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The Quest of a lifetime begins . . .

How to Be a Spirit Tamer

time O][ darkness has once again fd“en on the ][dir countrysxde of Celtland. The “Eletale Book”
a tome that has been kept sealed away within the crypt of Melrode Monastery for as long as anyone
can remember, has been stolen. This book, along with the stones representing the four Elements,
holds the key to controlling the forces of nature and the Spirits bound to them.




Lord Bartholomy, Master Spirit Tamer of Melrode, undertook the task to recover the
book himself, but now, a month later, no one has seen or heard from him.

Fearing the worst, you, a mere apprentice, choose to venture from the protective
o walls of Melrode Monastery and search for the whereabouts of your father. The

) task ahead of you is long and perilous, but take heed: The people of Celtland will
offer their assistance in any way they can, as you journey from town to town
> obtaining clues.

Controlling Brian

 After leaving the chambers of the Grand Abbot, feel free to explore all the

\ rooms of the Monastery to get a feel of how to control Brian.

4 "Use the 3D stick to move Brian around the world of Celtland. If you‘hold ‘
down the B button as you move, the camera automatically pans around, provid-

ing you with the best possible camera angle. o

When you come to a door, Brian automatically tries to open it
if he can. If the door is locked, or for some other reason inac-
cessible, nothing will happen. Every once in a while, the angle of
the camera prevents you from positioning Brian appropriately.
If that is the case, try sliding him to the far left or right side of
the door so that he can grasp the door knob.

Conversing vith People [T s
B e

You can engage in conversations with the various towns’
~ inhabitants by moving close to them and pressing the A but-

~ after you've read what's displayed t
~ more of the conversation. Some cha

things to say once a certain task has been completed
or item acquired, so be sure to che back~ '

2 How to Be a Spirit Tamer



Acqumng ltems

To open up the red treasure chests, move around in front of
them until an “!” icon appears. Press the A button to open the
chiést and take what's inside. Most of these boxes sit in plain
sight as you explore the buildings, forests, and dungeons of
Celtland. Some, however; are stuck in corners.and.emit only a
o slight red gleam to guide you.

Acqumng Spmt Elements

The key to becommg a successful Spirit Tamer lies in your ability to spot the tralls of Spirit Elements. These wispy
Spirits help you increase your magic abilities and power and can be found-almost everywhere in Celtland.You
acquire these precious items in one of two ways:As the spoils of battle or hidden in-the nooks and crannies of

towns, buildings, forests, dungeons, meadows, and so on.There are 98 of these hidden elements scattered
throughout Celtland. The other 102 you have to fight for' - g

Once you've located one of these floating columns of bubbles,
you can claim it by pressing the A button after the “?” icon.
appears over your head.

Once captured, ydu must determine which type. of Element
you wish to. collect. Use the C button group to select the
Elemental Maglc that you want to applyt




mememBemensves . Sqving Your Progress

number of spells you
will have at your dispos-

21 drid the rofe paer: ~ In Celtland, inns are the only
ful each of the spells laces where you can save your
becomes. A wise Spirit P Y . Y
Tamer will try to mas- progress during the game.
ter at least one of the .
Elomvental Magics as the Luckily they are found almost
game progresses. everywhere, both in towns and
yW

outside. When you visit a town,

be sure to stop at the inn and save your game. Once inside,
talk with the person behind the counter in order to stay for
the night. In addition to saving your progress, your Health
Points (HPs) and Magic Points (MPs) will also be replenished.

Adverse to traveling at
night? Time passes at
an accelerated rate
when you ‘“‘stay a night”
at an inn. Going in at
night means that when
you awake it will be
daylight once again!

then the cycle repeats itself.

- When it is your turn,a smaller octagon
appears around Brian: The boundaries of
this octagon represent the limits that

fighting, you can attack them. If you are near the outer

~ perimeter of the battlefield (the larger octagon),

you can escape from the battle.

4 How to Be a Spirit Tamer

, Brian can move during this turn. If you
are close enough to one or more of the enemies that youare |

Bé}ttling Monsters

As Brian travels across the country-
side, it is inevitable that he will be
whisked into confrontations with the
monsters now roaming Celtland.
Once this occurs, the viewpoint
changes slightly and a large glowing
octagon appears around both Brian
and the monsters he is facing.

Combat is turn-based, meaning that you get to attack once and then one of the monsters
gets to attack. This takes place until all of the monsters have attacked for the first time and




When yptj are within physical striking distance and are prop-
erly lined up, a “staff” icon appears above the head of the
enemy that you can strike.To hit the creature with your staff,
press the A or Z button.

Make sure that the
“staff”’ icon is displayed
before attacking. It’s

. possible that by shifting
Brian a slight amount,
the icon will disappear
and you will not be able
to strike the enemy in
front of you.

Brian can also attack with magic when it is his turn. Press one
of the C buttons to select the"ﬁi‘St-Ievel*speII‘ ‘within that
Elemental group (Fire, Water, Earth, and Air) and -

display the speII menu as shown to the Ieft. The fi st cross bar,
which appears after you choose an Elemental Magic, shows
the second-level spells for that type of magic. Choosing one of
those spells displays four of the third-level spells for that type
of magic.

When Brian has collected enough Elements within a particular :
Elemental Magic group, the spells that he learns will fill up the
cross bars.There are |5 spells that can be cast in each group .
of Magic.

After youhave selected the spell you wish to use, cast it by
pressing the A button. Be sure tha u’re using a directional
spell like-Fire Ball that you're lined up and facing the enemy

" you wish to attack.

If you don’t have
enough MPs to cast a
spell, the spell name
appears in red.



When you defeat an enemy, it disappears from the battleﬁeld
in a flash of exploding light.

If you’ve accumulated
enough experience, you
will be awarded with a
Spirit Element. There is
also the chance that
you will pick up an item
as the spoils of war.

The Spmt Tamer s \uide to Controllmg the Elements ‘
Being a Splrlt Tamer is a special job. It allows you to command Elemental Splrlts in order to help you keep pea
and harmony throughout Celtland. The Spirits belong to one of the four Elements—Fire, Water, Earth and Alr ,
and allow you to cast spells influenced by these EIements f ~

The lists that follow summarize the spells found within each of the four Elemental Magics and glves a brief
descrlptlon of how each—rspellvfunctlons Following each list is a chart showing the spells layout on the
C buttons :

" Fxrebdsed Sp""“s

Fire Ball—Each of the three levels of the Fire Ball spell works in_the
same manner. Use the controller stick to point Brian in the proper
direction before releasing a blast of flame. The second and. third level of
this spell launch multiple blasts of fire that are capable of: affectlng sev-
eral enemies. '

© How to Be a Spirit Tamer



Power Staff—Casting either of the Power Staff spells temporarlly raises
Brian's physical attack strength. This effect lasts as long as the Attack Up
- iconis displayed over, Brian's head.

Hot Steam—This spell creates a cloud of intense'steam that can cook
the enemies alive. If the enemies are grouped tightly together, one blast
can affect-them all.

Compression—By shrinking the size of your foe, compression reduces
the amount of damage the foe can inflict. The effect is only temporary,
so make the most of it while the monster is small.

Hn 2521272
Eaanilst

Fire Pillar—Casting this spell engulfs your enemies in an
explosion of fire and flame.




Vampire’s Touch—While this spell is in effect, you drain HPs away from your
opponents with each hit of your staff. A portion of those HPs are then
applied to your own.

S 66178 37 33 25
/s\

Magma Ball—This sends a ripple of lava
and flame directly from Celtland’s core
straight toward the enemy.

*0%0%0%0

Extinction—If successful, a huge black rift
opens up below your enemies and draws them in, never to be seen again.

Fire Spell Chart

LEVEL ONE LeveL Two LEVEL THREE
Fire Ball LV | F’ire Ball LV 2 F‘ire Ball LV 3

Compression
Fire Pillar
¢

Fire Bomb

Homing Arrow LV | Compression

¢ L 2
Homing Arrow LV 2
2
Extinction
L 2
¢ Magma Ball
L 2
Hot Steam LV | Fire Pillar
L 2 2
Extinction
L 2
Hot Steam LV 2
2

Vampire’s Touch
\ 4

Power Staff LV | Fire Bomb

2 ¢
Magma Rock
¢
Vampire’s Touch
¢

Power Staff LV 2
2

& How to Be a Spirit Tamer




Earth- bdsed Spe"s

Spmt Armor—A shimmering blast of light raises your defenses against
enemy attack This lasts as long as the Defense Up icon
o ' appears over Brian’s head.

Rolling Rock—This sends a

Weakness—This spell lowers the defenses of a single enemy.The
Reduced Defense icon over the unit’s head reveals his status.
Weaken All is Weakness cast on everyone.

slam together from all four directions.

" Rock—Call up a huge boulder

with the power of the Earth
and send it crashing down on
the enemy. Like Fire Ball, each
level. of this spell is progres-

~sively more devastating. Levels

two and three can-affect multi- -

~ ple enemies if they're grouped
 close together. .

rolling boulder across your enemies’ path. This is a good midrange-
attack that works well against multiple monsters.

& 6! 205

mq
TF* 59163

Magnet Rock—Crush your opponent with four great boulders as they



Avalanche—Cast an avalanche of boulders from the skies to strike down your
opponents. It’s good against large creatures and big groups, as it causes multi-
ple attacks against multiple units.

Confusion—This spell causes a ring of
white light to surround the caster, which
allows him to exchange damage for MPs.

C sttt

- Rock Shower—Shower your opponents
with small, sharp rock shards.

Magic Barrier—Using this, a red-purple
globe of light protects the caster from all
*7 %6 %7 %y o forms of magic lasting up to three
battle rounds!

Earth Spells Chart
LEVEL ONE LEVEL Two LEVEL THREE
Rock LV | Rolling Rock LV | Rolling Rock LV 2
4 ¢
Magic Barrier
4
Confusion

Avalanche

L 4
Weakness LV | Magic Barrier
\ 4 *

Weaken All

¢

Weakness LV 2
L 2

Rock Shower

2

/

Sfirit Armor LV | g)nfusion
Weakness LV 2

2 2
Sfirit Armor LV 2

Magnet Rock
\ 4

Rock LV 2 Avalanche

2 4
Rock Shower
¢
Magnet Rock
L 4
Rock LV 3
L 2

10 How to Be a Spirit Tamer




Water-based Spells

Bt | [ vl || Water Pilar—Like Fire Ball and
530715 e

Rock above, the Water Pillar can
be cast in three levels of power.
This spell calls up a geyser of
water from the earth, drowning
your opponents. Levels two
and three can affect multiple
enemies.

Healing—Use the power of the Water Spirit to rejuvenate yourself. Its
effects increase as you collect more Water Elements.

861107
I'JI‘ fr23

Soul Searcher—See into your
enemies with this spell and

uncover their statistics as well as the Elemental-influence they receive
their power from. Level two strikes all the enemies on the battlefield.

s 21
o 22/706

ITPY 73/22

Ice Wall—Encase your opponents in-a.block of ice. This spell can affect
multiple enemies if they're close together.

Ice Knife—Like Ice Wall, this
spell has the ability to seal an
enemy in a block of ice.

Exit—If you begin to run low
on supplies while exploring a .

cavern or forest, you can
, , , . always cast this spell to
_ ‘(k‘:g?;’;p e return to the countryside in
' the wink of an eye.

Return—Stop wasting time by traveling on foot! This spell returns Brian
to the last town he stopped in.




Escape—If things are looking dismal for Brian, cast this spell to whisk
him away from the battle. "

Walking Water—Chase down your opponents with a moving column of
water that drowns anything in its path!

Drain Magic—Similar to the
Vampire’s Touch spell, this
attack transfers MPs from
your opponent back to Brian.

Invalidity—Cast this spell to
remove any-hampering spells cast on you by your opposition.

/
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Water Spell Chart
LeveL ONE LeveL Two
Water Pillar LV | S‘oul Searcher LV |

Exit
/ ’

Water Pillar LV 2
2

Healing LV |
L 4

Wind-based Spells

i X 87

'IIP 59167

HEs 68170

LEVEL THREE
Soul Searcher LV 2

¢
Invalidity
¢

Walking Water
¢

Drain Magic

4

Invalidity
L 4
Return

Ice Knife
4

Escape

L 4

Walking Water

4

Ice Knife

¢

Water Pillar LV 3
4

Ice Wall
¢

Drain Magic
¢

Escape
¢

lce Wall

¢

Healing LV 2
¢

Wind Cutter—The three power
levels of this spell cause blades
of razor-sharp air to form and
slice through the enemy. Levels
two and three produce multi-
ple blades that can affect more
than one monster.




Restriction—Call down the powers of the wind to solidify and create
a ring of force that imprisons an opponent.

Evade—This raises Brian’s
agility, which allows him to
evade attacks more easily.

can't attack Brian dlrectly

HEy Y& 746

T #0783

Large Cutter—An enhanced version of the Wind Cutter spell, this blade
of air can cut through multlple enemies at once.

Wind Bomb—This huge blast
% captures your enemies in an
o > expanding shock wave of wind.

Cyclone—Posmon Brian toward your attackers and call up a twister to
pelt the monsters with the force of a gale storm!

14 How to Be a Spirit Tamer
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Wind Walk—Increase yourffﬁnge of fﬁQtion while in battle. A Movement
Up icon is displayed above Brian’s head for the duration of this spell.

Y7202 %0

- Ultimate Wind—This calls down the forcesldf' natufé{in the form of
whirling blades of air, which home in and strike every -
opponent on the battlefield.

Wind Spell Chart
LEVEL ONE LeveL Two LEVEL THREE
Wind Cutter LV | Iiestriction Lv i R’estriction Lv 2
Large Cutter
L 2
Ultimate Wind
2

Slow Enemy

Wind Cutter LV 2 Large Cutter

L 2 L 2
Wind Cutter LV 3
2
Wind Bomb
¢
Cyclone
2

Evade LV | Ultimate Wind
L 2 L 2

Wind Bomb

2

Evade LV 2

L 2

Wind Walk

L 2

Silence LV | Slow Enemy
L 4 ¢

Cyclone

¢

Wind Walk
¢

Silence LV 2
\ 4




Tamer, left Melrode to F nd the tome
heard from hlm smce ‘

= forest
ﬁ = town

@ castle

0 = Spirit Element

% = treasure chest

The Begi‘nningA




o Mormoduke

Leaue noE, Brign, in hiz
last letier. Lord

Boriholomy Saeid he crossed
Loch Kildersey on ihe way

Briﬁn... Euen thnugh I2ue
begged uu pot io lzqus,
you =i zay ?au must

an af*er gaur giher,

:A:? — Pat
Welcome io the kitchen,
lgddie, Your guesit is zurs
to be @ lopg one, Please
take thiz Fresh Bread,

Monastery before sta
Brian can uncover three bo

There are many types of = | - o
items to be found in the S—— ) %
world of Celtland.The & 75175 : i - 75175

majority of them are hid-
den in the jeweled red
chests located within the
homes, castles, forests,
caves, and other places that
you visit during your quest.
2 A few are given to you by
i well-wishers and as the
spoils of battle. The number
ﬁ of items that you can find,
7 however, is quite limited,
1 and since you can’t just buy
| more at a shop, you will
want to save as many of
them as possible for the
Boss battles that await you.
This is quite easy to do
once you've learned the
Healing spell-especially
since Magic Points are
regenerated automatically
when you move or perform
| a successful attack with
your staff.




‘We highly recommend
applying the first seven
Spirits you find to the
category of Water Magic
(the down C button).
This allows Brian to cast
the Healing | spell. Since
the number of items you
find in the game is limit-
ed, you’ll want to be able
to heal your wounds
magically as fast as pos-
sible and save your
breads and potions for
the Boss battles that lie
ahead!

18 The Beginning

béyond jch}e gates at the
y leading away from the

Book. From talking
ou’ll learn that his

4 Checklist for Melrode Mondstery

Items:
DEW DROP x 3
FRESH BREAD
HONEY BREAD

Spirit Elements:




afr ingraa S
Raaag to trguel, are ugu?
Fine, Werll gaua you soms
White Wings. Thay?ll
bring you back to Melrode

insight for your ow q

/y;g Kain : : ; ;
Brian, when fighting you . . 5
Sril hate ke rtaganal Talk with Kain, the shepherd, to gain
areas surrounding you, The
targe pctagon represents &

areas come into play when Brian is th

e used in any

into combat. More important-
READ found in a chest. Items ,

Tamer has certain advantages( one of them being able to take advantage
f the overwhelming generosity of CeItIand s people!




wpsmc FRESH BREAD
HP 50 RECOVERY

<,
You can save up to I5
locations on a single
memory card. Be sure
to use a different page
when saving games
~ because if you keep
' overwriting a single save
game slot, you won’t be
able to start the game
~ from an earlier point if

necessary!

To use an item, first press the R button to bring up
your inventory screen. Move the analog stick to the
left or right to select the desired item, and press
the A or Z Button to use it.To cancel out of the
inventory screen without using an item, press

the B Button.

ChecKist for Melrode City

Items:
FRESH BREAD
WHITE WINGS

Spirit Elements:

(Delrode

Lééviné’the safe confines 4’6f Melrode, Brian mu
his way south to Dondoran. This journey, wi
lengthy,

20 The Beginning




Battles

As Brian journeys across the countryside, his chances of becomi’ng'in%lved in a confrontation are great. Once an
encounter occurs, both Brian and the attacklng monsters are surrounded by a Iarge octagonal area representing
the battle area. When it is Brlans turn to act, he has the following choices: &

He can attack with his staff
He can attack with magic
He can move closer to the enemies.
“He can use an ltem. it
He can escape the battle (prowde that his octagonal movement ring extends beyon, the battle octagon)

"’Batﬂe'oegins asa Hell Hor
attacks Brian!

Brian attacks using the
Wind Cutter spell.

Brian is victorious!

Combat is turn-based, so that Brian and his opponent alternate attacks, whether physical or magical. If the enemy
force attacking Brian is comprised of more than one enemy, the exchange of blows will occur as shown below
until all enemies have attacked:

Brian — Enemy | — Brian — Enemy 2 — Brian, and so on.

%]/ @‘;’é Prima’s Offi C|a| Stratng\G“'de 21;? '




This cycle continues until one of the following conditions is fulfilled and the battle comes to an end:

All of the enemies are defeated.
Brian escapes the battle.
Brian is defeated.

When an enemy is defeated, it
disappears in a flash of
exploding light.

Brian escapes the battle by moving
outside of the large octagon.

Gdining >

When attacking creatures using Brian’s
staff, it is imperative that you correctly
line up that attack with the enemy
before initiating it. If the staff icon is

EXpCI'iCﬂC@ not present before you attempt the

attack, you will not hit the enemy!

With each successful battle, Brian Although Brian is within striking
2 s : : 3 distance of this Were Hare, his
gains experience in the areas of Hit N il ety

Points, Magic Points, Defense, Agility,
and Elements.

The visible staff icon tells you that
Brian has a chance of successfully
attacking the enemy.

Each time one of the values for HP,
MP, DEF, or AGI reaches 100 percent, Brian gains one point for that value,
and it is reset to 0 percent.

On the Element Experience Screen,
when the sphere in the center of
the status screen fills up (100 per-
cent), Brian receives an additional
Spirit Element as the

spoils of battle.

22. The Beginning



Each time you cast a
spell, the number of
MPs you have remaining
decreases. Don’t
despair! Each step that
Brian takes causes his
MPs to restore to their
full strength.

screen shot t
locate it!




Were Hare—The bunnies roaming Celtland aren’t your normal fuzzy, cuddly creatures.
Appearing in groups of up to five members, or with other assorted nasties, these hares
can attack Brian from near or far with the Wind Cutter | spell. Fortunately, if Brian isn’t
too close to them, he can dodge the whirling blades of wind.

Hell Hound—These fire-breathing
dogs of Hell travel in packs of up to
four members. Using the Fire Ball |
spell as their method of attack, they
attempt to quickly close the distance and attack Brian up close. Since these hounds
use Fire-based attacks, counterattacking with Water-based spells is highly effective.

Parassault—Always appearing with
Bumbershoots, these bouncing,
wacky-looking creatures will
attempt to freeze Brian dead in his
tracks with Ice Knife attacks. Once frozen, Brian
can only attack creatures directly in front of him,
using either his staff or directional magic attacks.
He can, however, use magic such as
Wind Magic to reach the enemy
behind him.

Bumbershoot—The ever-present
counterpart of the Parassault, the
Bumbershoot draws its magic from
the Fire Element, casting Fire Ball .

Big Mouth—These lumbering blue
lizards are slow-moving but pack
quite a wallop with the Water Pillar
spell.You can remove them from the
battle quite easily by keeping your
distance and using spells like Fire
Ball, Rock, and Wind Cutter against
them.

Man Eater—This creature is truly a sight to behold.
Comprised of mud, sticks, and skulls, it attacks

with the Earth-based spell Rock I.

Its weakness lies in its attack method, for the

Man Eater can’t hit anything that is standing close
by and out of the range of the
boulders it lobs.

Checkdist for the Holy Plains

[tems:
o None

Elements:




Dondoran
Cascle

Makmg his way up~the

When saving, be sure to
use at least two save
game slots for saving
your progress.
Otherwise, you might
find yourself in a no-win
position without a
previous save game

to fall back on.




Make your way into Dondoran
Castle where Klng Scottfort

to defeét the thief and return the stolen property, he would be
rewarded handsomely. MINT LEAVES and two bottles of DEW
DROP can be found within the chests lnﬁ.the Prlncess ;

S N\
N Checklist for Dondoran City (Part 1)

Items:
DEW DROP x 3

FRESH BREAD x 2
MINT LEAVES
YELLOW WINGS

Spirit Element:




Cnerance

To Solvaring Bacele

and retrieve the
and the bottle ¢
- hidden there.

(jaces ©o
Dondoran Flacs

ed gates leading to Dondo
sfully defeats Solvaring, th

Moving down the left fork; !
Brian runs across a Spirit
Element as well as a pair of

Within the relative darkness of the forest, Brian.
may encounter larger groups of monsters than h



Farther : Before attempting to defeat Solvaring, Brian
path is a fourth Splrlt should possess 75 to 80 HPs and approximately 20

MP:
to the right of the |

Iarge tree, whos Additionally, it’s best to have built up one or more

4 Elemental Magics so that you can cast spells that
inflict 23 to 28 points of damage with each hit. For el
example, with 13 to 15 Water Elements, you should
be able to do around 25 HPs of damage with the
Water Pillar spells, and heal from 8 to 10 HPs with

Healing |.

Remember, the more Spirit Elements that you col- s
lect in one category, the more effective your spells
become.

et in close and attack with maglc spells, since your staff will not |nﬂ|ct as.m e
e as.a Water Pillar spell. Just remember to keep an eye onwyour-HP level and ™ 4
Mic the power ofithe ke the time to use a FRESH or HONEY- BREAD totheal yourself during the battle.

SOUL SEARCHER spell o
to display the! statistics
of an enemy as shown

above.

3

In fact, make sure that you've saved a few just, for this ,

After'/you 2at Solvaring, you not only receive the Earth Orb, but you have free
reign to loot’his cache of treasures. Search the satellite islands for treasure chests
before making your way back to Dondoran to claim your reward!
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The Monsters of Connor Fortress
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creatures attack with a fervor that knows no bounds. Attacking with
Fire Ball | from afar and kicking up a whirlwind of dust with Cyclone
when close, these monsters do not yield.

Earth with their attacks. If he is positioned correctly, Brian can some-
times avoid the blades of wind from the Wind Cutter 2 spell altogether.
Up close, these amphibian warriors inflict damage

Bat—The Bats of the forest are the first creatures Brian encounters

that possess multiple attack methods.When they are at a distance, they
fly toward their opponent while launching a Wind Cutter | spell. Once
they’ve closed the gap, they shift to the Water-based Water Pillar | form
of attack. :

Kobold—These dog-like

Marionasty—An animated doll gone bad, the Marionasty attacks by
hurling multiple blades of cutting wind (Wind Cutter 2) when it is far
away from its opposition. In close proximity, it resorts to a jumping
attack.

Frog Knight—The man-frogs
of the forest draw upon the
forces of both the Air and

with the Cyclone spell.

Man Trap—The Man Trap is the first creature that has the ability to
heal itself. Since it doesn’t possess a ranged attack, it uses this action
when its enemy is too far away. However, if Brian moves too close, it
swings its large head down /

on him. Checklist for Connor

Items:
DEW DROP
GIANT’S SHOES

Spirit Elements:

5




apool and Limelin (the last known site of

Now: that you've beaten
Solvaring, you can pass.through
'Connor Fortress and continue

_ your jburney. Before leaving the
castle, however, make sure to
check out the secret room
behind the King's throne. Inside
is a Spirit Element and three
Treasure:Chests! With these in_
hand, make your way back to

Checklist for Dondoran City (Ddrt z) ~  Connor Fortress.

Items:

HEALING POTION
HEROES DRINK
REPLICA

Spirit Element:
|




Glencoe Forese

Conner Forese




oot
S

Spirit Elements.You can find
ts of the trail

e s
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Mad Doll—These creatures are like an even more deranged version of
the Marionasty! Influenced by the Earth Elemental, Mad Dolls are prac-
titioners of the spell Rock 2 when attacking from afar, and they use an
evil jump attack when close by. Their jump attack is relatively weak, and
Rock 2 is even easier to dodge as you pelt them with long-distance
Water,Wind, or Fire magic.

Death Hugger—The Death Hugger is a larger, nastier version of the
Bat. These winged creatures make good use of the Ice Knife attack,
which not only inflicts damage but can freeze Brian in his tracks. Try to
keep on the move when they attack to avoid being encased in ice.

Goblin—The stronger cousin

of the Kobold, Goblins prefer

to attack with the Homing

Arrow spell. Since they normally attack in groups of two or more, try
immobilizing the group with the Ice Wall spell. This has the freezing
effect of Ice Knife but with the added benefit of being able to effect all
of the enemies within its range.

Apophis—These serpentine monsters show up near Glencoe Forest
and plague you as you make your way to the Dondoran Flats Inn at the
bottom of the map. These are difficult creatures to defeat, as they use
the most powerful form of the Wind Cutter spell, which can cause up to
five blows of four-plus HPs each.Try to dodge their attacks or immobi-
lize them as you whittle away their HPs.

Frog King—As you would expect, the Frog King is a more powerful
version of the Frog Knight. These royal monsters lurk near the inn and
shoot Large Cutters from their swords whenever you get too close. Like
the Apophis, Frog Kings can do a lot of damage in a

short amount of time if you're not careful.

Checklist for Dondoran Flats

Spirit Elements:
3




to the west of the main path.
From afar, this area looks like
 just another bluff, but if you
keep walking straight toward
the tree behind it, you'll find a
hidden ramp leading down. To

the righ\fof the log is a Spirit Element,

i% S 1 b {4
fa 2i26

Make sure to save your
progress at the
Dondoran Flats Inn
before venturing into
Glencoe Forest.

=B, £03/10F
e
= 26126

gt Kelly
Fallow the scenic ualley
into the forest and you
will come upon a Blue Cave,

n set before a breathtaking waterfall. The cabin’s inhabitant, Kelly, tells
e Cave and warns you that the Spirit’s blessing is needed in order to




Ghost Stalker—The Ghost Stalkers share the same attacks with the Mad Doll, namely
a close ranged jump attack and a penchant for Rock 2. The strategy for beating these is
also similar. Their fondness for crowding around Brian makes them easy targets for
spells with large effect radii, like Ice Wall, Large Cutter, and Water Pillar 2 and 3.

7’
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Dark Goblin—These hearty monsters bear a
striking resemblance to the Goblins you faced
earlier. These monsters use the Wind Cutter spell for offensive attacks and Evade to

raise their own Agility. Expect them to be slightly harder to contend
with than normal Goblins, since their attack spell can
do more damage and is harder to dodge consistently.

Treant—Treants are living trees that shoot devastating Wind Cutter spells from their
mouths. Their main weakness is ice, however, and you'll find them easily frozen by
spells like Ice Wind and Ice Knife. Which is a good thing, since they are often accompa-
nied by one or two
Ghost Stalkers.

Hot Lips—Like the Man Trap in Connor
Fortress, these carnivorous plants like feasting
on young heroes. Cool off these

Checklist for Glencoe Forest ey planks sitphatepoRAi]
Elemental spells!

Items:
SILENT FLUTE

Spirit Elements:




In order for the ship to
set sail, you must enter
the ship’s cabin, if only

for a brief look around!

~ West Carmagh is home to two fair cities—

\ Log Bridge - Norwood, the City of Wind, and Larapool, the

. : : City of Water. As their names imply, the cities are
protected by the Spirits of Water and Wind, an
I|ke the rest of Celtland they re in dire straits. Be

CulHazaRd

Normoon

é(Uind(uaRd Foresc

Norwood

36 The Quest for the Wind Jade
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oing to do? Thes
@l sgu?ggd; - And nos
- the lake is flowing in
the wrong dirsction.

first is at the top of a |
you cross the bridge leading
from the harbor,
while the second is in a
similar location when you

reach the crossroads.

i

—

s a city in that direction) and

until you reach the shining arches and

ountains of Larapool, City of Water,
where the next part of your quest will

i




The Monsters of West Cdrmagh

HEs YO0/ 107
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Ork Jr—These furry beasts are most often seen in the company of Were
Hares. While not especially difficult to kill, they are fond of tossing Rock 2
spells at you, which are large boulders and therefore more difficult to
dodge. Try to keep in close range while you're attacking them, since they
do not have a short-range attack themselves.

Gremlin—The mischievous

cousins of the Parassault, these bouncy creatures are prone to all sorts
of windy attacks.Watch out for their Wind Bomb attack, as it can be
quite painful!

HE, 985770
247

Merrow—The Merrow are hearty foes! Not only can they diminish your
defenses with a Weakness spell, but they can freeze you in place with Ice
Knife. Be careful when attacking them at close range, since their
spell-casting techniques push them a few steps backward and

possibly out of reach.

Ghost Hound—The Ghost Hounds appear as you get closer to
Windward Forest and Cull Hazard. These fierce canines use Fireball 2 for
their attacks whether you're far away from them or

standing by their side.

Skeleton—Skeletons are particularly fond of Wind magic, even though
they are Fire Elementals by nature. Of all the creatures that you'll
encounter near West Carmagh’s dungeons, these have the lowest HPs and
are the easiest to defeat.

”* ] _ Wolf Goat—The Wolf Goats are
the most potentially dangerous monsters wandering the countryside of
West Carmagh. Like the Skeleton, you'll find these Earth Elementals near
dungeons. Their spell of choice? The wicked and

hard-to-dodge
Avalanche!

b Checklist for West Cdrmagh

" Spirit Elements:
3

38 The Quest for the Wind Jade




Cnerance o
Founzain

Cncrance co

\ | . Blue Cave

ez dirgs
Hey! | would give you Blue
®ings, but you alrsady
have iha-, Oh, wellii.

e replenish your suppl

My garden is rich with Mint LEAVES. Galita will be more
Legues, Lst me know if you

run out, 1¥it ck zome
wnra for gou s S than happy to share her crop

blowing, The reagson ean be
found neqr the Cily o

\Emd, MNormoon, When tha
wind stops. demons are

,,ay over to Normoon—and qu1ckly'
* Finding the Blue Cave can wait.

Checkist for Larapool
[tems:
BLUE WINGS




Cxit o
Norwood ¢

Cnrrance

By

there, in a pasture to the west of the path, is a log Ieadlng across
river and into the mountalns

R

. Vamc ,nuruthg
- Affter ¥n

U poss a caus Imuln 2
a3 Cul

Hazard up ahead,
it*s stroight on to
~ Normoon,

Walk across 2
Cull Hazard

spitality because the journey is long and arduous! Before you leave
grass around the inn for the third Spirit Element of the West
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ross the bridge, cross your fingers, and pr

e tunnels, yo
game for the Skeleb

you can attack these flying
easts with your staff, the ones
‘ hovering out in space

require magical attacks.

Take the time to

heal yourself and
regenerate MPs while
you’re in the narrow
tunnels. Most of the
monsters in Cull
Hazard are capable of
inflicting quite a bit of
damage, and you won’t
want to be caught with
only half of your HPs.

pathway snakes its way around the gorge and finally leads you
to the river below. However, all of the misty steam. makes:it difficult to keep your sense of direction;and if you




Eventually, you end up in
another enclosed passageway‘i"

that dumps you out on a lake.

FoIIow the Iedge to the Ieft and
y ou re almost out.

%

roundabout around a large circular rock, and at
ander around in circles if you get confused. If you take the
left route you run across a treasure chest and an Element at the very
s area is infested with hug erns, so you need
>u make your way
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If yoiJ decide to take the ramp

to the left,you end up in a
dead-end passage. Sorry, but
ou won 't even find a treasure

or two here': I




The Monsters of Cull Hazard

their prey and can be pretty tough competitors.You'll often find them in the

s

Skelebat—These bats like to hover over empty space and make it hard for
you to attack them.Their Wind Cutter spell is pretty fierce and can do a lot
of harm over a period of time. If possible, try to take them out in groups
with spells like Ice Wind.

Blood Jell—These gelatinous creatures
delight in shooting Homing Arrows at

company of Scare Crows.

Scare Crow—These large black crows are, like many other monsters, fond
of the Wind Cutter spell. With 120 HPs, their staying power is stronger than
many of the other inhabitants of Cull Hazard, so try to immobilize them or
take them out in a group.

Wyvern—These are the most

dangerous creatures found in Cull Hazard—and they have two high-pow-
ered Fire attacks to their credit. They are also the most worthwhile to kill.
Whenever you run into a Wyvern coupled with Skelebats, always stay to
stick the fight out. Three opponents means that you have three hits to the
Wyvern’s one. Furthermore, his bulk tends to protect you from the attacks
of the Skelebats. Ice Wind and Ice Knife, with their restrictive side effects, are

good spells for these mammoth dragons!

J N\
Checkist for Cull Hazard
[tems:
HEALING POTION x 2
HEROES DRINK
HONEY BREAD
SILENT FLUTE

Spirit Elements:
2

A\
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To (Windward
Foresc

To Cull Hazard

Spirits are hidden between the two_ eLds Yeu have to be very sharp to catch the tall end of the Splr’lt Element
through the dense stalks.




/= Heclar | v The Druids living here are very
if you eet all your Hone . ’ : :
Bread, dan'i warrey, 11 hospitable. Hector is always
give you more,
: happy to donate a loaf of
HONEY BREAD for a good

i Anetie A brrns
Well, what ¢ cute-lookin : e q

ol el s fust e hqgf r GREEN WINGS.
bBut '| gm the keeper of
the Gresn Wings,

Before leaving, make sure
talk to Micah. This wise [

o Vame #i cah =
Since pldsn limes, lhe
Windward Forest has besen
the hiding place of the
Wing .ade, 1f you hold

P Oseer oo
Me aond my maies are
‘uagabonds, YWe wandsr
whereysr our boots itaoke us,

g Riek : : gl Keuin

: H?? there! Have you seen q - There w®as g magician in
silusr—heired man wilh our group sho kept {o
razaor-sharp syes? Where 1 himself., He disappeared

has thel kneove gone? : . npt far from here, He

.

When you are ready to pro

Windward Forest.

t 5

2 Checklist for Norwood City >

[tems: £
FRESH BREAD x 3 :
HEROES DRINK
GREEN WINGS

Spirit Elements:




Cncrance fFrom
Norwood

% *8%7 %y

a HONEY BREAD. Around both
in the corners.




the path until you find yourself
at the edge of a large promon-

around the corner, make sure
that all of your HPs and MPs are
intact.

Ea 361127
¥ 10136

; OTIONS left, you can run right up to-him and hit him wn:h a
owered spell like Water Pillar. Although his Large Cutter attackis

Under no circumstances do you ‘want to stand in between the battlmg
spells, as Zelse’s m|drange attack sends a line of explosive bursts across
your path and causes a serious loss of HPs!

nce you've managed to defeat him, you will obtain the treasured Wind
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i et f s
~ The bridge is fixed,

itk
ons, That aesagns you can
regch Norsoon egsily

- thraough the forest.

and earn the congratula
of friends.

061124 — 8 Temptress—These lacy butterflies float just out of range of Brian’s staff, mak-
e Bl ing it impossible to attack them with anything other than magic. Fireball and

Wind Cutter are good choices, since they keep you out of the way of their
deadly close-range Wind Bomb attack.

Termant—These are not too hard to defeat
in small groups—not that you'll ever find
them that way. These large ants love to attack in big groups and with

Arachnoids. Be prepared to heal yourself a lot when dealing with them!

1



R

Arachnoid—These are giant spiders that shoot Magma Balls from underneath.
While they are pretty easy to dodge when you're at a distance, at close range
this attack can do quite a bit of damage.

Thunder Jell—These monsters may look
like giant beach balls but they attack with
a strikingly strong Homing Arrow spells. To
make matters worse, they also heal themselves and prolong your agony.

Beware! This is another monster that likes to attack in large groups.

% %20%7 %

Ork—These monsters start appearing near the middle part of the forest and
are actually relatively easier to defeat.They are easily frozen with ice-based
attacks and take a goodly amount of damage when scorched with Fire. Be
careful about getting too close to them, since they are practitioners of the art
of Wind Bombs, which can inflict 25+ HPs worth of damage a pop.

N

HEy 4221122

Jack-O’-Lantern—Every once in a while, you'll run across these human [ Sear=rl
Halloween pumpkins either in small groups or coupled with an Ork.Although | '
they can inflict grievous harm with their Homing Arrow attack, their small num-

bers make it easy to dispose of them before your wounds get too great.

Lamia—Named after the monster from ancient times, this serpentine foe
has the face of a Sphinx but a tail that wounds with dazzling lashes of wind
regardless of where you are on the battlefield. You're sure to run into this
nightmare in the latter part of the forest.

J S

ChecMist for Windward Forest
Items:
HEALING POTION
HONEY BREAD
WIND JADE

Spirit Elements:
4

A\
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Leila informs Brian that Epona

wants to talk with him.
However, in order to reach her,
he must navigate through the
perils of the long and treacher-
ous Blue Cav: By lowermg

) level, Brian
creates a temporary. pathway“

that leads to the Blue Cave.

s beila

I*ue been expwctln HOu.
Relegze the proieciiue
water ond open ihe road to
the sacred Water Crystal

h‘OPe that Leila’”the- 'Sorceress’f

I's lower level (use the stait
<right next to the one fro ]

 the “Crystal Well. There s als

treasure box contammg a SILVER




B

. 4 ChecKlist for Larapool (Part 2) N

ltems:
SILVER AMULET

Spirit Elements:

Cxic co Glencoe Foresc
in Dondoran Flacs

B To Pare Two

Cnerance to ¢
Biue Cave From
Larapool

7

reach the ominous Epona. Although it is easy to get lost in these forever
- winding passages, the correct path has been marked by earlier, consider-
ate travelers. At every junction, you only need to follow the paths with

the arrow-inscribed columns. -
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Of course, wandering
e other tunnels

HEy 7401740
=l

ve Nds I Although the arrow columns highlight the

. b - G correct path, some of them are not easily
adva Al weII If e spotted because of their angle from the
take the left- hand tunnel path you’re on. Fortunately, there is only
one true path through the Blue Cave. So, if
you happen upon a dead end, you know
you’ve missed a turn, and must double
back to find the correct path.

Blle!Cave a||7the way to
_its end, you ’ll run into a
it Element!

As the tunnels give way to
this large open cavern, you'll
get a good idea of just how
Iarge the Blue Cave is.This

Fortunatel}, there is on y one more path that leads to a dead end
before;you reach the second leg of the journey.

«,/,,,”

the last dead-end tunnel.

Reaching the open ravine area -
for a third and final time, Brian
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E}%%” Scorpion—These translucent, ice-like creatures are found in groups of
W 93 up to three.They're quick to move in and surround their opponent, all

the while attacking with Homing Arrow 2 and Walking Water. Both attacks
can be avoided if Brian has enough room to maneuver.

Crawler—Caterpillar-like in
appearance, these insects of
the Blue Cave can freeze their prey with the Ice Knife spell or pummel
them with Water Pillar 2. They are often found in groups of up to five or
 inthe company of Scorpions or Multi Optics.

Mimic—Looks can be deceiving! These monsters, much like giant hermit
crabs, have taken up residence within treasure chests. Although you
never seem to meet more than one at a time, the force of its attack
more than makes up for its lack of companions. Mimics attempt to

freeze their opponents with the Ice Knife spell and then move in for the
kill with Walking Water.

TEY f8i38

Multi Optics—These slow moving jelly-like piles of eyes are among the
few creatures that can heal themselves, and they take advantage of this
ability when their opponents are too far away to attack. Once the
enemy is within range, they shoot multiple homing arrows.

N\
/ Checklist for Blue Cave (Ddrt 1> =

Items:
HEROES DRINK
DEW DROPS
HEALING POTION

Spirit Elements:
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Cxitc to
Cryszal Valley

Prima’s Ofﬁ ‘

The quickest way to
navigate through this
area of the Blue Cave is
to take the second
pathway on the left or
the first one on the
right and stay on it until
it merges back together
at the north end.




Checklist for Blue Cave (Ddl't z)
Items:

MINT LEAVES

HEALING POTION

Spirit Elements:
3

* Cherance
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leen on the Isle of

: i i | Eazerzes
i% /4//41 - 1 ‘ W’

et (woaan Checklist for the Crystal Valley

save the game at this

point. If you choose i

not to and die during Spirit Element:
your attempt to 2

retrieve the Water
Jewel, you’re transport-
ed back to Larapool
and have to make the
journey through the

mu:a Cavalonce agaln L OCh Kllderey




ez

o gTer Returning back to the upper
level of the ship, you find the
miraculously docked at the

e

If you forgot to save
your game position at
Epona’s Cottage, here
is another chance to
do so.

J

[tems:
DRAGON’S POTION

Checlist for Loch Kilderey

Spirit Element:
I

Teleporcer
co Baccle
wich Nepey

Colleen's
Cabin

to the right is a Spirit Element

get accosted by a group of monsters in the
process.

_.’Z
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Step off the ship and scan the surrounding area:
where the dock meets the island’s rocky terrain

Although it’s a just short stroll from the docks
to the house, there’s a good chance that you'll




of the Iake’s’

inside the circle of stong :

Transported to thervdepths of
the lake, Brian must make hIS -
way up the wi




HEa £7{ 756
[ oo

. Her almost 900HPs drags the battle out for a good
' / e a few HONEY BREADS and HEALING

. WATER JEWEL obtainsad!

@ ce Nepty is defeated, Brian is rewarded with the Water Jewel.

L ] Hes 732] 143
Remember that the spells e g
you cast inflict damage in ;
proportion to the number of
Spirit Elements that you've
collected so far. So, if you’ve
been collecting mostly Fire % o .
Elements, concentrate on g : » / EaLELL 5
using spells like Fire Pillar ’ s : ; T
and Homing Arrow LV2. ‘ - i :

the Water Jewel a
The room behin
Cottage. Be sure 1

 her and Kiliac will transport you back to Epona’s: |
. Element floating out there in the

Now that you've successfully recovered three of the Elemental Stones,
. you'can quickly return to the streets of Larapool by entering the ring of
stones outside Epona’s Cottage.

7 o
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Grangach—Leaping lizards! These pogo-hopping reptiles only have one
spell at their disposal, Walking Water. But when you're attacked by a
group of two to four of them, that one spell can drain your HPs at an
alarming rate.

Pixie—Similar in nature to Temptresses and Sprites, Pixies float high
above the ground raining spells down on their opponents. Their swaying
motion is not only distracting but it helps them evade Brian’s staff. Like
the Grangach, they only attack with the

Water-based Walking Water spell.

Checklist for the Isle of Skye

Spirit Elements:
5




3

For those of you who are serious
Spirit collectors, now is the time to
pick up a couple of the more myste-
rious ones.

Using the YELLOW WINGS, travel
back to Dondoran City and pay
another visit to the King’s Castle. If
you go upstairs and inspect the
library, you’ll find that the bookcase
on the northern wall will open up,
giving you access to a secret pas-
sage. In this passage is a very well-
hidden Spirit Element (and another
way to access the King’s secret
Treasure Room).This trick is only
possible if you’ve defeated Zelse and
obtained the Wind Jade.

Another Spirit can be found on the
ferry boat itself. All you have to do is
ride the boat three times in a row.
On the third trip, as you leave the
cabin, check out the boxes on the
right side.As you approach the door,
a question mark appears over
Brian’s head, signaling the presence
of an invisible Spirit.

g collection of
for Brian next!

'mal state, a trip back to the
-der. Now that travel has been
ity of Limelin and continue the

Limelin’

WharF

Cicy of
Limelin

Cnerance co
Baragoon Tunnel
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Cryshell—This turtle-shaped monster attacks with unexpected speed.

Watch out for his Ice Wall attack and try to immobilize him or take him
out early!

Fish Men—The Fish Men are
a strange group of creatures.
. % %%, 5 As you would expect from

sea monsters, they utilize the
power of Water in their attacks. Their favorite is Walking Water, and if

you've already learned how to dodge it successfully, then these mon-
sters should pose no problem.

*16%75%0%s

Caterpillars—Expect to find these insects attacking in groups. While not
particularly hardy, Caterpillars are capable of doing quite a bit of dam-
age with their Fire Pillar and Homing Arrow 2 attacks.

S
R




Limelin Lo
Cascle road lies the beauti-
\Ithough everything
 the outside, inside

Abandoned
House

Tower
Jait

I

 thro the dty,t en locked in the
- ‘T}wer] .Somehow* hes managed to

left, where you'll f nd one of -
1any Spirit Elements in

continue your trek around the
left part of the city and follow
- a dark path that leads to the
gates of an abandoned house.
In front of its locked gafes is
the second Spirit. :

*272%3%50% %

The next
- Limelin
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f Limelin. Stl” use your experlence in Norwood as
e and explore it completerYou never know what you might find.

wifon Tina

Nobismen's houses ars
filled with ualugble iiems,
I hgue io be egpeful as |
slsan, Ah, such &6 bathsp,

_ will find enough to keep;:you
* busy in the homes belonglng to

oRing oo T || And, of course, don't forget to

I km;lu ithat you 6re on a Aot 3
ang and g;h%gg} {ng ausst, 325‘323?;“1@;3535; Heheos visit. Ring’s shop to get your
Nnk. yal tell me, e
_keep { §s8 Rad Wings e s;a{ ton many hers, free pair of RED VWINGS. Also,

Rhett.in the pub down the
street will refill your HEROES .
- DRINK, if you run out:

Once you've finished exploring
the town, a visit to Queen
Deanna is in order.




cond floor of :i(:\h_e ‘asbtle are several rooms. The majority are
e second room to the left is the Castle’s
ests containing HONEY BREAD, MINT

LEAVES, and a HEALING POTION.

in Castle the
Deanna, ih
h in all

The library is located on the

- of
; third floor next to the dining

HEs (771177
HI' L7147
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 back is not one,
- Elements!

OT | ON inb{t"aifhaﬂsj

room on the right-hand side
of the hallway.You can listen
to Zing praise Queen Deanna,
but don’t get so caught up
that you forget to look
around. That ladder is a hint!




nna also has a secret door

behind her throne. This one

also leads to a room full of
treasure chests!

N

Checkist for Limelin

RED WINGS

HEALING POTION x 3
MINT LEAVES x 2
HONEY BREAD x 2
DEW DROPS

SILVER AMULET
CELINE’S BELL

Spirit Elements:
9

SILVER AMULET obtainsd!




n detour leads you to
r Spirit Element This

ared to F ght aWyvern or two

e

Follow the signpost to the left
to Baragoon Tunnel, the aban
doned mine shaft dé§"cri_@3e,

205

At the bottom of this canyon is

_iscaffolding to ﬁnd
another Spirit!

&
‘.76 18 ‘10 ‘.‘6
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&
‘Ifn 29 ‘,‘!0 f/(,

ead toward the little door at
- mine and prepa

Checklist for East Limelin

Items:
None

Spirit Elements:
6

N

ShilfAwdics

the compass to help
keep from getting lost

For (Dine Care

R R R

| Chcer




HEAL ING POTION obtgined!

botht‘the HEALING POTION
and the Spirit before you hop
onto these narrow tracks.

to the bottom (prepare to be,

ambushed) where'you can |
cllmb the ridges tp the hole in
the.WafI at the' top’ ;

" 70 Searching for the Fire Ruby

 Ih Vgoyb'd news is that you
. won't be attacked while-you

make your way into the heart
of the mine. If you've been run-
ning low on MPs, this is a good
time to recharge them!




ati:o,n’:the

them all. Those raised e | %% %
walkways go everywhere
but have very few steps.

When you've collected everything
hallway in the center of the room

This time around, you have to -
deal with a Sub-Boss before
you get to Fargo himself! The
sorceress Shilf awaits you in_
‘ ber:

;YValk"WHen fighting her, as the;ﬂ,? Or
__provides you with many geograp'hig
- cal challenges. ; ,




72

ighipowered Homing Arrow sort, which

he room. (If you're on a narrow segment of floor,

appears, and you can exit and continue your
search for Fargo and the Fire Ruby!

Don'’t forget to pick up your
consolation prizes on the.
way out! The Spirit Element;

he passageway to the left leads to an
- exitinto a mysterious desert.

Searching for the Fire Ruby

come in handy later on.




T}'IC Monsters Of BdrngOﬂ Tunnel

Sprite—The Sprite is a lot like the Temptress, except that you can actu-
ally hit it with your staff if you are quick and agile enough. However, it’s
better to keep out of range, since their Hot Steam 2 attack can really

destroy your health!

L3

Will-O’-Wisps—These fiery
creatures hover in the air
blasting you from everywhere with their Fireball 3 spells. Although at
160 HPs they are the easiest to defeat of the bunch, their attack
strength makes them the deadliest of all.

Ghosts—The Ghosts of Baragoon Tunnel seem to prefer the company
of Termants as they roam about.Watch out for their Homing Arrow 2
attack, which when combined with the Termants’ Wind Cutter 2

can be devastating.

£

Checklist for Bdrdgoon Tunnel
ltems:

HEALING POTION x 3

DEW DROPS

HEROES DRINK

REPLICA

SILVER AMULET

Spirit Elements:




e

Exic/ Encrance
of Baragoon Tunnel

s

Inn

A (X — Walcs
Greenoch Oucpost
Village

To Boil Hole

(X

Telepore pad
o Shamwood ~—~_

drastic change recently. People will tell you how this valley,“now fille
with sand, used to be green and vibrant.You'll also stumible across the.

_ ruins of the town of Greenoch a ‘abQut}ith,e evil despot in

‘Brannoch Castle. "
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Monsters of Dindom Dries

5 M
L2l 193 |
[R—————) fBEHE FISH e
TEY . Gd] 64

*6%0%0%

Deal with this by putting out their flames with a variety of Water
attacks. Being silenced and torched is one situation you want to avoid.

Sand Men—Believe it or not, these giant statues are the easiest crea-
tures to beat in Dindom Dries! Although their Magnet Rock attack is
rather severe, their hand-to-hand combat skills are quite weak. Run up
close to them and attack them head-on for best results.

Were Cats—These slinky felines, creatures of Fire, can inflict damage at
the mere flick of a finger. Watch out for both their Fire Bomb and
Fireball attacks!

Nightmares—If these giant
butterflies can’t Silence you,
they'll settle for scorching
you with their Fireball attack.

Blue Men—The Blue Men,
although Water Elementals, attack with two levels of Fireball spells.
When these monsters are paired with other fire-shooting creatures like
the Were Cat or Nightmare, keep the antiseptic ready and within
escape distance. Immobilize or silence them whenever possible to give
yourself a fighting chance.

Magma Fish—These magma-spouting fish are not denizens of the
desert areas but hang out near the lava flows of the Boil Hole. Not
only do they shoot streams of fire at their victims, but their ability to
increase their defenses with Spirit Armor makes schools of them
dangerous adversaries indeed!

SN
S
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Deep in the desert lies a phantom city,
known only through fables. Within this
pyramid-shaped fortress lies treasure
unrivaled, guarded by an imprisoned
sorcerer. Do you dare to cross this
barren wasteland in search fo,r,‘VWhat
may only exist in myth?

Finding Shamwood is a

completely unnecessary part of
the Quest.You can skip it if you
like, but the rewards for ventur-
ing out into the desert are really
worthwhile. If you are trying to
collect all of the hidden Spirit
Elements, then a trip to

Shamwood is definitely in order!

Doorway ca
Treasure Room

l Teleporeer

The gossip in both Limelin and
the outposts in Dindom Dries
talks about a “ghost town” hid-
den in the southern part of the
desert. Like a good explorer,
you should probably take a
look.

/6 Searching for the Fire Ruby




Head southeast once you've
passed into the desert from
Walt’s outpost.

Eventually, when you reach the
middle part of the desert, you'll
see a bobbing diamond-shaped

stone in the air. Use the map
to help pinpoint your location.

Closer examination reveals a
ziggurat-shaped teleport plat-
form. Since you won't find any
treasure around this part, go

ahead and enter the center of
the circular design on the top.

Within the blink of an eye, you
appear in front of a large pyra-
mid. This is Shamwood, the lush
ghost town of myth. Within its
walls are treasures untold, so
be sure to search everywhere!

The first of many Spirits to be found here lies at the very back of the _
lower floor of the pyramid. Don’t miss this in your excitement to climb
the stairs and explore the inside rooms.




Of course, the inside of
Shamwood is great as well. This
pathway leads you straight into
the Treasure Room!

With nine treasure chests just
lying around and a couple of
Spirits waiting to be collected,
how can you go wrong? All of
this loot certainly makes the
next part of your quest a lot
more comfortable!

PN /zzw
!5" 8188

Go up the stairs, but before you enter
the actual Altar Room, check this landing
for yet another Spirit Element!

 oatne Lavaar

What haue we here? No ons
has found this phantom city
in a thousand years, | am
-Lavaar, | onée held the

I§ IIJ 204
& arae

Take the stairs up another floor to a land-
ing where there’s a Spirit Element and the
main staircase to the pyramid’s Altar Room.

i

S——
48] 48

GOLDEN AMULET obtainedt e 2
: - o Within the Altar Room are four Spirit

Eiements and a GOLDEN AMULET hid-
den within a chest. This room is also
home to the sorcerer Lavaar. Once upon
a time this magician dared to tame the
powers of the Eletale Book only to be
overcome by its magic. He was saved by
Epona but sentenced to imprisonment in

this pyramid to atone for his crimes. He is a good source of knowledge about the challenges you will face in the

future, so pay attention to his words.




Once you've collected everything, it’s time to head back to the teleporter

and the quest for the Fire Ruby. There is an especially well-hidden
: Spirit to be found near the tele-

porter itself. When you return down
the flame-marked path to teleport
back to Celtland, look to the right
corner of the platform. In the sand is
the tenth Element for this area! But

7 N\

Checklist for Shamwood how do you get there?
[tems:
Q| Beli it t, there i all
CELINE'S BELL Bick i e oo Neld on the e |
DEW DROPS ern side of the path.To find it, merely =
DRAGON’S POTION hoeMrmnomipapsinieiale
w steps from the platform.At a =
GIANT’S SHOES cerhinppoint, the fo':'ce field gives
. Then turn Brian back toward th
GOLDEN AMULET platforrm and have him feel his way
HEALING POTION through the invisible S-shaped corri-
dor. He can then follow the narrow
REPLICA path around the platform to the !
SILVER AMULET other side where the Spirit waits! |
SPIRIT LIGHT

Spirit Elements:
10

Back in the desert, head north-
west of the teleporter to find
the one Spirit Element hidden
in the midst of all of these
dunes. It helps tremendously if
you hunt this one out at night.
Try to match your position
S e, ™ { with the one shown on the
map to the left.

With the Element in hand, you can turn north and
head back to civilization.

»

i
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hldden Splr‘lt Element. Agaln finding this in the dark is easier
than in daylight!

There will'be a road that

leads to the left upon entering

the valley. el

the butte around to the right,

you come across 'a-Si:irit over-
looking a fire-scarred stone
buddmg Welcome to

Searching for the Fire Ruby

b Y% %%
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i Branze

oy ipze Heagling Poltion,
give you anoiher,

if
P2}
I houe o few left,

This is the only town in
which you will not
receive a pair of Wings.

- . 5
¥

Y.

o
o Bhannan

Master Brign--King Beigis

of Bronnoch Castls hos

somehos gotisn his hands on

ENArpous pouers, tt i hs

across Zonne, the old woman that a young man in Larapool ask
tion about his family, she is concerned about her own lost son.

After-saving your game and
esting up a little bit, it’s time to
hit the road in search of Fargo,

Beigis, and your father, Lord -
Bartholomy. Follow the road to
the west until you reach a fork

: branching off to the

Hatepiioy

2012

The path to the right is cov-
“ered with what looks!-like ‘

cooled lava.You can wa K over

it and head into the valley on

the other side. Here there is

nothing except for the blocked

kit _ . ‘ _entrance o a cave.
*57 %7 %6 %6 L ‘ : e




Spmt Element for the Dlnd

Dries area. Then it’s into the
~ Boil Hole..

§2 Searching for the Fire Ruby

HEs, 2701270
I'IP #3150

J

)

Checklist for Greenoch
Items:
GIANT’S SHOES
REPLICA

Spirit Elements:
7




Chcrance From Lava

Dindom Dries

Fargo Criccor| |
(Boss) Baragoon

Door

twisting tunnels! The first ro
is uneventful, so make your way
to the second one.. e

If you haven’t already
discovered, it’s very
easy to get confused in
the winding corridors
of the Boil Hole.Watch
your compass and keep
an eye on the map.

The second open room winds along the shore of a lava lake. On the wéy is a DRAGON'
chest and a pride of Flamed Manes. : o




15

Continue through the tunnels
untll you reach the third open

The treasures in ;chi's:érea
include a HEALING POTION
and a Spirit EIement«Be sure

the final leg of the journey. The next room you come toisa Iarge open
tands your next opponent! ; —

ince ‘yo,u can see Fargo from

the corridor, make sure that

you're fully healed before

engaging in battle. Fargo is of

- the opinion that you will mere-
ly-hand over the other three
Elemental Stones if he shows a
bit of his power.You'll have to
prove him wrong if you ever
want to find your father.

84 Searching for the Fire Ruby



quest awaits.
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FIRE RUBY cbigined!

tour the battle arena fo
DRAGON'’S POTION and ¢
second Spirit from this dun-




The Monsters of the Boil Hole

HEs 2771217
I'fP 50150

\

i
e h"‘*h e ——

.

find these flame-throwing lions anywhere except in the open pits of the
Boil Hole. True to their Fire Elemental nature, they blast you with
either Hot Steam or Fire Bomb depending upon your location.

Rockys—These petite statues fling rocks that are literally three times
their size! Like the rest of the Rock-throwing monsters, you are safest
when you are in close to them. Their secondary attack, Rock Shower,
does half the damage of their giant rocks.

Flamed Manes—You won't

Red Wyverns—Similar to the green-colored Wyverns, these huge drag-
ons are a menace to your good health. They are most often seen in the
company of Magma Fish, and their combination of projectile attacks will
take out a large chunk of your HPs unless you protect yourself or
immobilize them.

Search‘iﬁg for the Fir.e. Ruby

J G
- Checklist for the Boil Hole N

Items:
DRAGON'S POTION x 2
GIANT’S SHOES
HEALING POTION
REPLICA

Spirit Elements:

2
N\




Cnerance/ Exic
co che Boil Hole

Baragoon (Moor
Inn

Gaze o Brannoch
Toa_m/ Cascle

Baragoon Moor is a heavily
armed land eternally shrouded ==X

in darkness.When you exit [l
from the Boil Hole, you face a
large building opposite a large




*5%2%6 %6

g

E” 57157

*5%4%c %6

s

T 57157

steel blue gates of Brannoch
Town. Be pfepared to battle

your way there and keep an

 eye on your health. As always,
there,is a mix of old foes and
h:the new being

§§ The Eletale Book

ng around the inn itself is a

worthwhile task. A Spirit Element is

hidden exactly where you would
expect it, directly behind the inn.
Grab it and head inside!

T 57157

If you haven’t started think-
ing about it already, now is
the time to start preparing
yourself for the final Bosses
that lie ahead. There are
seven hidden Spirit Elements
between you and the end of

. the game, so make them all

count. Look through the
Spell List to see what spells
you have left to learn and
how many Spirits it’s going to
take—don’t just randomly
apply each Element.

Inside the inn is a typical
innkeeper and an atypical cache .
of treasures. On the second
floor, there is not only a Spirit
Elementin the hallway but six
reasure chests between the
two rooms!




@ ééé 233
I'IP #5157

patrol this part of the walkway!
~ Once you've picked this one
. up, it’s time to head into
Brannoch Town proper.

*

*56 %6 %6 %6
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Monsters of Baragoon Moor

oy
ig %3#

I'!iﬁ' 48752

l% 2351235
Iﬂ‘ 5752

i?_ 11233
Eﬁgﬂ}}};@

groups out!

the Roses that are emblazoned on their shields. Although weaker than
their cousins, the White Rose Knights, their Large Cutter attacks are
deadly and their ability to raise their Agility makes them tough to hit. If
you can get close to them, a couple of Water Pillar attacks take them

Wind-based fish with the Fire-based Gloom Wings limits your Checklist for Baragoon Moor
attack choices somewhat. Try a blast of Ice Wall to take both ltems:

Ogre—These giants are often seen in the company of the tiny Rockys.
As you would imagine, they can pack quite a wallop with their Fireballs
and Fire Bombs. Keep out of their blast radius and use long-range attacks
or immobilizing ones.And keep an eye on those Rockys!

Red Rose Knight—The Red [ 22724
Rose Knights are an elite va
band of fighters named for

out in no time!

White Rose Knight—Distinctive for the white rose on their shields,
these Knights of King Beigis’s army are surprisingly easy to defeat. Spirit
Armor and Homing Arrow | are their spells of choice and have little
destructive value in comparison to the other enemy units at this level.

Gloom Wing—You find these large, brilliant butterflies in the pass
between Brannoch Town and Castle, usually accompanied by a school of
Winged Sunfish. Gloom Wings can hit you with a powerful Fire Pillar if
you get too close, so try to attack them from afar.

Winged Sunfish—Schools of these water-spewing fish can be found in
the company of Gloom Wings, where they fling Walking Water spells at
hapless travelers.The

combination of these / \x

CELINE’S BELL
DRAGON’S POTION
GIANT’S SHOES
REPLICA

SILVER AMULET
SPIRIT LIGHT

90 The Eletale Book

Spirit Elements:
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amp up che dack of
prannoch Cascle

Gace co
Brannoch
Castle

There are gun turrets
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wisrre Roddy
¥ou? A mggicign? Whalls
going on hsre? Just the
other day, we caplured
anther magicnqn. But he

- i Al Shannon
@matamt ' A shadow has fallen on the

—‘Ehu would somsone come to city. King Baigis brings
Brannoch uwhen war is about : pain and anguish to all, He
to break out? Why don't /3 has rounded up and )uxled

you stop for g rest,

n Marris

Before you leave town in pursuit

[lJf ygu ryn ugt Ef H?rges :
Bl A e of your father, stop by the store

for a pair of BLACK WINGS, in
case you.have'a need to return
town.Also, a soldi med
shares his abundance of
ol ‘HEROES DRINK, fyou ve used
g Al of ‘yours up. :

Then it’s time to head off for Beigis and Brannoch Castle!

o Checklist for Brannoch Town \

[tems:
BLACK WINGS
Spirit Elements:
None

N\

2N\

©9 The Eletale Book



Brannoch Castle lies at the end of a i;yel
‘Un into at least ol

side of the'stairway, is‘another
precious Spirit Element.

een COmpIeted, to your approval. Once
nter this building, there is no turning back.




nly leads to the bal-
the ground-floor

‘! égéé 236
!= 24i52

i'atber than up, there’s a
very good chance that you're
going the wrong way!

The first door that you run into
is marked with a treasure chest.
Use both this and the compass
to mark your direction before
entering. Within this room is
one of two Splrlt Elements for /
this dungeon 2

The next door youk"e'ncoumer‘;f
leads. to one of the meiny gun- 32722
ports in Brannoch Castle. This
_ Ewineis barren of all thmgs:‘
' excepts cannons This includes
enemy; Units, so take the time
to he@i{ yourself.and regenerate
IPs bef ntinuing out
~ this door.




HEy 927236
[ ]
’}ﬂ' 34i53

IIF 32153

Ah ha hag...! have just
been using you to
experimeni,  Nouw

give me
all of the magica

powers




Eateiiser
P 20053

-needed HEALING POTION and HEROES
to the southeast, directly opposite the entrance.

Need a Break?'Youjr chance to rest lies behind this door. Remembe

when.you leave to head west!-=

«jfr Leonarda B 2620262
Lord Baertholomy*s been k
Taken to o reagte hiding T 53153
place, Brian, | came here
to rescue him, but | didn?'t /A

.In this.room ig‘}og@old friend Le
~ Bartholomy, but has been unsucc

ardo, the magician from the Norwood Inn. He's been trying to save Lord
|. His gift to you is a chance.to heal and save your game. Don’t pass it up.

kg &
& 28

om are five treasur




YE 53753

4frxe Shannon |
Your fale and your fatheris : Brian! How’d you {ind me?
are in my hands, Do as ! How did you get here?
gnu’r‘e told, Quick! Run for it!
This place is a trop!

HEs 262/ 262

b 53733




battlef“ eld presents you with
many challenges.

throne room,Beigis introduces himself and the battle

o
T 25154

|t seems Fargo and
Guilty were not as pouwerful
as their boasts. But
my pouwer is absolute,

,affected by Water-based a' 2
‘tances and does around 100 HPs of
effective at 150 HPs per dousing.

 of restoratives or the Magic
Barrter spell, you attack him head-on with your staff

If aII else falls and | you have a good sup

bl it
L S

*%2%0%6 %6
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Y amc Shannan
What took you so0 long?
V'Knng Beigis wasn*t g bi
problem, was he? Mothing
tike ths pouwer held by

Just one more staircase
between you-and the end of

i ‘afn%’f&' -‘

jCheckhst for Brannoch Cdstle \ 3

ltems: '
DRAGON'S POTION x 2
HEALING POTION x 2
SPIRIT LIGHT x 2
CELINE’S BELL
GOLDEN AMULET
HEROES DRINK
SILVER AMULET

Spirit Elements:




The Floating Monastery
s completely devoid of
both treasures and Spirit
Elements! If you're in
need of a few more
Spirits to get that one
last spell, you’re going to
have to fight for them.
g But beware! The :
you'll be fighting for your life and your . inhabitants of Mammon’s

Id are fi
samty every step of the way as you try salah e

"blue area of stone walkways
and tall arches The exut door is

i




ust don’t expect to fin
recuperation point.

You're getting much closer now to finding the end of this
labyrinth! The exit to this oddly familiar world can.be found to |
the east. ' :

5




thoug t of repeatungt is Journey all oy

enter prona s Cottage.

u,jz f.g» E;mna ‘

1*ue been gaiting faor gnu.
This iz the very last place
uhers somsone m?ht come to
your aid, Fr\tm hns paint .

Lt

The dusty road in World Six
takes you through another
forested lane filled with

HEs 2901290

l‘ff' #0i5¢

This is y..c‘,,'jura,ﬁnal save and hea j,,;sp,oyt :
for the game. Make good use of it!
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The Monsters of the Floating Monastery

'Iﬁ" $6i 54

Spriggan—The Spriggan seem
to prefer physical attacks over
magical ones.This may be due
to the fact that they are limited to the Silence spell.
For that reason alone, they are the least

damaging of the four monsters roaming these worlds.

Barrier spell.

Pale Rider—This is the final
monster of this region—and one you want to avoid. Like most of the
monsters using the Large Cutter spell, they do so with amazing results,

namely the loss of 70+ of your own HPs. Needless to say,
this is another monster where the use of Magic Barrier comes in handy!

L3288 ‘ ; ;
Judgments—The Judgment monsters are elegant marble statues with

' awesome magical abilities. They are one of a few types of monsters that

can cast three different spells and do so to devastating effect. They are

quite susceptible to a simple Extinction spell.

N

EE, 2881288
e————
o 77 3¢

[ Y Pin Heads—Pin Heads attack you in one of two ways:With a deadly
Fireball 3 spell or a thwack on the head. Of the two, the physical attack
is the least painful and does a quarter of the damage as the Fireball 3.
Move in close quickly, unless you are protected by the awesome Magic




wifrre Shannon

Erian, ?au’ ue gotlen this
far, au keep going
fnruord, g our i find
quezt, Then &y job =i

eal yourself and regain those missing MPs.
e Mammon has over 2,000 HPs
and three devastating attacks of
his own, so be prepared for a

54154




tra high-powered | ommg«Arre‘ﬁ"-style ttack causes eight to nine HPs of damage per: blo Slnce th|s

s can getp et
~ e ] D2
// mrmﬁn | T 577535
#7i5¢ = \

hniques you've
mastered Wlth other homing

i! 0619!
!: 33155

Elemental Magic(s) you chose to develop as you pléfed th
game. For example, if you chose to ignore Earth magic and er EaL321290
Water magic instead, you can replenish your MPs for free with agic AL
Drain, but you'll miss out on the protective power of Magic Barrier.

If magic’s'not your thing
you don't think you are
inflicting enough damage with your spells alone; try-attacking Mammon
with your staff. If you walk to the very end of the rocky path, you will
be,close enough to this beast for a close- range attack! Remember,

I though, that such proxm:ty leaves you Ilttle room to dodge whatever !
he throws back at yous

i! gé 90
If you've built up your Earth magic enough, you can easily avoid most of . A

Mammon’s attacks with the highly protective Magic Barrier. This spell
wraps Brian in a protective ball for the span of three attacks. If you've
used up your extra HEALING PO N‘

@uud@




Arguably, one of the best
spells to use against Mammon

2 %2y %46 %6

,:_‘4;]@:;; Mammon

| V/ﬁr_@smnnnn .
AN, .. AR, ah ah ah ah, ah.. Memmen has baan des\rugad
whe sy why am | ,ngj.: =X but I*m still here,,. B
is this flesh decag-nq....g uhy? Was | ﬂﬂt bound to
Oh—h=h=h=b=hca loae BHYsqa Mammon for eternity? ;

106 The End




int Elements

e Holy Plain

LocATioN
Melrode Monastery
Melrode City

Holy Plain

Fortune Teller’s House
Dondoran City

drjdordrfl

Flats

id Prima’s Official St»ravte‘gyv |



East Limelin

LocATION NUMBER OF SPIRITS
East Limelin 4
Limelin

Tower Jail

10& Location of Spirit Elements
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Fire-based Spells
SPELL NAME ELEMENTS MPs USAGE
REQUIRED CONSUMED

FIRE BALL LV | | | during battle
FIRE BALL LV 2 4 2 during battle
POWER STAFF LV | 7 2 during battle
HOMING ARROW LV | 10 2 during battle
HOT STEAM LV | 13 2 during battle
FIRE BALL LV 3 16 3 during battle
COMPRESSION 19 3 during battle
POWER STAFF LV 2 22 3 during battle
FIRE PILLAR 24 3 during battle
HOMING ARROW LV 2 28 ° during battle
FIRE BOMB 30 3 during battle
VAMPIRE’S TOUCH 30 3 during battle
MAGMA BALL 36 3 during battle
EXTINCTION 40 3 during battle
HOT STEAM LV 2 44 3 during battle

Farth-based Spells

SpeELL NAME ELEMENTS MPs USAGE
REQUIRED CONSUMED

ROCK LV | I I during battle
ROCK LV 2 4 2 during battle
SPIRIT ARMOR LV | 7 2 during battle
ROLLING ROCK LV | 10 2 during battle
WEAKNESS LV | 13 2 during battle
ROCK LV 3 16 3 during battle
MAGNET ROCK 19 3 during battle
SPIRIT ARMOR LV 2 21 3 during battle
AVALANCHE 24 3 during battle
CONFUSION ’ 27 3 during battle
WEAKNESS LV 2 31 3 during battle
ROCK SHOWER 34 3 during battle
MAGIC BARRIER 36 3 during battle
ROLLING ROCK LV 2 39 3 during battle
WEAKEN ALL 43 3 during battle
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Water-based Spells

SPELL NAME ELEMENTS MPs USsAGE
REQUIRED CONSUMED

WATER PILLAR LV | I I during battle
WATER PILLAR LV 2 4 2 during battle
HEALING LV | 7 2 anytime
SOUL SEARCHER LV | 10 2 during battle
WATER PILLAR LV 3 13 2 during battle
ICE WALL : 15 3 during battle
ICE KNIFE 17 3 during battle
EXIT 19 3 countryside; towns
ESCAPE 23 3 during battle
RETURN 24 3 countryside; towns
HEALING LV 2 25 3 anytime
SOUL SEARCHER LV 2 33 3 during battle
WALKING WATER 35 3 during battle
DRAIN MAGIC 40 3 during battle
INVALIDITY 46 3 during battle

Windibased Spels

SPELL NAME ELEMENTS MPs USAGE
: REQUIRED CONSUMED
WIND CUTTER LV | I I during battle
WIND CUTTER LV 2 4 2 during battle
- RESTRICTION LV | 6 2 during battle
EVADE LV | 8 2 during battle
SILENCE LV | 10 2 during battle
WIND CUTTER LV 3 12 3 during battle
LARGE CUTTER 13 3 during battle
RESTRICTION LV 2 16 3 during battle
WIND BOMB 20 3 during battle
EVADE LV 2 24 3 during battle
CYCLONE 28 3 during battle
SLOW ENEMY : 32 3 during battle
WIND WALK 37 3 during battle
SILENCE LV 2 42 3 during battle
ULTIMATE WIND - 47 3 during battle
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The Monsters of Celtland
Monsters of the Holy Plain

MONSTER NAME GEM COLOR HP DEFENSE

WERE HARE Green 9

HELL HOUND Red 10 2
PARASSAULT Blue 13 2
BUMBERSHOOT Red 9 2
BIG MOUTH Blue 28 2
MAN EATER Brown 24 4
BAT Green 24 3
KOBOLD Green 40 6
MARIONASTY Brown 28 6
FROG KNIGHT Blue 38 8
MAN TRAP Brown 65 4
SOLVARING Brown 200 15
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ATTACK

AGILITY

ATTACK SPELLS
WIND CUTTER LV |
FIRE BALL LV |

ICE KNIFE; HEALING LV |

FIRE BALL LV |;HOT STEAM LV |

WATER PILLAR LV 2

ROCK LV |

WIND CUTTER LV |;WATER PILLAR LV |

FIRE BALL LV |; CYCLONE

WIND CUTTER LV 2; PHYSICAL ATTACK
WIND CUTTER LV 2; CYCLONE
HEALING LV 2 PHYSICAL ATTACK

FIRE CANNON; QUARTZ BLAST

ITEM*

FRESH BREAD

DEW DROPS

DEW DROPS

FRESH BREAD

FRESH BREAD

CELINE'S BELL

FRESH BREAD

FRESH BREAD

SILVER AMULET

EARTH ORB
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Monsters of Dondoran Flats

MoONSTER NAME

MAD DOLL

DEATH HUGGER

GOBLIN

APOPHIS

COCKATRICE

FROG KING

DARK GOBLIN

GHOST STALKER

HOT LIPS

TREANT

114. The Monsters of Celtland

GeEM CoLoR
Brown
Green
ARed
Green
Brown

Blue
Green
Brown

Red

Blue

HP

70

50

83

128

140

108

80

75

125

160

DEFENSE



ATTACK

AGILITY

17

20

35

28

30

24

ATTACK SPELLS

ROCK LV 2; PHYSICAL ATTACK
PHYSICAL ATTACK; ICE KNIFE
HOMING ARROW LV |

WIND CUTTER LV 2

ROCK SHOWER; AVALANCHE

LARGE CUTTER

WIND CUTTER LV 2; EVADE LV |
ROCK LV 2; PHYSICAL ATTACK
FIRE PILLAR

WIND CUTTER LV 2

ITEM*

DEW DROPS

FRESH BREAD

SPIRIT LIGHT

SILVER AMULET

REPLICA

CELINE’S BELL

DEW DROPS

08
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Monsters of West Cdrmdgh

MoNsTER NAME GEM CoOLOR HP . Der
ORK JR. Brown 63 14
GREMLIN Green 83 15
GHOST HOUND Green 99 16
MERROW Blue 77 14
SKELETON ~ Red 80 20
WOLF GOAT Brown 95 17
SKELEBAT Green 79 9
BLOOD JELL B 97 [
WYVERN Groer 310 )
SCARE CROW Green 120 10
ARACHNOID Red 148 17
TERMANT Blue 165 12
TEMPTRESS Blue 132 16
THUNDER JELL Brown 198 I5
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ATTACK AGILITY ATTACK SPELLS ITEM*

12 16 ROCK LV 2; SPIRIT ARMOR LV | FRESH BREAD

13 46 ICEWALL;WIND CUTTER LV 2 SILENT FLUTE
12 43 FIRE BALL LV 2 —

12 36 ICE KNIFE;WEAKNESS LV | REPLICA

12 40 LARGE CUTTER;WIND CUTTER LV 2 FRESH BREAD

14 39 AVALANCHE HONEY BREAD ‘
15 46 WIND CUTTER LV 2 HONEY BREAD
20 32 HOMING ARROW LV 2 —

20 54 FIRE BALL LV 2; FIRE PILLAR HEALING POTION
19 38 WIND CUTTER LV 2 | HONEY BREAD
22 36 MAGMA BALL CELINE’S BELL
20 30 WIND CUTTER LV 2 HONEY BREAD
19 28 HOT STEAM LV 2; HOMING ARROW LV | FRESH BREAD
26 25 HOMING ARROW LV 2; HEALING LV | HONEY BREAD
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MONSTER NAME

ORK

JACK-O’-LANTERN

LAMIA

ZELSE

MULTI OPTICS

CRAWLER

MIMIC

SCORPION

GRANGACH

PIXIE

NEPTY
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GeEM COLOR

Brown

Brown

Green

Green

Blue

Blue

Blue

Blue

Blue

Green

Blue

HP

198

160

220

680

175

150

143

175

230

231

880

DEF

30

23

20

26

30

26

65



ATTACK

25

24

24

22

28

26

28

30

28

24

AGILITY

33

30

34

60

56

53

45

62

75

70

80

ATTACK SPELLS

HOT STEAM LV 2

HOMING ARROW LV 2; WEAKNESS LV |

WIND CUTTER LV 3

SWORD BLAST; LIGHTNING WALL;
HOMING SPIKES

HOMING ARROW LV |; HEALING LV 2

WATER PILLAR LV 2; ICE KNIFE

WALKING WATER; ICE KNIFE

WALKING WATER; HOMING ARROW LV 2
WALKING WATER

WALKING WATER

WATER GLOBE; HOMING BUBBLES

ITEM*

HONEY BREAD

SILVER AMULET

SILVER AMULET

WIND JADE

DEW DROPS

DEW DROPS

DEW DROPS

MINT LEAVES

WATER JEWEL
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Monsters of East Limelin
MONSTER NAMI;
CRYSHELL

FISH MAN
CIATERPILLAR

SPRITE

WILL-O’-WISP

GHOST

SHILF

Monsters of Dindom Dries

MONSTER NAME

NIGHTMARE

BLUE MAN

SAND MAN

WERE CAT
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GEM COLOR

Blue

Blue

Red

Green

Red

Red

Green

GEM COLOR

Red

Blue

Brown

Red

HP

275

275

230

242

160

260

1000

HP

245

264

340

230

DErF

32

27

28

38

33

42

77

DEr

56

32

70

50



ATTACK

29

35

27

30

33

37

27

ATTACK

32

3l

40

32

AGILITY

68

27

65

78

80

84

90

AGILITY

92

80

80

95

ATTACK SPELLS

ICE WALL

WALKING WATER

FIRE PILLAR; HOMING ARROW LV 2

HOT STEAM LV 2

FIRE BALL LV 3

HOMING ARROW LV 2; WEAKNESS LV 2

HOMING ARROWV; BOLT BLAST

ATTACK SPELLS

FIRE BALL LV 3; SILENCE LV |

FIRE BALL LV 2; FIRE BALL LV 3

MAGNET ROCK

FIRE BOMB; FIRE BALL LV 3

ITem*

HONEY BREAD

DEW DROPS

SPIRIT LIGHT

HEROES DRINK

ITEM*

DEW DROPS

MINT LEAVES

HONEY BREAD

DRAGON ‘S POTION




MONSTER NAME

MAGMA FISH

ROCKY

FLAMED MANE

RED WYVERN

FARGO

GEM COLOR

Red

Brown

Red

Red

Red

Monsters of Bardgoon Moor

MoNSTER NAME

OGRE

RED ROSE KNIGHT

GLOOMWING

WINGED SUNFISH

WHITE ROSE KNIGHT

GUILTY

BEIGIS
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GEM COLOR

Blue

Red

Red

Green

Red

ALL

Red

HP

242

350

360

550

1500

HP

440

260

320

320

299

1800

1900

DEr

80

80

60

85

88

DEr

72

70

68

70

76

88

100



ATTACK AGILITY ATTACK SPELLS ITEM*
34 90 MAGMA BALL; SPIRIT ARMOR LV 2 MINT LEAVES
35 90 ROCK LV 3; ROCK SHOWER HONEY BREAD
36 80 HOT STEAM LV 2; FIRE BOMB —
40 120 HOMING ARROW LV 2; FIRE BALL LV 3 HEALING POTION
32 120 FIRE GLOBE; MAGMA BOMB FIRE RUBY
ATTACK AGILITY ATTACK SPELLS ITEM*
37 85 FIRE BALL LV 3; FIRE BOMB GIANT’S BOOTS
38 95 LARGE CUTTER; EVADE LV 2 MINT LEAVES
34 100 FIRE PILLAR;WEAKNESS LV 2 DEW DROPS
34 95 WALKING WATER HONEY BREAD’
54 90 HOMING ARROW LV I;SPIRIT ARMOR LV 2 HONEY BREAD
34 120 SPIKE CRUSH; STEAM CLOUD —

36 140

BUBBLING DEATH; GREEN LASER ==




Monsters of the Floating Monastery

MoNsTER NAME GEM CoLOR HP DEer
SPRIGGAN Blue 462 62
PIN HEAD Red 580 70
PALE RIDER Green 480 63
JUDGMENT Brown 322 78
MAMMON ALL 2300 100
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ATTACK AGILITY ATTACK SPELLS ITEM*

46 10 SILENCE LV I; PHYSICAL ATTACK HEROES DRINK
46 130 FIRE BALL LV 3; PHYSICAL ATTACK CELINE’S BELL

45 . 120 CYCLONE; LARGE CUTTER HEALING POTION
44 100 ROCK SHOWER; ROCK LV 3; FIRE PILLAR GOLDEN AMULET
4| 150 '~ ENERGY GLOBE; HOMING FLAME; LAVAWALL —

*When you win a battle, the computer selects an enemy at random whose item you may acquire as the spoils of
battle. If you currently have the item in stock, then you receive nothing. If you do not have that item, then
you are given it as a reward. When you defeat the four Elemental Bosses, you receive the appropriate Gem

without exception.
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