out of the cave) and Return (to return to the place of your choice) spells.

Take the Dream Ruby to Anne's Mother

As soon as you find the Dream Ruby in the cave, take it to Anne's mother
in the Hidden Village of Elves. She will give you the Wake Up Powder in
gratitude. USE the powder in the village of Noaniels. People will start waking
up. TALK to the people. Some should tell you what to do next.
= R AR e T T\ R e
STy \/ oV They Say ... VI L }
* The Spider's Web wilf slow monslers devin. -
&

4 theae wus o et abaud the i Key in Asjoram.
A wmdﬁwamwwﬁfm- 4
Mo AN e AR AN

You can USE the following weapons during a battle to possibly

# inflict the same damage as the corresponding spell without
% consuming any MP.

WEAPON | USABLE CLASS | CORRESPOND TARGET
Wizard's Wand All Blaze One Enemy
Stat of Thunder All Firebane One Group of Enemies
Statt of Judgment Pr:Sg: Infernos One Group of Enemies
Sword of lllusion Women Chaos One Enemy
Orachi Sword Hr: Sr: Sg: Defence One Group of Enemies
Snowblast Sword Hr: Sr: Snowblast One Group of Enemies
Lightning Sword Hr:Sn Boom All Enemies
Thor's Sword Hr: Sr: Firevolt One Group of Enemies

S =
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A Thiet's key Door

Jump from the 6th Floor

Afrcr‘t)hc long climb in the tower, you tfound Kandar and his men on the
6th floor. But when you fell into his trap, they escaped. Returning to the 6th
floor, you find no sign of them and the treasures have disappered as well.
Where have they gone? The open wall to the north suggests they. . .

Give Kandar and His Men a Lesson

They are many times stronger than the enemies you have encountered.
Before confronting them, be sure to restore the maximum HP of every
member in your party. The recommended approach is to defeat each of
Kandar's men first while putting Kandar to sleep with the Sleep spell. The
IceBolt spell seems to work. You may be able to defeat Kandar's men in three
rounds or so. After they are gone, the four of you can give Kandar a good
workout. If he is not asleep, though, his attack can be devastating.
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the (io]dc:u (Irm\'n. insists you assume his position.
Jjust doesn't take "NO" for an answer. . . .
proudly say to your friends you finished Dragon
Warrior [l in record time by becoming the King of
Romaly and living happily ever after. . .

If You Want to Continue Your Quest. ..

If you don't want to indulge in the easy life of royalty but would like to
continue your quest, find the former King and make your request. But where
is he? His father (in the east tower) says his son likes having a good time. Is
he having a good time gambling at the Fight Ring?

You can

2448008804044

Barl.lr

Half Plate Armor 1100 425 Giant Shears P +48
Bronze Shield 180 +7 Cloak of Evasion 7 420
Iron Shield 700 +12 Turban ? +8
Iron Apron 7000 +22  Tron Mask o +l6
Designer Swimsuit 78000 +1 Staff of Force < | 1haY

ﬂ Weaon Store B Item Store A

Maglc Kuife 200 +14 Medical Hetb 7

VE Chinn Sickle 550 +24  Antdote Herb 7 NA
- < Iron Spear 750 428 Fairy Water 7 'NA
- Broad Sword 1500 433 Wingof Wyvern 7 NA
Battle Ase 2500 +40 FullMoonHetb 7 NA
Spider’s Web 7 NA
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Al’n oldiman in-the '\'ll!agpuf Nmmds—re»m}gd he ba@..heargi 3 Tumor .lbp;m the
Mat.gi. Key m A.~samn T'M.,l\ wevery mw'm ﬂa;ﬂm m pf'&garam wi@fn more.
.I.b(?llt thekey: (= _‘ —

NEQ'Oﬂéfe WePrice ~— H\‘“’"’F—‘

The weapon store in the northwest section of the town is of dubious nature.
It may have some wares you really want, but don't agree on the first price the
owner offers. Even after negotiating, the price he settles on may be too high!

Visit This Town During the Day and the Night
This town has two faces: one for the day and the other for the night. There is

at least one store which is only open at night. You may also see other people at
night.

T
* If you walk the mauniains
mumq. and the ofd wan there abou the Magic Key
A Counlay named Laid liss on the dessat tothe west.

C R

‘g

ﬂ Weapon Store

ISDﬂ -t-‘i]
Banle Axe 2500 +40
Giant Shears 3700 +48
Half Plate Armor 1100 425
Cloak of Evasion 29000 +20

Brmd Swoni

Full Plate Armor 2400 +32
fron Shield 700 +12

é' Woapon Store

me-,r TSRS

Medical Herb 8 NA
Antidote Herb 10 NA
Fairy Water 20 NA

Wingof Wyvern 25 NA
Full Moon Herb 30 NA
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e
the Mt(torl[t Annbmd is in the ¢ Nh llun isa pdth bv the \.
Try entering it on the west side of the gate. If you find the Meteorite A
select it from the list of items through the ITEM command and USE it to put it
on. The wearer's Agility is now doubled! Anyone can wear it, but probably
having the Pilgrim wear it will benefit your party most because he/she will be
able to cast indirect attack or defensive spells faster than before.

i F) L 0 2F |

4 ElF

Ve G D
'Intﬁ!nﬂlhm %WWW )
'Lnt.hg Pym«dt&m uu;&luwﬁmwmi‘_]
e

Da you want to sing along
with the children?
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You heard the Magic Key was hidden in the Pyramid. Doesn't the sealed
stone wall on the third floor look suspicious? Sorry, the Magic Ball doesn't
work on this one. There must be a way to open it.

' : .
Spells Don't Work in Some Sections
As someone in Isis said, there are sections in the Pyramid where spells
don't work. Be sure to always carry a sufficient number of herbs.

Make Many Trips
Besides the Magic Key, the
Pyramid contains many more
treasures, But be prepared for
strong monsters hiding in some
treasure chests, Don't expect to
retrieve all of the treasures in
one trip.

Open the Sealed Wall

Remember the song the
children in the caste of

Isis were singing. It contained a
clue to the mechanism of
opening the sealed wall,

L Invisible Pitfall F 1F

Stone Wall

3F 14

Button
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- ™ .

Magic Key
Doors

<3
What Is the Golden Claw?

There is a second basement under the
Pyramid. SEARCH the entire floor of the
first basement. You should find a hidden
stairway. SEARCH around a casket in the
second basement. There you will find the
Golden Claw. Take it and you will notice a
dramatic increase in your chance of
encountering enemies, This is a plus if you
want to build up levels quickly. What! You
don't want 1t7 Then sell it at an item store.
You will be richer by 11,250 Gold pieces!
However, it 1s awfully difficult to make it
to any store alive with the Golden Claw!

Go Back to the Castle of Isis

There are a few Magic Key Doors in the castle of Isis. Go there and open all
of them. The guards won't let you in? Try sneaking in at night when they've
left their post. If you succeed in seeing the Queen in her chamber, she will
give you an item which will enable you to restore some MP,

Gather More Information in Assaram

Visit Assaram again, perhaps at night, to gather
more information. Consult the leader of the dance
troop in the backstage of the theater. Try opening all
the doors you see with the Magic Key and TALK to
the people behind them.

See the dance troop
leader in the backstage.

ANV They Say . (Asdaam) ¥/ TV 2
* Inthe masndaing, there i o cave that Conmecthth the easldom Lands.
* Theas isa pasiage to the east, but Morudthe Diwanf went nveal the ‘r]
. uwda”'}&dud,ﬂu King of Porloga, moy be ablets halp. Q\-‘)
‘AH'_—_I:"":'\'\*L__I—"»'\_._._—-
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Go to see the King of this port town and
B TALK to him. He will reveal to you his wish:
B M he wants to taste black pepper. He will give
you a Royal Scroll. Take it to Norud the Dwarf.

BTy B T
f/‘%hﬁ::twuwm
Z ¥ Uf you bving the King samg bluck
P&rfﬂ,h:w«i’!gibe;u:aﬁifm

<3 al Item Store
MERCHANDISE | PRICE| A/D
Medical Herb 8§ NA
Antidote Herb 10 NA
== Fary Warer 20 NA
b Wing of Wyvern 25 NA
il Full Moon Herb 30 NA
Spider's Web 33 NA

After receiving the Royal Seroll from the King of Portoga, go into the cave
near the town of Assaram. This cave connects to the eastern lands.

39

Http://www.woodus.com/den


http://www.woodus.com/den

lead Nor :«p e Dwarf

\*\s th

King of Portoga (by chooclm, the ITE '\4 conm

the Royal Scroll, and USE). Acknowledging

request, he will make a hole in the cave to the \

passage. Proceed through the passage, and you wil
come up in the eastern lands.

'“ll!.\l\‘\

R,
mmwmgjgmw ;

'Thutmidnotmbu&nm WW%WTm,wM %

*The K2 Live in o cave neanhy.
'Duf. im the nothem mountaing isthe Shaing of Dhama where you um.
U chamge your proféssion.
L~

‘ The Cave East
1 bf*ﬁ(c:lharot

Magic Key
Door

Button

Use the X-Ray Spell ]

The Wizard in your party has J
probably learned the X-Ray
spell. If so, use the spell before
opening a treasure chest. If the
chest glows red, a monster is
inside. If the chest glows blue, it
is safe to open.

— Thief's Key Door
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stronger than before. Again concentrate oirhis men
first. Generally, spells do not seem effective against
Kandar, so don't waste MP. You probably need to go
through many rounds to defeat Kandar alone. Don't be
discouraged even if he seems undefeatable!

Go Back to the Store in Baharata

Galen is safely back and working in the store. TALK to him. He will gladly
give you some Black Pepper.

Receive a Ship from the King of Portoga
Take the Black Pepper to the King of Portoga and he
will give you a ship as promised. Go aboard the ship at
the dock outside of the castle. You are now ready for
more exciting and challenging parts of your quest!

Drop by the small shrine on the promontory near Portoga and TALK to the
man downstairs.

T

* If you Mwﬂymﬂ%# wmcm;mua&»gm
Bahasalt, and fé Jipanyg.

'lf}mu@ummmm the withd, yaut eom Tranef

~

The following spells can only be mastered by you, the Hero. Use
them when the occasion arises

SPELL TARGET

EFFECT

12 Defensive Ironize Al Allies Receives no damage ]
19 Mise. Repel Repeals weak enemies. 4
26 Attack Zap One Enemy Glves about 80 damage points. 8
38 Defensive Healusall All Allies Restores HP fully. 62
k& 41 Attack Lightning All Enemies Gives about 200 damage points. 30 1)
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CHANDISE | PRICE| A/D MERCHANDISE |PRICE| A/D

Staff of Force 2500 +55 Magic Knife 200 +1

Sledge Hammer (500 +55 Iron Spear 750 +28
Zombie Skasher 9800 +65 Battle Axe 2500 +40
Magic Armor 3800 +40 Sledge Hammer 6300 +55
Sacred Robe 4400 +30 Cloak of Evasion 2900 +20
Bronze Shield 180 47 Magic Robe 4400 +30
Tron Mask 3500 425 Iron Mask B0 +25

Item Store
MERCHANDISE | PRI
Fairy Water

Magic Armor
e —

l" Z Wing of Wyvemn 25 NA
I j <4 Invisibility Herb 30 NA

Zombie Slasher o ;
A girl asks you to buy an Invisibility Herb at the store her father runs. A

man by the shrine suggests you go to Eginbear if you have an Invisibility Herb.

This is a ghost village. If you go in during the day, you will only see a lone : y : :
The Invisibility Herb isn't cheap, but it may prove a very valuable possession.

body in a prison cell. Try TALKing to the body. You will find a scrawl on the
wall nearby. It displays a strange message. . . .

They Sasf . ..
’YaMWFMKq,mM;yMWofM. .

“The v-.ugf&m;ﬁu:fwau inthe castle of € gimbeay inthe islamd
. if EmMJuwmgr"“ WorL, to Egimbear.
-rxmm,wm;mmrw Knowinas the Nawel of the Eaath .

Be sure to come back at night. You
will see many people (or ghosts?).
TALK to them. You will gain some
valuable information. You will even
find an inn and a weapon store. The
store carries expensive but excellent
weapons and armor.

WD Ty AR
o %

=
You should choose the type of direct attack spells according to
the enemy type.

The s Ly the Loy sas,"Yurumtnol 1 gie domeont the Ort 1 e whill 1
weth !

* You wilf dee a valrans’s cealep i arsund the Tedanki angd
M b
* neH mtfe 'l :
¥ The man Lehind o AwampTells youto find the Fi wwmm
m‘)«iﬁ.mm‘ et youi t go To the 4|meof
T e R NS DRSS,
42

For example, many enemies in the sea, such as King Squids and Crabus,
| |accustomed to cold sea water, have strong immune systems against the spells in
{ the Frigid Family (lceBolt, SnowBlast, etc.). You should use spells in the

other families, such as Blaze and Firebal against them. On the other hand, you
| | should use spells in the Frigid Family against enemies who breathe out blaze,
‘ such as Lava Bashers and Orochi. The spells in the Blaze Family seem to have
1

no effect on them.
\-.,‘ /)
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: | "«;.r{'
lia 72~ V- —NA\ T

b - » » | 1 »| I - * . . - = . - ~ -
The guard at the gate won't let you T'he King's Counselor in Eginbear mentioned the existence of the field

pass because you are ynktl'}s, He doesn t surrounded by trees on the shore of the western continent. There is an old
I.Ikc. your looks, so fool him by becoming man here. His vision is to build a new town, but he needs the help of a
invisible. < merchant. . .
USE the Invisibility Help the Old Man
AlE

"'F

Herb you P“r“h_'“'“l Won't you help this poor old man fulfill his dream. Bring him a merchant
at the Village of from Aliahan! Go back to the castle town of Aliahan, to Eh; Adventurer's Hall
Lancel. Move along of Registration on the second floor of Luisa's Place, register a Merchant, and
“l“_i':k]?' because the bring the Merchant here. (You must LEAVE one Ut‘ytnur allies at Luisa's Place
effect does not last before ADDing the Merchant to your party.) If you haven't learned how to
long. change a party member, refer to Section I, page 6.

The Merchant doesn't need much experience. Just be sure to bring him/her
to the field alive! You should keep him/her last in your formation for the best
protection. (Use STATUS, then FORMATION to change the line-up.)

A TALK to the Old Man

e TALK to the old man after presenting the Merchant to him. . . . Overjoyed
here. with the hope of fulfilling his dream, he will give you some information.

Watch Out for Hades' Condors

They can use the Limbo spell on you and your allies. The
ta spell will send the affected character away to limbo! If you
are unfortunate enough to experience this, don't panic. You
can always re-start the game, right? If you don't want to
start over, you can look for the missing character. He/she
will be returned to this world unscathed. You just need to
find him/her. If you cannot, see the hint on page 78.

oF |4

Arrange the 3 Boulders on the Blue Floor
There is a chamber with three boulders in the
basement of the castle. You must arrange the 3
boulders on the blue floor. This 1s a puzzle. You can
push but cannot pull a boulder. Have fun! If you
make a mistake, exit the chamber and re-enter to
start over. If you cannot arrange the 3 boulders on
the blue floor, see the hint on page 78. When you
succeed, you will. . .

Arrange

the
boulders on
the blue

floor.

Check the King's Chamber at Night

The King's counselor 1s doing something he doesn't want others to know about.
For agreeing to keep quiet about it, he will tell you something. . .

& v Thay Say.s o000 - Sl LT R e

A vase which has the poswerto doy up : * Cheek the axea aesunol the welf inthe Village of Soo. localeal im the misklle of
* Lomg ago a shint dunk indd the 0cean h £ i this continent.

! On the sha’te of the Conlinand the L L )
Thess. S
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Thom Whip 320 +18
Clothes 10 +4
Flashy Clothes 1300 +28
Fighting Sui s +23
@ ltem Store

MedclHab 8 NA
Antidote Herb 10 NA
Fairy Water 20 NA
Wing of Wyvemn 25 NA

Full Moon Herb M NA
Porson Moth Powder 300 NA
Tnvisibility Herb 300 NA

Find the Staff of Thunder

Follow the instruction given you by the old man at the field surrounded by
trees, and you will find the Staff of Thunder. When USEd during battle, this item
can inflict the same damage as the Firebane spell.

TALK to Everyone and Every Animal

At least one animal in this village talks and can give vou a clue as to where
the Vase of Drought should be used.

46
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If you TALKed to (]w talking Illlf\l._ in the village of Soo, you know where to

look for the shoals. There you may use the Vase of Drought.

USE the Vase of Drought by the shoals in the ocean
west of the village of Soo. Enter the shrine which surfaces
from the ocean. Inside you will see a treasure chest
containing the Final Key. With that key, you will be able
to open all types of doors! Begin with the door in the
shrine.

Go To the Village of Tedanki at Night

Do you remember the cell in the village of Tedanki which had a scrawl on
the wall? At night, a guard blocks the opening to the the cell, but there 15 a
door there and you now have the Final Key. Enter the cell at night and TALK
to the prisoner. He will give you an important item. . . . Don't forget to TALK
to him after receiving the item.

- . _— J - il
Someone in the village of Soo mentioned a great wizard living on the island
called Greenlad in the north sea. Go see him. To get to his cabin, enter a
little green field on the ice-covered island and proceed straight ahead for awhile.

M ‘yemqo,pmmmuﬂ asleange 1
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Before going to Samanao, navigate eastward along t
shoreline around Baharata. If you go up the river to the east
of Baharata, you will find this shrine. To the left of the old
man at the entrance to the shrine, are the stairs to an inn
and a House of Healing.

Convenient Place to Save

Use the Return spell to come here, and see the old man at
the entrance. He will record (save) your game.

Change Class if You Like

Anyone who has reached level 20 can

He can save your
game i\l.'l'(.'.

Use the Magic
Key to enter
this shrine,
have a class change. To do so, enter the

shrine and see the man in the nuddle. With a
class change, for example, a Wizard can
become a Soldier. The new Soldier would not

learn any new spells but would be able to use all the spells learned while
he/she was the Wizard. Note the following:

1 After a Class Change, the character’s attributes, such as STRENGTH, AGILITY,
and INTELLIGENCE will be halved and the level begins at 1 again.

2 The spells learned prior to a Class Change will not be forgotten, but the

special talent, such as Merchant's appraisal ability, will be lost.

3 After a Class Change, each weapon and armor the character was equipped

with will be removed. Be sure to re-EQUIP him/her with appropriate

\,V(."J.P()]]‘; .'1]“.1 ATMOor.

Make a copy of your current Adventure Log before attempting a class change
so that you may resume the pre-class-change condition if you wish.

Brought to you by: DRAGON'’S DEN
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Where Is the Book of
Satori?

To reach some floors
in this tower, you must
fall from the tnghtropes
or fall into the traps. The
Book of Satori is in a
treasure chest on one of
these floors. . . .

- [ v

>

What Is the Book of Satori?

Anyone who wants to become a Sage must read this book to reach the

state of enlightenment before requesting for a class change. (Possession alone
will suffice.) Only the person who has this book at the time of the class change
will be offered the chance to become a Sage. (In each quest, only one Book of
Satori s available.)

<IE

Travel Door
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Jipang

The monster, Orochi, is terronzing the
villagers of Jipang. Himiko, the female ruler,
picks female offerings according to her own
prophecy. She seems cold- hearted and strange,
especially at night. . .

The Cave of Jipang
Oozing with bright red molten lava, this cave looks hosnle. However, the cave
itself is small and easy to travel. On the second basement level, the monster,

Orochi, awaits you.

N 82)

Molten
Lava

<

-
—_—

Confused?

Derangers are quite 2 menace because they can confuse and disorient you
and your allies with the Chaos spell. If this occurs, you may attack each other!
What can you do to stop the affected person(s) from attacking the others? The

50
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The Orochi has more than one head arfConsequently can attack you with
more than one blaze in each tum. The Sleep spell seems to work sometimes,
and the spells in the Frigid Family seem to work fairly well. The Pilgrim might
wish to decrease the defense power of the Orochi at the beginning of a battle
using Sap. He/she should also try to maintain the HP of each member in the
party at a sufficient level while the Hero and the Soldier concentrate on

delivering blows to the Orochi.

Chase the Defeated Orochi

Chase the defeated Orochi. It will lead you to
Himiko's room. It seems she suffered a ternble
injury. Is she the Orochi? Restore the maximum HP
of each member in the party and TALK to her. Show
no mercy as you begin your battle with Himiko's
true form . . . the Orochi. When you defeat the Orochi
for the second and final time, you will find. . . .

 The Village /
ol floor

Why 15 Himiko injured?

B Weapon Store

<4 §iE MERCHANDISE | PRICE

- Staff of Judgment 2700 +35
Sledge Hammer 6500 +35
Full Plate Armor 2400 +32
Cloak of Evasion 2000 +20
Fighting Suit B0t +23
Iron Mask 3B00 +25

é' Item Store

MERCHANDISE | PRICE] A

Medical Herb 8 NA
Antidote Herb 10 NA
Fairy Water 20 NA
Wing of Wyvern 25 NA
Full Moon Herb 30 NA

Powson Moth Powder 300 NA
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man says Papagatero
known as O-R-T-E3G

Ortega, was once here. A ki
his Water Blaster which

. I\Ilu\\ you
gd p(\)pﬁ \u you
\de fOr hlﬁ ile he

‘Wir
What Is the Water Blaster?

The innocent looking device your father made while here must have some
special power, or so it seems. You try to USE it on each villager in your way,
and find to your amazement . . . the Water Blaster only excels in surprising
people with cool spurting water but in nothing else. . . . Well, that's all, folks!
You'd better hurry!

Enter here to see Popota

[

At night, you can TALK to the pirates. They don't seem hostile. You can
expect to gather valuable information from them. The leader of the pirates is
a woman, Watch what you say when you TALK to her. If she doesn't like the
way you talk, she may withhold some important information.

Play the Echoing Flute Here

Play the Echoing Flute in the
house. Do you hear the echoes?
If so, an Orb must be nearby.

Use the Vault Often

You checked the basement of the
house, and you found no Orb. Have
you checked the house's perimeter?
Don't you think the boulder outside
on the east side of the house
peculiar? SEARCH the area around or

Ihe }ower .
"0 A‘[p ..

Someone in the village of Soo said the Echoing Flute was in a tower
somewhere. Is this the one?

Jump Off the
Tightrope
There are four
treasure chests on the
third floor of this tower.
The path to reach them
will not be easy. Once

A BT R S il e below the boulder and you will
= and walk toward the P Im_d SO AL =
v = R e Y e N W T —N ==
" Thief's Key Door middle of the tightropes, M T ¥ SR,
mark your steps well i S

? and jump. One of the [ ‘i mm’ﬁ;"m th:MSiu-P Lecsune !mug wedl the Ssilsr
J Tlu Bone.

four treasure chests 1

SRR q T ane the bone 1o an ofd Greerdud.
contains. . . . i L%‘:“ mu&ndofl.;dm m;:mudwt&ﬂl uwfoft}d Hastae
L S T T Tiegra JUANE. IR '-\M__J,
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On this forgotten island, there is a prophet. TALK té ra il ."1 -
your destiny. Also TALK to the man behind a counter uf'a it ¢

sells nothing, but has vital information for you.

SEARCH the Flower Garden

You will find a not-so-vital item there. . . .

They say [,
* The sheineof the Aachfiond is inthe mounbins of the Necrsgond.
.rgmm#mswqﬁmvma m&;{w@e B i
wn .

« The Sword of Gaia wes posissatdl by a mun called Simen.

In the village of Lancel, there is a big shrine on the north side. Go there
and open all the doors you see with the Final Key. Don't miss doors around the
gate of the shrine. TALK to everyone. There you will find two prophets.

Accept the Challenge

At the shnne, vou alone will be asked to test your
courage. Accept the challenge, but be sure you are
properly equipped. The Zombie Slasher, the Magic
Armor, the Iron Mask, and the Iron Shield should help
you meet the challenge. You should also carry the Final
Key and wear (USE) the Meteonte Armband for the
0CCasion.

Don't Be Discouraged by Mimics

There are several treasure chests inside the cave. Some of them are E
Mimics, lethal monsters, which can cast the devastating Defeat spell. Be sure

i = g : ; Occasionally visit the New Town and the
to open every treasure chest. One of them contains a very important item, and Mescharie vour It with the old shatiae the el
; R i € d e
another a splendid suit of armor. 4

s surrounded by trees . (If you don't see any change -

= Lo ke ) between each visit, take a short break between each [

: :ﬁ W have ME with “gﬂ ’%’ x visit or push the RESET button on your NES. Be sure ‘
____._‘_.__/Ll'/N

to save your progress before doing either of these.)
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How to Get Here S B .

I'o fpachfere for thesfst fime, you must-as¢ Travel Doors. Find a shrsie

to the south of Greenlad. Ot t _g_,Lh(:gE;TM\-'eI Doorsrside; stepronthe one to_—
1e right. (Use the other two Travel Dodes“ind vou will gain informatiotrabout

the Promontory of Olivia.) Once transported, venture to the north, cross the

H I\{‘L',\'. J”\i \\'.lik to th' 5(![|II'I\\'L'\'I J.Il'lng [hL' IIIl‘lI!][‘]iTI‘&.

Get into the Castle

he entrance 1s strictly guarded.
Even Invisibility Herbs won't help. If
the front door doesn't work, try a back

ut after a few visits, you notice the towns }u}‘ople.-_’" ‘
begin to complain about the Merchant's way }\f‘dﬂili%:f
business. Perhaps the Merchant has become too I;S}:ED
greedy. . . . <L)

Keep visiting this new town. You will meet wayfarers W ‘

farther than you. They will tell you new things. Eventually
need, as a prophet in Lancel said, will end up in this town. . . .

The Castle Town 55/ <> - &
of Samanao Sl et 5|

door. There is one for the kitchen on
he east side of the castle. Go to see

the |<illg_' in the center of the castle.

You will be caught by his guards and v

taken to the jail downstairs. A short

tay in the jail will produce valuable -

mformation, . . .

2F Bl g

T %
T~ K-Wy “d&‘fd g&ﬂ.{ M“bu ; ¥
' r?umoa&wwqwﬂmtamggwwwm.
wT * The Mirkst of Rat which Showws the Tude image of ablthast neplecle on't, Lies

[F 'sm@dwm'quammm inthe noatheast of
L

B4 Weapon Store
MERCHANDISE [PRICE

Tron Claw 70 430 Medical Herb 8 NA

Staff of Judgment 2700 435 Antdore Herb 10 NA

Zombie Slasher 9800 +65 Fairy Water 20 NA

Dragon Killer 15000 +77 Wing of Wyvern 25 NA

Magic Amior 3800 +40 Full Moon Herb 30 NA A pnsoner i Samanao said you would find the Mirror of Ra in this cave.
Silver Shield BROO 430 Poison Moth Powder 300 NA {

: ~ I'he second basement is filled with many treasure chests. You can be greedy for
Wizard's Wand 1500 +15 4 s ’
1 moment and indulge yourselves in a treasure hunt, but be ware that

Do you remember the Great Wizard on Greenlad? He said he wanted the some of them are Mimics; lethal monsters.

Staft of Change. He also said he had heard the rumor that the Staft of Change
was kept by the King of Samanao. It's ime to visit Samanao.
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ure out how to get to his chamber, see the hint on page 13 ) \t and 1"\ the
-eping King and USE the Mirror of Ra. The true form of the monster will be
flected upon the mirror. When defeated, the monster will leave a treasure
hest. It contains, . . .

Try the Staff of Change Yourself

The Staft of Change is too good to give to the Great
Wizard without giving it a try yourself. USE it to
change your appearance. (See for the first time the
profiles of Shime!)

After having some fun with it, imagine ways to put the staff to real

¢. Do you remember the item store in the Hidden Village of Elves? They didn't
vant your business, but if you can assume the form of Elves, they should treat

w right. The Wizard's Ring and the Magic Robe will be good buys.

| Use the Vault Often

Being thankful, he will give you the Sailor's Thigh
Bone. This item indicates the distance between you
8 and the wandering Phantom Ship. USE it to help you
zero in on the ship.

You can reduce the potential damage enemies inflice by
:mplaying the "PARRY-FIGHT" technique. =

Select PARRY and press the A Button.
Cancel the selection by pressing the B Button,
and then select FIGHT and press the A
Button. By employing this technique, you can
attack enemies while benefiting from the
effect of PARRY. You may think the extra
steps required a nuisance, but this techmi

will be quite useful against strong enemies.

Notice the difference!
Right: Usual; Left: PARRY-FIGHT

59
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rluid before you: (no to fhe cratef to- th@ South ui Assa::un
nd-herve (USEy theSWord of Gaii The.the-eriter. I will
upt, causing molten lava to flow into the river and

hidity, connecting the shore to the valley of Necrogond.

. Walk south and you will reach the cave of Necrogond (if you are strong
"j.";_‘ _“‘ nough).

It LIL\‘ \
¥ Upper p- find the |’|1 ntom ‘5 ¥ ‘J_ i Penetrate the cave
Deck : since it 18 sailing -

-'””"-“'-"lY_t‘” Ve the find another Orb. Don't let the short distance between two openings of the cave
world. If you find it

L | ) : iice you to enter unprepared. Many monsters, more powerful and dev
= pull your ship i any you have encountered so far, await you inside, It will not be easy to
=== alongside and ich the other side of the cave, but don't give up. Make as many retreats as
— —_— l‘f"”"l_{h" Phantom Ship. ou need using the Outside and Return spells.

S . TALK to everyone (alive or T'hink of this cave as the last training ground before confronting the

not). In a room on the chfiend, Baramos. If you cannot penetrate this cave, you won't stand a chance
lower deck, you will sainst Baramos.

ﬁnd 50me treasure

On the other side of the cave, there is a tiny shrine. At this shrine, you will

Be sure to check every treasure chest while you are in the cave. Two of the
most sought-after weapons and armor are hidden in the cave: the Lightning
Sword and the Swordedge Armor.

chests. One of them
contains the Locket of
Love. But which is it?

Lower l
> Deck

Go to the Promontory of Olivia

Ifyou've TALKed to the old man at the Promontory of
Olivia, you should be able to guess what to do with the
Locket of Love. While your ship is being pulled back past
the promontory by the curse of Olivia, USE the Locket of
Love. The curse will be lifted and you can now go to. . . .

Get Inside the Shrine Jail in the Lake

TALK to everything (including fires!) You will find the spirit of Simon
there and it will instruct you to SEARCH around his body. You will find. . . .
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So you finally reached the other side of the cave of Necrogond and received
nother Orb from the old man in the tiny shrine.

Congratulations!

Now you have all six Orbs: Green, Purple, Red, Blue, Yellow, and Silver. What?
Y ou don't have six Orbs yet? There is no point in coming to Liamland unless you
wave them all! You must retreat and retrieve the remaining Orbs. See page 79 if

w need hints on locating the remaining Orbs.

Pitfall

l'ake all six Orbs to the chamber in
iamland. Place one of the six Orbs on
each pedestal in the altar attended by
twin maidens. (To place an Orb,

Place (USE)
one Orb on
: each pedestal.
ipproach one of six pedestals, select

ITEM, then an Orb, and finally USE.)

Colors are of no significance. You can

Pittall

place any Orb on any pedestal.

After placing all six Orbs on the THeR

legendary
Bird, Ramia,
will appear.

pedestals, wait patiently. The legendary
bird, Ramia, will resurrect before your
ves. She will fly you to the castle of

Baramos.

How to Ride Ramia

To ride Ramia, move the lead character of your
party over the back of Ramia and press the A button.
The rest of the party will follow. Using the ¥ Control
Pad, direct Ramia to fly in the direction of your
choice. Your perseverance has paid offl Now you can

. . soar over the land of Dragon Warrior I11. |
Now you can fly! [

How to Land
To land, press the A Button. Move your party, using the # Control Pad, off
Ramia. Note you cannot direct Ramia to land on places where you cannot walk,

uch as craggy mountains and seas.
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After enjoying some relaxing exc uraum\ i the sky ol ILum: v ‘wt ﬂu: to
launch an assault against "thy enemy." the infamous r\nhmndﬁ.aumo\ Ycul
direct Ramia to 1I\ you to the castle of Baramos in the Necrogond. . J

The castle doesn't seem large, but even
with a map you would have a hard time
navigating through the castle. Can you
reach the chamber with three treasure
chests? One of them should contain the
Demon Axe, probably the strongest
weapon a Soldier can be equipped with in
the world of Dragon Warrior 111, (Be sure
to EQUIP the Soldier with this weapon as
soon as you find i)

v i@

Final Key Door

'— Barrier

In the basement of this castle, awaits Baramos. Can you find the way to the

basement? If you have trouble reaching the basement, see the hint on page 79.
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Beforethe j.’-l'.tll_" \).uh_lj,.r! q:nfm‘hu th. }.'IL, wre tQ frr:sl:otv thc mi 1muﬁ}fﬂp
cvery mumbcr of your party. = o ——
As soon as the battle starts, have the Wigartl cast the Bikill spell on e
» double their attack powers and have the Pilgrim or the Sage cast the
rease spell to maximize their defense power.
You can be assured that no spell will work on Baramos. So don't waste
irns or valuable MP casting spells on Baramos. The Pilgrim or the Sage should
y attention to the HP of each member of the party and heal the wounded.
With the Wizard and the Pilgrim or the Sage as the support group, the
iembers who excel in I‘lghtmg.{lhc Hero, the Soldier, etc.) should keep
T'he battle will be a long

livering direct blows. one, but with good teamwork,

u should prevail. . . .
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seems to Lnow of your feat md tluy thank yor
your quest and orders a celebration . . . but then !
out of nowhere. . . .

"Ha, ha, ha!"
w4 I'he Castle Town
"By the P(‘)Wl.‘ﬁ ! possess, br. fore long, thm world too will be

locked in darkness, . . "

The King, depressed with yet another threat from the dark realm, dismisses
you. You are exhausted but decide to continue your quest. Where do you go
from here . . . and how?

Remembering the Great Pit of Giaga near the castle of Baramos, you visit it

again. There is a hole in the floor now. Being suspicious, you jump into it Dragon Mail 9800 +45
and enter. ‘Magic Robe 3000 +35
Item Store

The World of Darkness

f'mudou: Herb 10 NA
- Wing of Wyvemn 25 NA

Full Moan Herb 30 NA

Invisibility Herb 300 NA

>m

You must gather information again by TALKing to
everyone you see. Be sure to open locked doors if you
see any. You will be surprised by who you know in
this town. He 1s on the second floor of the
building on the north side of town. He seems
reformed now and, in appreciation of the compassion
you once showed him, gives you some information.

There is someone

upstairs.
PR s 77~
The Stonss of Sunbight ane in Tanlegsf Castle

When asin ond sunligh? art Combin akwdm.&edp
e, I ST  TEENES g NI, gy
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A G

Where Are the Stones of Sunlight?
They don't seem to be in the underground chamber

outside the castle as you may have hoped.

Things aren't that simple. Your old acquaintance in

the castle town said " . . in Tantegel Castle." Shouldn't

you look for it "inside" the castle instead?

Are the Stones of
Sunlight here?

Is there a
second floor in
the kitchen?

O TN N g
* The MasZer A encls cadllp i acrosthe dea.

* It may be ibde T defeat the MasTit Aachfiend, Zoma, if you possssy ot Least
[t WSEW#W.MRM#R‘M.WWSM#HM-
7 *tThe willage of Kaf i eastof Ly boad
| % The Faity Flule may b inthe village of Kol :
* The apirit, Rubiss is dealbed in by o curae of the Anchfisnd.

L PN T o - RSN g SR S SR 7

Weapon Store

MERCHANDISE |PRICE| A/D

Broad Sword 1500 +33
Sledge Hammer 6500 +53
Dragon Mail G800 +435
- Water Flving Clotl 12500 +40
Silver Shield H800  +30
Iron Mask 3500 +25

Item Store
MERCHANDISE | PRIC

Medical Herb 8 NA
Fairy Water 20 NA
Wing of Wyvern 5 NA
Full Moon Herb 30 NA

* METC |I.I|'Ilil'-l' may .l_"l_'-_'l]!l'll_'

n this village, you find a couple from Jipang. According to the wife, they
| Jipang when it looked like they were to become the next offerings to the

bohe s abnia wchi. She also mentions that her husband used to be a swordsmith in Jipang.

You should TAL
to him, but warch
out for the
barrier!

now runs the item store in the town. Do you think he can help you in some
e R

Rkl i« B e iy

. r‘;l #L. 'm snani o the wast . ke 4
l " The Sphewt ; witakert the mogical powers aelufisnd
\ ‘TMSM#%@MWWMW@WAA Leral,
J';h:m&mvpr&ms&zbwmw,mmww

" The ownsn of the Tem sloe is feam Sipang wndl he uses 13 b asrommalsmith.,
| |" The Sword of Kings wes made of Bricon -
* The Faivy Flule sheld fre Rulias fram the curie thal Tt her inls a

r

v,
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Zombie Shsher

Staff of Judgment 2700 +35
Sacred Robe 400 +30
Diragon Mail 9800 +45

Shicld of Strength 15000 +40
Designer Swimsuit 78000 +1

Item Store

MERCHA I A/D
Medical Herb 8 NA

Antidote Herb 10 NA
Fairy Water 0 NA
Wing of Wyvemn 25 NA
Full Moon Herb M NA

Poson Moth Powder 500 NA

Find Oricon :

There 1s a man who 15 also looking for Oricon. He
says he heard there were some n this town. TALK to
the two women in the outer eastern section of the

town. One of them says she saw something glittering
in. ... SEARCH the area.

Check Outside of the
Southern Part of Town

There are a few buildings and a
pasture there. Don't overlook
them.

hay
¥ A flts is funied fou
* The Sphers of Light is in
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vordsmith in Jipang. Perhaps he can he ¥6u in some way. If you canng
figure out what to do with the Oricon, see the hint on page 79. While you are
in the village of Kol, don't forget to look for the flute mentioned by a

voman in the town of Hauksness.

Get the Sphere of Light

If you don't have the Sphere of Light yet,

o to the world above and get it. "Where is

" you ask. Did you notice that there was a

istle on the north bank of the river which
led you to the Promontory of Olivia? If you
vere careful, you should have caught a

limpse of it. That is the castle where the
Dragon Queen lives. Visit her in her chamber
wated in the center of the castle.

Depressed with the fear of the Master Archfiend,
most people here don't want to work. Except the old
man behind the barrier, they don't seem
informative, either. Be sure to TALK to the old man.

i 4 Sotet..
=70 g0 M#Wﬂwguqﬁwm%msnfwm

to the i
L, Staff of Raim, ard the Secned Amutst
CR s b GVl il Sl
i
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Falcon Sword 25000
Sword of Destrem, 45000 +110

Cloak of Evasion 00 +20
Magic Armor 3800 +40
Silver Shield BRI 430
Iron Mask 1500 425

TALK to everyvone. Go into
every room you can find in the

She ¢ ul]r;\].lm\ that her
boyinend told her to
wait "at the edge of
town" and he 1s late.
Could he be waiting for
her at one of the other
ﬁigws of town?

town. An unlikely person might
give you a very crucial hint.
However, whether he is a

reliable source i1s unknown.

* The Aamot of Radianee 5 inthe ?JMM»M:n

* Whin the daeknis: amug-uubudgzudff‘uﬁ'mai
wm»w%m :

‘TmSa‘.;edSt:me J:Mfdmz-}mwd mwmémm’mﬂhmn"mg(m&mﬁuof
Times,
* Theae is o secid passage bebind the threone in the cadtle of the Anelrtiond.

Ed»

The ave Nod%t*
ey A
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Free the Spirit, Rubiss = =~ - 77
I'héstone ﬂmtﬁé—""?ml see ih_tT'l':;‘ nﬁ&%f the fi ﬂnn‘ﬁ\"mtrﬁpw {'ubjﬁs ]

Pliv (USE) the Fairy Flute to free Rubisss®hen freed, she will give you. ™~ . .

[ 4F 12

see the spirit at the underground shrine near
the town of Cantlin. She will give you the Staff of Rain. Now
should have all three necessary items to get to the
il of the Master Archfiend: the Stones of Sunlight,
the Staff of Rain, and the Sacred Amulet.

The old man outside the tower
says that if you have the Fairy Flute,
you should go up to the fifth floor.
But you cannot go up higher than

thie thid Hobr bom iiside Thete 1o See the sage at the underground shrine in the
island south of Rimuldar. Satisfied to see you have
collected all of the three crucial items, he will give

you the Rainbow Drop.

a corridor on the ground floor which
has the first flight of stairs leading

to the fifth floor. You can enter the
corridor by jumping off the north
opening of the third floor.

Check Every Treasure Box

Do you remember what you
heard about the Armor of Radiance
in the town of Rimuldar? It should
be in this tower.

At the promontory northwest of the town of Rimuldar, USE the Rainbow
Drop. The Rainbow Bridge will appear, connecting the island of the Archfiend
the island of Rimuldar.

How to Walk on Rotating Floors

This tower has Rotating Floors, tricky sections of floors new to you. When
your characters are on these floors, their movement and the normal # Control
Pad movements don't correspond. Although it may seem there is no relationship
between the direction you enter by using the # Control Pad and the actual
movement made by your characters on the screen, there is one simple ) . = ! P ) )

e ['he Master Archfiend, Zoma, is inside this castle. Don't get trapped in the
stle's infinite loops. Can't find the way to Zoma? Do you remember what the
onic lying prisoner you saw in the town of Rimuldar had said? Maybe he
telling the wuth that tme. | . . (If you can't find the passage, see the hint
page 79.)

relationship. Can you find it? If you can't figure it out, see the hint on page 79.
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On the fifth basement level, you will witness a courageous warrior fighting a

monster, He is the person you heard so much about at many of the places you
visited. . . .

76

Brought to you by: DRAGON'’S DEN

How to Fight Zoma

On the fifth basement level, you will see five treasure chests. One of them
ntains the Sage's Stone. This item, when used during a battle, works like the
Healus spell. Have the Pilgrim or Sage member of your party carry it.

Zoma awaits you on the sixth basement level. He is protected by three
bodyguards. Defeat them, one by one. Before each battle, be sure to restore
he maximum HP of each character. If you have the Wizard's Ring, USE it to
ilso restore some MP.

A5 soon as the battle with Zoma begins, USE the Sphere of Light. Being
the Master Archfiend of the Darkness, Zoma is susceptible to the power emitted
by the Sphere of Light. Without it, you cannot inflict any damage to Zoma.

As always, the Pilgrim or Sage member should concentrate on healing the
vounded. The Wizard should concentrate on doubling the attack power of

h member, by casting the Bikill spell. Don't waste turns or MP by casting
ittack spells which don't seem to work on Zoma. From midpoint of the battle
onward, Zoma will breathe out air to nullify the effects of all magic spells. The
Sage's Stone will, then, be indispensable.

Even with an elaborate plan and coordinated teamwork, you will find Zoma
seemingly impossible to defeat. Believe in yourself. You will win . . .

ventually. . . if you are determined. Good Luck!

S 77
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The Ultimate Hints

Where Is the Magic Ball?

An old man in the village of Reeve has one. Look for him.

How to Open the Sealed Stone Wall in the Pyramid

On the third floor, on the wall to the south, there are four buttons: two on the
east side and two on the west side. Press one of the two buttons on the east side
first and then one of the other two on the west side. If you press the right
buttons, the wall will open. If not, you will fall through the trap door!

How to Arrange Three Boulders in the Castle of Eginbear

You can attempt to arrange three boulders as many times as you like. If you
make a mistake, exit the chamber and re-enter the chamber when you are
ready. The screen shots below illustrate one way to move the boulder on the
left to the blue floor:

Push the boulder
on the left to the
blue floor. Repeat
for the other

Push the boulder
on the left to the
right. Be careful
room., not to dmp it in the
pond. boulders.

Push the boulder in
the middle to the
right to make some

Push the boulder
on the left toward
the wall.

Where Is the Missing Ally?

The character sent away to limbo by the Limbo spell will be returned to this
world unscathed. He/she will be found at Luisa's Place in Aliahan. See Luisa
and ADD the ally back to your party again.

How to Enter the Chamber of the King of Samanao at Night

See the illustration of the castle of Samanao in Section I1. Notice the tower on
the cast side of the castle. Enter the castle through the kitchen door on the east
side. Go up the tower to the top and jump off through the opening to the west,
Walk on the roof to get to the King's Chamber.

Where Is the Sword of Gaia?

If you TALKed to the spirit at the shrine jail by the Promontory of Olivia, you
should know that the Sword of Gaia is hidden around one of the bodies there.
SEARCH the area around the body.
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Where Are the Six Orbs?
Green Orb Visit the village of Tedanki at night. Open the Final Key Door of a
prison cell and TALK to the prisoner there.

Purple Orb SEARCH the treasure chest the Orochi in Jipang leaves when she
15 defeated.

Red Orb  Move the boulder outside of the House of Pirates and SEARCH the
spot. Climb down the stairs.
Blue Orb  SEARCH a treasure chest on the third basement level of the Navel

of the Earth.

Yellow Orb Visit the new town often and TALK to the Merchant. When he is
impnsoned, he reveals where to look for it.

Sliver Orb  See the old man at the shrine by one of the openings of the Cave
of Necrogond.

How to Enter Baramos' Chamber

llow the route outlined below (the letters correspond to the ones in the

diagram of the castle of Baramos in Section 11):
2F: B=A D=C
* 4 * *
iF: C D»H K~G Fsg A*B+ Baramos'
. +
Bi: D+F C+A Ihambee

Where Is the Sword of Kings?
Find the Oricon in the pasture of the town of Hauksness and go to the village of
Kol. Sell the Oricon to the owner of the item store who used to be a

rdsmith in Jipang. Leave the village and come back later. He will have

torged the Sword of Kings and put it up for sale by then,

How to Walk on the Rotating Floors

When you are on a rotating floor, pressing the # Control
Pad in the direction corresponding to the dark side of
the floor moves you up. For example, when you are on
one of the floors in the picture to the right, pressing left
on % Control Pad moves you up. Try to figure out how
other moves can be controlled.

How to Reach the Third Basement Level in the Castle of Zoma
I'o avoid getting trapped in the infinite loop of the second basement, you must

ter the second basement through a secret passage. Do you remember what

the chronic lying prisoner in the town of Rimuldar said? SEARCH the aréa

behind the throne on the first basement level. You will find the stairs to the

5V

T

passage.

79

Http://www.woodus.com/den


http://www.woodus.com/den

