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" GAME BASICS

This section provides a few tips on exploring, battles, managing your inventory, and equipping
E your characters. For more specific information, | urge you to check out the training rooms locat-
Ty ed in the Sector 7 Slums and Junon. In these areas, you'll find complete tutorials for all the basics
ol in a graphic demonstration.

.,_;(-_;ENERAL TIPS

I Save often—you never know what lies around the next turn.

B Talk to everyone—several times. Some characters won't spill their guts the first time you
speak to them; however, they'll tell you everything the second and third times around.

& Major events in the game often change what some characters say and do. If something earth-
shattering occurs, revisit nearby villages to see if anything has changed.

8 After acquiring a vehicle, leave it in a place where you can easily retrieve it. Otherwise, you
e can easily get completely cut off from your transportation,
»

.~ B Riding Chocobos is a fun way to get around quickly, but it's not always the best choice. The
random battles that occur while traveling between towns are critical for raising your levels
| and fattening your wallet.

e & Carry lots of Potions, Ethers, and Phoenix Downs. These items help the most during
k battles when your magic runs dry.

B Keep your inventory organized. If things aren't to your liking, group them so that they're
easy to find and use.You don't want to waste time during a battle searching for an X-Potion
that you desperately need.

B Most status effects—either good or bad—only last until the end of a battle. You should carry
a few of the items that cure such effects (four or five tops) just to be safe. However, don't
waste Gil loading yourself down with lots of useless supplies.

B Look for special items like Power Source and Guard Source to give your characters a
boost. Each “Source” permanently increases one of your character’s statistics by a point.

& There are several items in the game that have no use and just as many that appear useless,
but in fact aren't. Think about where you might be able to use the odd items that appear. As
your levels increase, some items will become less effective. Potions, for example, will no
longer heal enough to be worth carrying.




WEAPONS & ARMOR

B Always equip new armor and weapons when you obtain them. You should occasionally check
your inventory to ensure you didn't miss the addition of a new item to your inventory.

B The strongest weapon is not always the best choice. Always take into account how much
Materia a weapon can store and what kind of effect it has on the Materia’s growth rate.

B You don't need to purchase each new weapon and piece of armor you find, You should keep
your main party outfitted in the latest gear, but only buy items for inactive characters if you
have an overabundance of Gil.

B Your armor and accessories can seriously affect the outcome of a battle. For example. an
enemy that uses nothing but water-based attacks will have trouble injuring someone.
equipped with the Water Ring.

B Items like the Water Ring enable your party to use normally harmful spells for healing
purposes.

@ Choose weapons and armor that best fit the roles you've chosen for a character, Fighters
need fewer Materia slots than magic users. If you have & lot of empty Materia slots, you may
not be utilizing the best armor or weapon.

MATERIA & SPELLS

B Througout your adventure, you'll have the opportunity to buy lots of Materia. Although you
can find most of it just lying around, you may want to buy a second Materia crystal for
essential spells like Cure and Life.

I “All" is one of the most valuable Materia in terms of eliminating multiple enemies. In addi-
tion, it can also be teamed up with a Materia that gives the entire party bonuses, like
“Restore” or "Time."

B Each Materta gives the equipped character certain bonuses and penalties, Avoid overioading
characters with Materia that have heavy penalties or you may seriously decrease the charac-
ter’s effectiveness.

@ Summon Materia is sometimes difficult to find. You should search everything and every-
where as you explore. If you can't enter an area at one point in the game, return later and
the path may have opened.

B Some of the most valuable spells cause no damage at all and are commonly oyerlooked. If you
want to master Final Fantasy Vil, you must learn how to effectively use Materia like “Time"

and “Mystify."




8 Characters equipped with short-range weapons (swords, staffs, etc.) inflict less damage while
standing in the back rank. Even if they're in the front ranks, they still cause less damage if
they're forced to attack an opponent’s back ranks.

" B Characters equipped with long-range weapons can attack from the front or back rank
. without weakening their attacks. They can also attack an opponent’s back rank without a loss

S oBer

. B You can only hit some enemies (mainly Bosses) with long-range weapons. Even if your char-
acter’s best weapon is best suited for close-range attacks, make sure you keep a long-range
weapon in your inventory just to be safe,

B Each player will progress through the game at a different speed. Depending upon how quick-
~lyyou find your way around, you may occasionally need to “build" your levels or fill your
pockets with Gil. To accomplish this, roam around a town and fight the local hordes of ene-
mies, resting at an Inn when necessary.

- B After becoming familiar with the enemies in an area, take a few moments to re-equip your
team. For example, if you're facing ice beasts, equip lots of “Fire” Materia and accessories
that protect you from ice attacks.

Try to focus your party's attention on a single enemy until it's destroyed. This will enable you
 to quickly eliminate your foes while absorbing the least amount of damage.

If the enemy a character was assigned to attack dies before the character can attack, he or
~ she will randomly attack one of the remaining opponents. It's best to measure your attacks
~ and to assign characters to a different monster if it looks like the chosen beast is about to
~ be destroyed. This allows you more control over the situation.

‘Be sure to use plenty of defensive magic to make up for weak armor. A solid barrier s
- sometimes better than a strong piece of armor.

- 8 Most creatures have distinct strengths and weaknesses. Pay attention to these things, and do
\ your best to capitalize on them.

B When being attacked from behind, you may want to switch ranks between characters
because your front fighters will be in the back, and your back fighters will be in the front.
This is not always worth the effort, but in longer fights it will pay off.

B When being attacked from behind or when surrounded, you'll take more damage than usual
if your opponents hit you in the back.To avoid this situation (attacks from behind), press
[3] + [9] as if to run from the fight. In this scenario, your characters will turn to face the
enemy.




At age 21, Cloud Strife leads the life of a mercenary for hire.As an ex-member of Shinra’s elite
squad known as SOLDIER, his fighting skills are in high demand. Cloud joins the rebel group
AVALANCHE for their first strike against one of Shinra’s huge Mako Reactors that surround the
city of Midgar.

The story line of Final Fantasy VIl revolves around Cloud. In fact, most of the time you're
required to have him in your party because he plays a key role in most of the events in the
game. Over time Cloud proves to be a great asset, because his powerful sword technique is
nearly unmatched.You'll want to keep Cloud in your frant line most of the time to take full
advantage of his sword technique. His magic skills are solid, but don’t overload him with Materia.

CLouDp’s LimiT BREAKS
LEVEL 1:

Braver

Cloud performs a leaping chop that splits a single
enemy in two. Unless you're facing a really strong
enemy that isn't a Boss, this is usually your best Level
| Limit Break.The attack is stronger than the
Cross-Slash, so it usually kills weaker enemies.

; " Cross-Slash

o With several powerful slashes, Cloud causes massive dam-
age to a single opponent. If the enemy survives the attack,
there is a chance that it may cause paralysis. It can't para-
lyze enemies who are normally immune to paralysis, like
most Bosses.

LEVEL 2:

Blade Beam

Waves of energy rush from Cloud’s sword and collide
with a single enemy. The remaining energy then splits
into smaller, weaker waves, hitting any remaining ene-
mies. This attack is great against a large group of
weaker enemies. Always target the strongest enemy in the group, because the initial wave causes
about three times as much damage as the smaller secondary waves.

CLOUD STRIFE
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_ Cloud skewers a single enemy and then leaps high into the
sky to cause greater damage. This is best used against a

. single opponent or any really strong opponents you

e e encounter. Eventually the Blade Beam attack will become
= ineffective, but the Climhazzard attack should be useful

LEVEL 3:

Meteorain

While leaping into the air, Cloud unleashes a barrage
of meteors upon a group of foes causing up to four %5 i
separate hits. This is actually best used against a single enemy unless the targeted grcup is fmrly |
weak. Used against one opponent, this attack can cause as much as 12,000 points of damage. 4

28 Finishing Touch

Cloud creates a large
whirlwind that sucks a

-~
“‘uu R0

es them to either immediamly perlsh or suffer
extensive damage from falling back to the ground. §
Most opponents will simply perish, but larger
creatures like Bosses will always fall back to the
ground. Save this Limit Break for groups—it's com-
pletely wasted on a single enemy.

LEVEL 4:

Omnislash

Cloud assaults his opponent with a long series of powerful
sword attacks. This can be used against a single opponent
ora group. either way, this is an extremely powerful
attack. With the cor-
rect sword in hand, "
this attack can actually
cause just as much, if
not more, damage than




Barret is the 35-year-old leader of the rebel team known as AVALANCHE. He leads the team in
the quest to stop Shinra's Mako Reactors and save the life of the planet. Although he is truly
devoted to the team, Barret often regrets having to leave his young daughter, Marlene, alone or
in the care of others. Barret's motives are unclear, but most believe that Shinra was somehow
responsible for the death of his wife.

Although he may not look it, Barret is one of the most versatile characters in the game. Unlike
most, he has weapons for close- and long-range combat, which enables him to perform well in
either rank.You'll want to keep Barret in the back rank most of the time, because this enables
him to cause heavy damage without taking an equal amount in return. Avoid loading Barret up
with Materia that reduces his hit points and strength. You may want to use him as a damage
magnet later, and if so he'll need to be as strong as possible.

BARRET’S LiMIT BREAKS |
LEVEL 1:

Big Shot

Barret fires a large ball of energy from his gun, which
causes massive damage to his opponent, For the first
portion of the game the Big Shot should come in really handy,

however, it quickly becomes obsolete as your enemies increase in strength.

#5 Mindblow

ol Barret fires a large ball of blue energy from his gun, which
. | depletes his opponent’s magic points. Such attacks often go
|| unappreciated, but the Mindblow can turn a fierce magic

= user into a helpless wimp.

L]

L]

Grenade Bomb

Targeting an entire group of enemies, Barret launches [& i
a deadly grenade into the enemy ranks. This is typically 5= ==

the Level 2 Limit Break of choice. It causes a decent
amount of damage to entire groups of enemies,




LEVEL 4:

Hammerblow

Barret's powerful punch sends an enemy into orbit. Barret can completely
remove an enemy from combat with the Hammerblow, but the attack is
best used against individual non-Boss monsters. The Hammer-blow doesn’t
cause any direct damage, so it's

worthless against Boss creatures.

LEVEL 3:

Satellite Beam

| Proving he has friends in high places, Barret calls for the
| ultimate air strike against a group of enemies. The beams hit
4 for about 3000 4000 points of damage on each creature.

Ungarmax

Lock and load! Barret dumps a large amount of ammunition into a group of [
enemies causing massive damage. The Ungarmax hits more times than the
Satellite Beam, but the hits are weaker.

Catastrophe

Barret uses his gun arm to hover over a group of
enemies, and then burns them to a crisp with a
super-heated plasma blast. As you might expect, t.his
is the best of Barret’s Limit Breaks. It works well
against a group or a single enemy. It does have one
downside: Because the attack isn't focused,
a single enemy won't feel the full force of
the blow.




LJOCRHEEART

Tifa and Cloud were childhood friends, but parted ways when Cloud left his hometown of
Nibelheim to join SOLDIER.When her parents died, Tifa also left Nibelheim and headed for
| Midgar. Soon after opening her bar,Tifa's Seventh Heaven, she met Barret and joined his ragtag
I group of rebels known as AVALANCHE. It’s her goal to make sure Cloud remains with
i AVALANCHE after his first mission with the team.

When fighting, Tifa lets her fists do the talking. Her attacks are generally weaker than Cloud’s
and Barret’s, but from early on her chain of Limit Breaks is by far the best thing going. Instead of
selecting a single Limit Break, each new attack adds to the chain for a total of seven devastating
hits, If she can score “Yeah!” on the twirling slots, she causes extra damage. If she stops a slot
on "Miss,” she misses with that part of the combo, Tifa should always be a frontline fighter, buc
may have trouble contributing during some Boss fights.

TiFA’s LiMIT BREAKS
LEVEL 1:

Beat Rush

Tifa unleashes a quick combo against a single enemy for the first part of
her Limit Break combo.

] Somersault
# Tifa punishes a single opponent and shows off a little with

Pl L T T
o b e e ] 14

EVEL 2:

Woaterkick

£ L

’ The third part of Tifa’s combo is a quick elemental
wave of water that washes over an opponent.

< N lin e
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Meteodrive

|| Tifa shows off her brute force by picking up her opponent
Y and delivering a quick backdrop.

LEVEL 3:

Dolphin Blow

Tifa calls on her fishy friend for this watery uppercut and tacks on hit num- |
ber five.

Meteor Strike

After grabbing her opponent, Tifa jumps into the heavens
before slamming down her
il opponent hard.

|00 m——

LEVEL 4:

Final Heaven

Focusing her energies into her fist, Tifa hits the
enemy with the force of a nuclear explosion.



INISE

A beautiful 22-year-old, Aeris is a bright spot in the middle of a dark and dreary town.While
selling flowers near AVALANCHE's first target, Aeris’ life was forever altered after a chance
meeting with Cloud. Because of her mysterious background, Shinra has pursued her for most of
her life. Now she must fight against those who would enslave her and destroy what she holds
most dear.

Aeris is the closest character Final Fantasy VIl has to a dedicated magic user. Her physical attacks
are fairly weak, but she possesses great skill with Materia and its various forms. Due to this odd
balance, you should put her in your back line and load her down with Materia. Let Aeris devote
her energies to spell casting while her teammates concentrate on inflicting physical damage. This
also takes advantage of her defensive-based Limit Breaks.

AERIS’ LiMIT BREAKS
LEVEL 1:

Healing Wind

Aeris restores the party's lost Hit Points with this
heavenly breeze.

Seal Evil

Aeris casts a mystic spell on a group of enemies, causing
them all to stop and become silenced.

LEVEL 2:

Breath of the Earth

Magical beams of light cure the party of any existing
negative statuses.




Fury Brand

Sacrificing her own Limit Attack, Aeris blasts the party |
with Holy power which instantly fills each of her
allies’ Limit gauges.

Planet Protector

Aeris forms a protective barrier around the party that
makes them temporarily invulnerable.

Pulse of Life

With a quick word of prayer, Aeris com-
pletely cures the party of any ailments
and restores any lost Hit Points or Magic
Points.

~ LEVEL 4:

Great Gospel

Aeris summons the heavenly host and the party is
fully recovered and made temporarily invulnerable.




Although his fiery red fur may make him look like a wild animal, Red XlII's intellect is well above
that of most humans. Not much is known about Red XIII's origin. He’s currently being held cap-
tive in Shinra’s headquarters where he’s forced to participate in their twisted experiments.

! Red XIil is strong at both physical and magical combat. His sharp teeth and claws work well
i with his close-range fighting style, however, this limits his combat options and forces him to take
a spot on the front line.There is a long range weapon for Red XII|, but it lacks Materia slots and
forces him to act as a fighter. Red XIIl makes a solid magic user when loaded down with
¥ Materia, but performs best with a more balanced approach. It’s best to always take advantage of
o his physical strength as well as his startling intellect.

RED XIII’s Limit BREAKS
LEVEL 1:

Sled Fang

Red XIll charges through an opponent causing a large |
amount of physical damage. For a while this may be
the only long-range attack Red XlII has, so it's sure to
come in handy. However, it will become obsclete by
the time you receive Blood Fang.

Lunatic High

A glowing light covers the party and Haste is cast on every-
one. Until you've purchased the “Time" Materia, the Lunatic
High should come in handy during major battles,

LEVEL 2:

Blood Fang

Red XlIl charges through an opponent causing more
physical damage than the Sled Fang attack. He also
gains a small amount of Hit Points and Magic Points.
This attack isn't much different from the Sled Fang
attack, but it’s nice for eliminating an opponent and
boosting Red Xlll's MP.

e




Stardust Ray

Red XlI's howl summons a cluster of falling stars,

which causes severe damage to groups of enemies.
1 Unless you need the MP boost, stick with the Stardust
Ray during fights. It inflicts considerably more damage
to a group or a single enemy than the Blood Fang.

LEVEL 3:

Howling Moon

The full moon drives Red Xlll into a rage, casting Berserk and Haste on him for
the remainder of the battle. This attack has some obvious advantages and disad-
vantages. Using this attack, Red Xl can attack quickly, but he can no longer aid
the party with magic or any kind of special attack.

Earth Rave

Red XIlIl actacks a group of enemies with a series of
five elemental attacks. In the end, the Earth Rave will
prove to be more beneficial than the Howling Moon.
It causes a large amount of direct damage without
committing Red XlII to a single attack pattern.

LEV

Cosmo Memory

Red XIll summons a huge ball of fire which explodes,
engulfing his opponents in a huge ray of super-heated
plasma.




Cid is an expert pilot and mechanic who dreams of one day becoming the first man in space.
His dream would have been fulfilled, but he aborted a launch in order to save the life of one of
his crew. Now he spends his time trying to repair his inoperable rocket in the hopes that Shinra
may one day reinstate its space program, giving him another chance at fulfilling his dream.

With his lance in hand, Cid is always prepared for battle, His fighting skills are top-notch and
come in handy throughout most of the game. His Limit Breaks are very helpful when fighting the
evil hordes that threaten to consume the land.You'll notice that they all cause direct damage
rather than affecting status or healing the party. Cid’s statistics are pretty average all the way
around, which can help or hinder his performance depending upon how he is equipped.

Cip’s LiMmiT BREAKS
LEVEL 1:

Boost Jump

Cid vaults into the air and crashes down on a single
opponent’s head. This is a straightforward attack that’s
your best bet for killing a single enemy early on.

i | 2%,
i
i ; ¢ ""“"“"‘"‘ 3}‘:--.

5 Dynamite
W Cid produces a large stick of dynamite that he hurls into a
" group of enemies. Once Cid learns the Dynamite Limit

e = Dynamite causes a fair amount of damage to each monster
(R T —— 3 = ' f)
ol R ===l in a group, but the effect isn't cumulative like Big Brawl or
Dragon Dive.

LEVEL 2:

Hyper Jump

Cid leaps into the air and drives his weapon deep into
the ground, causing a huge blue explosion that dam- ol
ages an entire group of enemies. This is basically a more powerful version of the Dynamnte Limit
Break;it's great against a group, but loses something against individual opponnents.

Cmo HIGHWIND
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Dragon
Cid summons a dragon to attack one of his enemies. The
dragon injures the victim and transfers the Hit Points and
# W8 Magic Points back into Cid. This is the best Level 2 attack
against a single creature. It's also effective when Cid needs a
small boost to his MP; the HP boost is insignificant.

LEVEL 3:

Dragon Dive

Cid repeatedly pounces on a group of opponents.
Each attack creates a large explosion that causes
heavy damage to a single opponent.The Dragon Dive
is the stronger of the two Level 3 Limic Breaks, but it
connects against the enemy fewer times.

Cid shows off
his fighting skills
by leaping into a
group of enemies
and crushing them
with a series of blazing-fast attacks. The Big Brawl hits for less
each time, but it hits more times than the Dragon Dive.

LEVEL 4:

Highwind
Cid calls on the Highwind for assistance. The ship’s
crew answers by unleashing a huge salvo against the
opposition. This is a great attack against a single enemy
or a huge group. Each missile causes several thousand
points of damage 3 —- -

to most enemies,
plus the toral
damage is cumu- ]
lative. S




& This 16-year-old ninja spent most of her time preying on helpless travelers until she met up
with Cloud’s party. Although she is reluctant to join AVALANCHE, her ulterior motives give her
reason to tag along, if only temporarily. Her clever wit and ninja skills coupled with her selfish

' ways will either make her a powerful ally or a serious pain in the neck.

Yuffie isn't one of the strongest team members, but her Limit Breaks are powerful. Her weapons
enable her to attack from a distance without penalty. Keep her in the back rank and outfic her
with plenty of Materia. Although this tactic will lower her Hit Points, her position in the back
rank should keep her safe.

YUFFIE’S LIMIT BREAKS
LEVEL 1:

Greased Lightning

Yuffie hits a single opponent with a quick attack that
causes massive physical damage. Greased Lightning
does enough damage to eliminate weaker opponents, i

{4 but it's well outdated by the time you receive the first B
| of Yuffie’s Level 2 Limit Breaks.

Clear Tranquil

A blue orb surrounds each party member and restores a

'~ | small portion of each character’s Hit Points. Early on, this
Limit Break is helpful for curing your allies, but the amount
of damage enemies cause plus the party's increased HP will
soon be too much for Clear Tranquil to be effective.

LEVEL 2:

Landscaper

Yuffie causes a large tremor that forces the ground
beneath a group of opponents to rise and explode,
which causes massive damage to her enemies. Use this
Limic Break solely against groups of enemies. The dam-
age isn't cumulative, so its effect is drastically reduced
against a lone enemy.
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Bloodfest

Yuffie attacks a group of enemies with a series of 10 deadly blows. Unlike
the Landscaper, this is effective against a group or a single enemy. The indi-
vidual attacks are weaker than the Landscaper’s single attack, so it’s wise to
limit its use to small groups. :

LEVEL 3:

Gauntlet

Summoning a blue vortex beneath her opponents, Yuffie caus-
es a large amount of damage to an entire group of encmies.
Gauntlet causes a large amount of damage, but it’s not cumu-
lative. Keep it reserved for large groups of enemies or at least
weak groups.

Doom of the Living
Much like the Bloodfest attack, Yuffie moves about the screen and hits her
opponents with a long series of deadly blows.The onlyreal difference

between the two is the amount of damage inflicted. Theldamage from this

LEVEL 4:

All Creation

Yuffie blasts her opponents with a huge beam of
iridescent light. This attack : .
causes a huge amount of
damage to a single enemy
or multiple enemies.



AITS

Although Cait Sith’s fortune telling ability may not impress you, his fighting skills are a sight to
be witnessed. The party first bumps into this joker while wandering around the Gold Saucer.
Cait Sith eagerly joins the group to see if his predictions prove to

be true,

Cait Sith isn’t much of a fighter, but his Mog relies on close-range physical attacks. His true
strength lies in his various Limit Breaks,You'll notice that he has only two: Dice and Slots. Dice
grows with power over time and can prove useful even late in the game. Slots is actually seven
separate Limit Breaks. The outcome depends on the combination created when all three slots
are stopped. Although these Limit Breaks may seem unpredictable, they can cause serious dam-
age even at the lowest levels. Cait Sith’s stuffed body can take quite a bit of damage, so keep this
hulk up front unless you decide to load him up with Materia.

Calt SiTH’S LiIMIT BREAKS
LEVEL 1:

Dice

Cait Sith throws several dice onto the ground. The resulting score deter-
mines how much damage is inflicted to a single enemy. This Limit Break
grows over time, making it possible to cause larger amounts of damage.

e ———— T
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LEVEL 2
: T 7 Slots
P8 The gambling cat plays his luck against his own slot machine. There can be many
8 different outcomes, and as you might guess, the more effective outcomes are
2 tougher to get. Occasionally, you'll actually have a particular outcome forced on
you. For example, the slots often stop on the Mog Dance and Toy Soldier with-
out the player actually having to time anything. The various effects are:
T'c-z-a e,

3 Stars = Mog Dance | | Af"




3 Kings = Toy Soldier

Six toy soldiers appear and attack any |&
enemies that are present.

3 Bars = Summon

Cait Sith transforms into a giant version of himself. His

teammates disappear for the moment, but return at the e -_ﬂl---- ---——
end of the battle. Only Cait Sith gains experience from :

the battle, and the entire party’s HP is reduced to 3333 while e
their MP is reduced to 333. -

=

Party's hit percentage is
100. Ensures perfect
attack ratio against all
enemies.

This is the unlucky roll. The entire party [
is instantly consumed by death... Game
over. Don't worry, this is extremely rare.

All enemies present are instantly killed. This is
difficult to get and never seems to be forced
on the party.



Talk about a dark presence,Vincent sends chills down the toughest person's spine. Although he
may look evil at first, there’s a good soul trapped beneath his dark exterior.Vincent's plight is yet
another example of Shinra's warped experimentation; however, there’s more to this story than
just bungled scientific research.

Vincent is a strong fighter, much like Barret. He's also quite competent with Materia and makes
good use of it from the back row. His Limit Attacks are powerful, but sometimes unpredictable.
Once he transforms, you'll no longer be able to control Vincent. Make sure you're familiar with
your enemy’s strengths and weaknesses before Yincent transforms, or you may end up helping
your enemies more than hurting them.Vincent will not join your party on his own. Refer to the
section on how to find Vincent Valentine for more information.

VINCENT’S LIMIT BREAKS
LEVEL 1:

Galian Beast
Vincent transforms into a purple beast with horns that attacks with fire-based attacks.

Beast Flare
i Launches several orbs that explode and cause damage to a group of

enemies.

== Performs a combo attack against a single enemy.

A — —

LEVEL 2:

Death Gigas
Vincent transforms into a Frankenstein creature with powerful physical attacks and a lightning
elemental attack.

Gigadunk
Hits a single enemy with a powerful punch.

R 2 24 VincenT VALENTINE
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Livewire
Attacks an entire group with an electrical charge.

LEVEL 3:

Hellmasker
Vincent transforms into a chainsaw-bearing maniac who may look very familiar, He can attack
with his weapon or he can cause several negative status effects.

Nightmare
One enemy Is hit with several
status effects including Mini,
Frog, Sleepel, Mute, and
Confusion,

~ LEVEL 4:
Chaos

Vincent transforms into a huge, winged demon.
Unlike his other forms, Chaos uses attacks that
aren't elemental based. Therefore, you won't find
him suddenly healing your opponents.

Chaos Saber

Acts like Slash-All, but doesn't rely
on Vincent's weapon to determine

damage.

S8 Satan Slam
A large skull is created under the opposi- |
tion. Any enemies that aren't instantly killed 5
S8l are hit by flaming skulls. '

‘” -
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MAKING SENSE OF MATERIA

The one question I've received the most is “How do you use Materia?” In hopes of
answering hundreds of cries for help, I've created this chapter. It contains everything you
need to know about Materia, how it grows, what to equip, why to equip it, and how to
make game winning Materia combinations.

MATERIA TYPES

There are five types of Materia: Independent, Support, Command, Spell, and Summon.
Each of these types works in an entirely different manner. For some people, figuring out
how to make these five types of Materia work together is the biggest stumbling block.
However, you'll never be able to properly combine Materia if you don'’t fully understand
how each type is used.

INDEPENDENT MATERIA
(PURPLE MATERIA)

This type of Materia is used to enhance a character’s statistics and often to give a char-
acter an extra ability. Typically, Independent Materia can’t be combined with other types,
which makes them ideal for those unattractive, single Materia slots. There are a few

I exceptions, but we'll deal with those later.

|

Statistic raising Materia are obviously the most common in this category. Most give your
character a substantial percentage-based boost to one statistic once the Materia has
' had a chance to grow.The most useful types are HP Plus and MP Plus, because they
[' can raise a character’s Hit Points and Magic Points far above where they actually should
{ be.They also help counter the negative effects of Magic and Summon Materia, which can
i often cut a character's HP down to nothing.
|

The remaining Independent Materia are just as useful. Some, such as Chocobo Lure
and Underwater, have very specific uses that you may only need a few times during
your adventure. Others become more and more useful throughout the game. For exam-
ple, Counter Attack enables the equipped character to counter attack any creature
that causes damage to him/her. Long Range removes the penalty a character's attack

' suffers for attacking with a short-range weapon from the back row. It also enables the

I to attack flying creatures or to strike an enemy across a gorge.

MAKING SENSE OF MATERIA
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SuPPORT MATERIA
(BLUE MATERIA)

Unlike the other four types, Support Materia only works when paired with a Spell,
Command, or Summeon Materia. Equip it by itself and it gains experience, however, it
won't aid your character in any way. Support Materia are the true building blocks of
every Materia combination.

By far the most useful Support Materia is the All.When it is combined with Magic, the
equipped character can hit an entire group of enemies or allies with a spell at no addi-

tional cost. This is especially useful when dealing with large groups of enemies with a
weakness to one type of magic. For example, when facing a large group of weak

mechanical creatures, a spellcaster can take out the entire group with a single Bolt-All 3
(a Lightning Materia combined with an All Materia). :

Some other useful Support Materia include the rare Final Attack and Quadra Magic
Materias. Final Attack enables a fallen comrade to perform one last action when his/her
HP runs out.When combined with a Revive Materia (which revives fallen characters),
it grants near invulnerability as long as the equipped character’s MP doesn't run out.
Quadra Magic enables a character to cast a spell four times in a row, but only uses
the MP necessary to cast the spell once.

CoMMAND MATERIA
(YELLOow MATERIA)

Characters begin the game with only two commands: Attack and Item. By equipping
Command Materia, characters gain new attacks or commands. Some increase the num-

ber of times the character can attack or give the character a single powerful blow. B
Others give the character a unique skill that enables him/her to perform two actions in
a turn or to acquire items by stealing from or morphing an enemy. 3

It’s difficult to single out a particular Command Materia; each one is valuable in its own
way. Perhaps the ones you'll use the most are Steal, Deathblow, and Manipulate.
Steal enables the equipped character to steal valuable items from your enemies. This is
often the best way to upgrade your party’s equipment, because enemies often carry
weapons and armor better than those you can purchase. Deathblow enables a character
to perform a critical hit on command, however, it lowers the character's hit percentage.
Manipulate is valuable for learning enemy skills, because some skills must be forced out.




The most unique Command Materia is the Enemy Skill Materia. This crystal has no
powers of its own, but it enables the equipped character to learn powerful skills from
your enemies. These skills are often better than the spells provided by Spell Materia.
There is a down side though: The only way to learn the skill is to get hit with it while
wearing the Enemy Skill Materia. You'll find hints about learning Enemy Skills scattered
throughout the walkthrough, plus you'll find a dedicated section on Enemy Skills at the
end of this chapter.

SPELL MATERIA
(GREEN MATERIA)

This is by far the most common type of Materia. By equipping a Spell Materia, a charac-
ter gains one or more spells which can be used in bactle. As these Materias grow, so do
the spells, which increases the spell’s attack/healing powers. Spell Materia can be broken
into two groups: attack and support.

Attack spells are classified as any spells that cause physical damage to a target. They can
usually be paired with Support Materia to increase the spell’s effect, but a few are so
powerful that they won't combine with anything. Spells are also typically elemental-
based. For example, a Bolt spell is a Lighting elemental attack. This is important to know,
because most enemies are immune to or weak against at least one type of element. Take
an ice creature, for example. Such an enemy is weak to Fire-based spells, but can actually
absorb the power from an Ice-based spell turning it into HP in the process. None-
theless, you'll find that much of the strategy in this book relies on using attack spells to
defeat monsters. Just pay special attention to the creatures in an area and customize
you party’s equipment to take advantage of any weaknesses.

Support spells are spells that in some way strengthen or rejuvenate the party. The most
common is the ‘“Restore’” Materia, which comes packed with several HP restoring
Cure spells. This is often the most overlooked category and perhaps the most vital. By
learning to use support spells, you can strengthen an otherwise wimpy party into a lean,
mean, fighting machine. Pay special actention to spells like Barrier, MBarrier; and Wall that
cut damage in half. Combine these with Haste and Regen, and you'll take the worry out
of major battles.

MAKING SENSE OF MATERIA
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SuUMMON MATERIA
(RED MATERIA)

These are the rarest types of Materia and also the coolest. Each one summons a mystic
creature to aid the party in battle. Summon spells are often the strongest type of attack
magic, however, they grow slowly and are often difficult to acquire. Still, you should do
your best to collect them all before the end of the game.

Just like Magic Materia, Summons are often elemental-based. Therefore, you need to
keep a watchful eye on the enemies’ strengths and weaknesses or try to limit your
usage to those without an elemental base.

By the way, the strongest attack spell in the game is a Summon Materia. It's known as
Knights of the Round and can only be acquired by gamers with a whole lot of time
and patience. This spell summons thirteen knights that each take turns dealing 5000~
6000 points of damage to one or more enemies. This means you can inflict close to
80,000 points of damage to a single character with just one casting! That’s more damage
than most Bosses can take.

MATERIA GROWTH

.

Each time your party wins a battle, they gain EXP and AP. Once a character has accumu-
lated enough EXP. he/she goes up a level, which increases everything from attack
strength to HP. AP works basically the same way, but for Materia; equipped Materia gain
AP after every battle. The amount of AP gained depends on the weapon or armor
they're equipped in, but we'll talk about that later. Once a Materia crystal has accumulat-
ed enough AP, it goes up a level, which often unlocks a new spell, attack, or increases the
number of times the spell can be used in a single battle. If the Materia reaches its maxi-
mum amount of AP (known as Mastering a Materia), it divides and a new crystal is born.
These new crystals are used the same way their parents are, however, they start off at
zero AP,

Earlier | mentioned that Materia grows at different rates.This depends solely on the
weapon or armor a crystal is equipped in. Each weapon and piece of armor has a
growth rate that is shown under the items’ Materia slots. There are four possible
growth rates: Normal, Double, Triple, and Nothing.

e pr—— 29
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- EQUIPPING MATERIA

The most common is normal, which is a one-to-one ratio. The amount of AP gained at
the end of battle is exactly what the Materia receives. These weapons typically hold the
most Materia, but it makes for an extremely slow growth cycle. .

Items sporting a double growth rate give equipped Materia twice the AP. These items
only hold a few crystals, however, they're typically the best choice if you're trying to
increase you Materia’s growth rate without taking a break from the adventure.

Triple growth rate items are extremely rare and usually only hold two or three Materia.
at a time, However, if you're just interested in leveling up your Materia, you must make
use of these items. In fact, using these items is about the only way to earn the special
Master Materia, which requires Yyou to max out or master almost every Materia in a
particular group.

There are very few items that don't allow Materia to grow, but they do exist. For exam-
ple, the “wacky" weapons you'll find for each character (Cloud's Nail Bat, for example)
don’t even have Materia slots, so they have a growth rate of zero, Also, the ultimate
weapons keep Materia from collecting AP, however, they have eight linked slots each, Just
make sure that if you equip an ultimate weapon that you only place mastered Materia in it

Now let’s say you have an Ice Materia equipped in the Apocalypse sword, which is one.
of Cloud’s many weapons. After a battle, your party receives a total of 100 AP Because
the Apocalypse has a triple growth rate, the Ice Materia actually gains 300 AP. For this
example, let’s say this puts the Materia at a total of 2000 AP. which is enough AP to
cause Ice to level up. Now Cloud can use both the Ice and lce2 spells while having the

!
level-upped Ice Materia equipped.

Also, keep in mind that Materia equipped on a character will often grow at different
rates, because the equipped weapon and armor may have different growth rates. Keep
this in. mind when equipping a character. You'll probably want to put Materia that require
a lot of AP in double and triple items, but simple Magic crystals will level up quickly even
in a weapon with a normal growth rate.

When equipping Materia you need to keep several things in mind. Materia growth is
obviously a large factor, but you'll also need to keep in mind what combinations you
want, what combinations you need, and whether the Materia will work where you're
Placing them. It’s all pretty easy, but we'll touch on it just for good measure.

There are some combinations you'll probably want to have equipped constantly. For
instance, it's always a good idea to have two or three characters equipped with the
“Restore-All” Materia combination so that you can heal everyone in a single shot.

MAKING SENSE OF MATERIA
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You should also have a character equipped with the “Time-All” combination so that
you can easily cast Haste on your entire party. This means you'll always need to have a
few slots reserved for necessary combinations.When equipping your Materia, be sure to
equip these combinations first and then fill in the remaining slots with whatever you
like.

Since linked slots are valuable, try to place Materia that don't need to be linked in single
slots. For instance, Independent Materia don’t need to be linked with anything else, so
they work extremely well in single slots. Early on this won't be much of a problem
because you'll have less Materia than slots.

Also, be sure to check that the combinations you've created are actually doing what you
thought they would.You can check this by looking at your character’s status in the game
menu. Combinations with Elemental and Added Effect in them work completely dif- |
ferently depending on where you put them. i
i

Last but not least, try not to overload anyone with Materia. Most Materia alter your
character’s stats and not always in a positive way. If you load someone up with nothing
but Summon Materia, you'll end up with a powerful magic user that has twelve HP.
Needless to say, the character wouldn't survive long in later areas of the game.

CoMBINING MATERIA

So now you know all about your Materia, but you're wondering how they interact. Most
people can grasp the basic idea that two Materia in linked slots may have an increased
effect, but they don't realize that you can link together as many as sixteen Materia. But
before we get into that, let’s take a look at some simple combinations.

The most basic Materia combination is combining an “All” Materia with a Spell
Materia. This makes it so that the combined spells can be used against an entire group
instead of just a single target.You'll probably use these combinations the most. Be care-
ful when making these combinations, because some Materia can't be linked to an “All”
For instance, Comet already targets a group, so “All" isn’t necessary. Full Cure would
work great with an “All.” but it can’t be linked with one.Why? It just doesn’t.

Support Materia, like the “All," are used for creating all kinds of simple combos. Most of
them work well with Spell, Summon, and Command Materia, | mentioned earlier how to
use Added Effect and Elemental. These two can actually draw out special powers you
didn’t even know existed. For instance, there's no way to know that Contain combined
with Added Effect can cause or defend against Confusion, Stop, and Petrify. The best
thing to do is try combining things with Added Effect and Elemental, then check out the
effects by using the Status option.
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You can also use simple combinations to take the risk out of some actions. Combine a
Deathblow and an Added Cut and you make up for Deathblow’s low hit percentage.
Even if it misses, you'll still do normal damage.You can combine Deathblow and Steal
As Well to create a stronger Mug attack. There are lots of simple combinations you can
make. Experiment a bit and see what you come up with.

Now let’s look at how you can combine two pairs of combined Materia. | know it does-
n’t sound possible, but the concept is really simplistic. The only thing you'll need is multi-
ple copies of one Spell, Summon, or Command Materia.

This works best by example, so try to follow along. Try equipping these two combina-
tions on one character: Bolt—HP Absorb and Bolt—Added Cut. If you check your
equipped spells, you'll notice that the Bolt spells only appear once even though you have
two Bolt Materia equipped. Because of this, the game now sees the two Bolt Materia as
one, but it also still recognizes that HP Absorb and Added Cut are combined with Bolt.
Now try it out in battle.Your character will absorb some HP from the Bolt spell, then
will immediately follow up with the Added Cut. Get the idea yet?

Now you can use the same principle to combine sixteen Materia. The catch is you'll
need eight of one Materia and a bunch of Support Materia. Honestly, these types of
combos are more for show than anything else, because they completely tie up one char-
acter’s abilities.

One last thing about combining Materia. Summon Spells have somewhat hidden elemen-
tal stats. Look at the area next to the Materia’s name in your equip screen and you'll
see the Summon’s elemental class listed in white. Pay special attention to these and try
combining them with Elemental Materia for some cool combos.

CoMBOS

The following are some cool and useful combinations. Equipping any one of them will
improve your abilities in battle.

SiMPLE COMBINATIONS

ADDED EFFECT +

These combinations are for Added Effect combined with another Materia. When placed
in a weapon, the effect is against an opponent, but the combination provides protection
when placed in armor.
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Added Effect—Contain
Causes or blocks Confusion, Stop, and Petrify. |

Added Effect—Poison
Causes or blocks Poison.

Added Effect—Seal
Causes or blocks Sleepel and Silence.

Added Effect—Mystify
Causes or blocks Confusion and Berserk. {

Added Effect—Time
Causes or blocks Slow and Stop.

Added Effect—Destruct
Causes or blocks Death.

Added Effect—Transform
Causes or blocks Frog and Small.

Added Effect—Hades
Causes or blocks Sleep, Poison, Confusion, Silence, Frog, and Small.

Added Effect—Choco/Mog
Causes or blocks Stop.

Added Effect—Odin
Causes or blocks Death.

ELEMENTAL +

The following combinations rely ol_i:"cbh"it;i'hing a Materia with an elemetal base.VWhen
placed in a weapon, it gives the attack an elemental base; when placed in a weapon, it
provides protection against the element.

Elemental—Poison/Gravity/Lightning/Earth/lce/Fire
Protects against or alters attack with the equipped element.

Elemental—Typoon/Phoenix/Alexander/Leviathan/Titan/Ramuh/
Ifrit/Shiva/Choco/Mog
Protects against or alters attack with equipped summons elemental base.




r COUNTER +

Multiple Counter Attacks
Equipped character counters once for each equipped Counter Attack,

Command Counter—Mime
Counters with the last action used by the party; unpredictable but powerful.

Command Counter—(any Command Materia)
Counters with combined Command Materia.

Magic Counter—(any Spell or Summon Materia)
Counters with combined Materia.

HP ABSORB/MP ABSORB +

HP Absorb/MP Absorb—Deathblow
Restores more HP/MP than a normal attack.

HP Absorb/MP Absorb—Steal [Mug]
Enables you to steal some HP/MP along with an item.

MP Absorb—(Most Spell Materia)
. Reduces MP consumption by restoring a small portion after the spell
f hits successfully.

FinAL ATTACK +

Final Attack—Revive
Instantly heals a fallen warrior.

Final Attack—Phoenix
Instantly heals a fallen warrior and his/her comrades.
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Quap MaGIC +

Quad Magic—(most Magic)
Casts the attached spell four times in a row.

Quad Magic—(most Summons)
Casts the attached summon four times in a row.

ComMmpPLEX COMBINATIONS

Mega-All, Deathblow—HP/MP Absorb
Restores a large amount of HP/MP while causing damage to all opponents.

Mega-All, Steal [Mug]—HP Absorb/MP Absorb
Damages and steals from all opponents while restoring HP/MP.

Cover, Counter Attack, Counter Attack, [Command]
Counter—Deathblow

Covers for other characters and immediately counters three times, finishing with
Deathblow.

Knights of the Round—W-Summon, Mime
Can infinitely cast the most powerful summon for only 500 MP.With three Mime,
everyone can repeat the summon for an incredible chain effect.

Sneak Attack—Knights of the Round
Enables you to begin battle by casting Knights of the Round.

Begins battle by hitting all opponents with Deathblow.

Sneak Attack—Steal [Mug], Mega-All
Begins battle by causing damage to each enemy while stealing an item from each
enemy.

Pre-Emptive, Sneak Attack—Knights of the Round, HP<—>MP

Gives the party the jump on opponents and enables them to begin combat with
Knights of the Round. Character with HP<—>MP can use attack repeatedly without
a need for rest.

' Sneak Attack—Deathblow, Mega-All
l
|
|
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CHOCO BILDL
GUIDE TO
CHOCOBOS

——-\ Do you love Chocobos? Have you ever wanted to race

A Chocobos at the Gold Saucer? Or would you like to see the
world the way it was meant to be seen, from the back of your
RO == very own Chocobo? Well, Choco Bill's Chocobo Ranch is here
g GRS to help you make your dreams come true.With our help, you'll
X | soon be breeding your very own world-class Chocobos.

WHAT ARE CHOCOBOS?

Chocobos are fun loving creatures with gentle demeanors.
When properly trained, they can become pets, help with
industrial projects, or act as transportation.You can often
find them in the wild, normally around grassy plains. Just
look for their tracks.

How CaAN I GET A
CHOCOBO?

| "y -
SHORT ON CASH? CHOCO BILLY HAS BEEN KNOWN. IO SOME- . j..- . . SEATS
TIMES DROP A MATERIA ORTWO. IF YOU SLOWLY WALK SOUTH
PROM THE BOTTOM OF THE CHOCORO PFEN YOU'LL NOTICE THERE'S q\
A WHOLE LOT OF AREA YOU NORMALLY DONTT SEE. JUST BEFORE IT j \4

LOOKS LIKE ’Y{\)_U-'IIUZI- GONMNA LEAVE THE RANGH, HEAD RIGHT AND .
YOU'LL FINDA LONESOME CHOCOBD LURE TAYING IN THE GRASS. = ; 3

Y OU GAN POCKET THE MATERIA AND KEEP YOUR GiL. 1T MIGHT y . »-
UEVEN TEACH BILLY A LESSON WHEN I TAKE THE LOST GIL OUT O1f . A
i '@\AI,I,O\E‘ANC&’, FOR THENEXT TEN OR TWENTY YEARS.

L
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Because of their friendly demeanor, you can easily capture them in the wild. However,
you'll need some special bait to help lure them out of hiding. Choco Bill's Chocobo
Ranch is pleased to announce that we've purchased a limited quantity of Chocobo Lure
Materia that we'll be selling at a special price. With this Materia in hand, you shouldn’t
have trouble locating a Chocobo. Just remember to be nice to your bird or it may run
off or turn violent.You can also coax Chocobos into sticking around longer by feeding
them Greens.

WHAT Do I Do ONCE I GET
A CHOCOBO?

You can ride your Chocobo anywhere you see fit. Chocobos
can travel across land but can't cross deep water or mountains
without the aid of a man-made path. While traveling on your
Chocobo, you can avoid encounters with any sort of nasty

’e* creatures that might be lurking nearby. Just remember this:
o - | Once you dismount, your
Chocobo will hightail it back to
| its homelands.

Looking for something a little
more permanent! Choco Bill's Chocobo Ranch can rent
you up to six Chocobo stalls for the low, low price of
10,000 Gil each.All you need to do is capture the
Chocobos and feed them as you see fit.

My children and farmhands, Choco Billy and Chole, handle
the day-to-day chores involved in raising these fun-loving birds. Billy handles the sales of
our fine line of nuts and greens, which are essential items when breeding a top-class

Chocobo. He also helps manage

ot B - the feeding and tracking of your
-‘_k'ﬁ" RS N Here's sorve goodadvice.” Chocobos. Chole helps keep
= BN . AAPTTI, | track of any additional informa-
e T SE < | tion you might pick up regard-
it - s ing Chocobo breeding. She has
P T a knack for judging and compar-
P N ing the abilities of all the
g g Chocobos in the stable area.




WHAT SHOULD I DO FIRST?

After renting a stable or two, it’s time to go Chocobo hunting.
Equip the “Chocobo Lure” Materia and find some Chocobo

|| tracks. After capturing a Chocobo, you're given the option to
send it back to the stables. If you choose to do so, Choco Billy
| will keep your new bird in the pen outside the stables until you
have a chance to better inspect it. The pen can hold up to four
| Chocobos at a time, so make sure you capture your limit

| before returning to the ranch.

How Do I Know A GoobD
CHocoBo FrRoMm A BAD ONE'?

After moving your Chocobos from the pen to the stables, 7

Choco Billy will give you an assessment of the birds. There [«
are several types of Chocobos, some of which you'll want

to avoid. Here are the types:

CHocoBo TyPes  CHoco BILLY’S ASSESSMENTS

Wonderful “This...is a wonderful Chocobo!”

Great “This is a great Chocobo.”

Good “Mmm, this seems like a good
Chocobo.”

Fair “Mmm, this one’s not bad.’

Average “This is a pretty average
Chocobo.”

Mediocre “This Chocobo’s so-s0.”’

Poor “This one doesn’t seem to be
very good.”

Weak “I really can’t recommend this
one.”

A Chocobo’s initial “type’”
determines its future speed,
intelligence, and stamina limita-
tions. Because breeding
Chocobos isn’t cheap, you'll
never want to start with any-
thing less than a “Great”
Chocobo.

Pay close attention to your
Chocobo’s top speed. Even a
Wonderful Chocobo can some-
times get stuck with an awful

top speed. In such a case, you should dump the Chocobo and capture another until you
find one with a top speed over 100km and perhaps closer to |20km.

y oS 2ny - Papppa—
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WHERE SHouLD I Go
HUNTING?

Chocobos pop up in all kinds of places. They are mainly found in grassy plains where
they can find lots of Greens, but__'th_e)r do occasionally wander into more hostile environ-
ments.As a general rule of thumb, you'll find better Chocobos in less hospitable areas.
It’s that whole “survival of the fittest” thing, y'know.

Another thing you should know is that Chocobos are very selective about the beasts
they hang out with. In fact, they're so selective that in one area you'll find Chocobos
hanging out with only three or four different combinations of monsters. | know this
doesn’t sound very important, but by using this information you can determine a
Chocobo’s type at the start of a battle. That way, you don’t waste time running back to
the stables only to find that your whole catch was nothin’ but unhealthy birds.

Chocobo Ranch Area
CHocoso ComBos CHocoso TYPES A :
2 Mandragora “This one doesn't Th'_s is obviously the
easiest place to hunt
seem to be very for Chocobos. There
good.” are Chocobo tracks
Mandragora “This all over the place out-
& Levrikon one doesn’t seem side my ranch, but
: s honestly the birds in
b Yory go0dd ‘this area are kind of
2 Levrikon “I really can’t puny. Their lifestyle is
recommend this just too relaxed here, so the wild Chocobos tend
Sham to get a little lazy and stubborn. Of course, this IS
2 Elfadunk U eally AT the only place where y?u'll find a Level 16
Chocobo and you can't get that fancy
recommend this “Chocobuckle” Enemy Skill without a Level 16
l one.” Chocobo.
Junon Area

This little peninsula is a lot like the area around my
ranch.The only real difference is the stronger class of
monsters running around. Although you'll find a slightly
higher quality of Chocobo here, this isn’t where the “S”

Class Chocobos come from.




CHocogo ComBos CHocoso TYPES
2 Capparwire (front view) ““This one doesn’t seem

to be very good.”

2 Nerosuferoth “This one doesn’t seem
to be very good.”

3 Capparwire “Mmm, this one’s not
yt bad.”
2 Capparwire (side view) Mmm, this one’s not
bad.

Gold Saucer Area

Due to the nearby desert and some
pretty nasty enemies, you'll find some
decent Chocobos in this area. Just
don’t count on defeating Joe's Black
Chocobo, Teioh, with one of these

‘birds. i
CHocoso CoMBOS CHocoBo Tyres
Harpy “This is a pretty
average Chocobo.”
2 Flapbeats “This is a pretty
G average Chocobo.”
| I.'?_, Spencer Hadi “Mmm, this seems like

a good Chocobo.”

Rocket Town Area

This area may look nice, but it’s swarming with
predators. Although there’s plenty of food,

some Chocobos may go days without [
a good meal because Valrons and
Velcher Tasks tend to stake out the
local watering holes.A Chocobo's
either fast, or it’s lunch.

Ll 40 cuoco Bivs GUIE To CHOCOBOS



T

R e

CHOCoBo COMBOS CHocoBo TyPes

Velcher Task & Kyuvilduns “This Chocobo’s so-so.”

2 Velcher Task “This Chocobo’s so-so0.”

2 Valron “This is a great Chocobo.”

2 Kyuvilduns “This is a great Chocobo.”
Wautai Area

One look at the mountains south of Wutai and
you wouldn’t expect to find Chocobos there.
Yet somehow they seem to thrive. However,
due to the lack of food, Chocobos )
just don't seem to do so well here.
Plus, it doesn’t help when one of the
poor, hungry creatures mistakes a
Razor Weed for its fayorite food...
Sure does make those little critters
mad!

CrHocoBo COMBOS CHocoso TYPES

3 Tail Vault “This is a pretty average
Chocobo.”

2 Tail Vault (front view)'‘This is a pretty average
Chocobo.”

2 Tail Vault (side view) “Mmm, this one’s not bad.”
3 Razor Weeds “Mmm, this one’s not bad.”




Mideel Area

This tropical island is a paradise to most
people, but its jungle landscape can be pret-
ty inhospitable to Chocobos. Sure there's an |
abundance of food, but anyone who's
explored the area can attest to the number
of vicious beasts you'll find there.

-| CHocoBo ComBos CHocoBo TYPES
! 3 Headhunters ““Mmm, this one’s
not bad.”
2 Headhunters “Mmm, this one’s not
bad.”
Spiral “This is a great
Chocobo.”
2 Spirals “This is a great
Chocobo.”

Icicle Inn Area

This is where Choco Billy and | do our hunting.
We tend to find the best Chocobos
around here and Choco Billy likes to
take in a little snowboarding during
our off time.There’s very little food in
this area due to the abundance of
snow. What lictle food can be found is
fought over by Chocobos and those
nasty wild dogs known as
Bandersnatches. So any Chocobos you
find here will either be sick and puny,
or tough as nails.

CHocoBo CoMBOS CHocoBo TYPES

2 Bandersnatch I really can’t
recommend this one.”’

Bandersnatch & Jumping “] really can’t
recommend this one.”

Jumping ““This...is a wonderful
Chocobol”

2 Jumping “This...is a wonderful

=1 Chocobo!”
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I HAVE A CHOoCcoBO, Now
WHAT Do I Do?

Now you'll want to feed and train your Chocobo to make it the best that it can be.
Feeding Greens to your Chocobo will raise its statistics, plus it increases the Chocobo’s
fondness for you.You can also train your Chocobo by racing it at the Gold Saucer,
which helps ensure that your Chocobo's offspring will turn out to be champions.

WHERE Do I GET GREENS?

You can find Greens that are left by some monsters, but it's much easier to purchase
them from us.We carry a wide variety of Greens at reasonable prices. Remember, the
higher the quality of the Green, the stronger the effect. Greens have the following

effects:
GREEN LocarioN Price +SPEED +INTELLECT +STAMINA
Gysahl Ranch 100 No No Yes
Kralkdka Ranch 250 No Yes No
Tantal Ranch 400 Yes Yes Yes
Pahsana Ranch 800 No Yes No
Curiel Ranch 1000 Yes No Yes
Mimett Ranch 1500 Yes No Yes
Reagan Sage's 3000 Yes No Yes
Sylkis Sage’s 5000 Yes Yes Yes

How Do I RACE?

When you arrive at the Gold Saucer, speak with Ester, who manages the Chocobo jock-
eys.You can usually find her hanging out just inside the Chocobo Racing forum.You can
register the Chocobo of your choice for the next race in the chosen Chocobo’s class.

There are four Chocobo classes. Class C is the slowest class. If you have a “Great"” or
“Wonderful” Chocobo, you won't have any problem dominating this class. Class B is a
little faster than Class C, but is still easy to defeat if you have a Chocobo with champion




potential. Class A is the toughest of the normal classes, but a “Great” Chocobo can easi-
ly trounce the competition. The final class is the S Class. Only world-class Chocobos
make it this far, The payoff is higher in this class, but you'll need a really well-bred
Chocobo to even stand a chance of winning.

How Do I WiIn?

‘RESULD YOUR
| CHOCORG'S STA-
IMINA DURING A
RACE, TO DO 505
HOLD [PAGE UP]
AND [PAGE
DOWN] Wiz
RACING., BY
DOING THIS, ¥OU
CAN PUSH YOUR
| CHOCOBO HARD
THROUGHOUT

NG TO 'THE FINISH

Experienced Chocobo jockeys know that speed isn’t everything. A
Chocobo with a high amount of stamina can easily outrun one with bet-
ter top speed. The Chocobo with stamina can be pushed harder for a
longer period of time, which easily makes up for the difference in speed.
Also, it’s not a good idea to let your Chocobos race for themselves. Sure,
you can get away with it in the lower classes, but not in an S Class race.
Lock out for special Chocobos, ones that can breeze through the course
without panicking at the sight of water or twisting hills.

One of the top riders goes by the name of Joe. His rare Black Chocobo,
Teioh, is extremely fast and has an incredible amount of stamina. Don'’t be
surprised if he grinds you to a pulp the first few times you race him.I'm
only mentioning him because of his ride. Black Chocobos are the product
of years of breeding. The secret to breeding a Black Chocobo was lost
years ago, but I'm sure the Chocobo Sage might be able to tell you how
to breed special Chocobos.

SPECIAL PRIZE: I¥ you
CAN WIN 10 CLASS § RACES, ESTER
WALL GIVE YOU A SPEGIAL PRIZE. THE
PRIZE INCLUDES SPRINT SHOES, PRECIOUS
| WarcH, CAT's BELL, CHOCOBRACELET,
AND A “COUNTER ATTACK™ MATERIA. NOT
TOO SHABBY WHEN YOU CONSIDER HOW
TOUGH IT I8 TGO COLLECT THESE
PRIZES IY RACING.
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WHAT CAN I WIN?

Just to help out all you would-be jockeys, here's a list of all the items you can win by
racing or betting. The higher your Chocobo’s class or the more money you bet, the
better the items you can win.

Prize GP VALUE Crass A Cuass B Crass € CrLass S
Antarctic Wind 20 X X X X
Bolt Plume 20 X X X X
Cat’s Bell 500 X X
Chocobracelet 400 X
Counter 300 X X
Elixir 200 X X X
Enemy Away 300 X X X
Ether 30 X X X
Fire Fang 20 X X X X
Fire Veil 50 X X
Hero Drink 15 X X X
Hi-Potion 15 X X X
Hyper 10 X X X X
Ice Crystal 50 X X
Magic Counter 500 X
Megalixir 300 X
Phoenix Down 10 X X X X
Potion 5 X X X X
Precious Watch 300 X
Sneak Attack 300 X X
Sprint Shoes 500 X X
Swift Bolt 50 X X
Tranquilizer 10 X X X X
Turbo Ether 150 X X X




I’vE Gotr A CHAMPION, SO
WHAT’S NEXT?

Now that you have several championship quality Chocobos, it's time to start breeding
them to acquire an even better Chocobo,When you're interested in doing so, Choco
Billy will guide you through the steps. First, make sure you have an empty stall in the
stable because the little one needs a place to sleep, you know. Also, make sure you have
two eligible Chocobos, which means a male and a female that have both had time to
mature and haven't mated recently. Choco Billy will check to make sure everything is in
order, and then he'll ask you to choose a nut. If you don't own any nuts, he has a selec-
tion that can be purchased for breeding purposes.The available nuts include:

Nuts help determine what kind of

Nur LocaTioN PRICE
Chocobeo the baby will resemble.
JEbi0 It Ranch 100 Obviously, the better the nut, the more
Luchile Nut Ranch 200 likely the baby will be stronger than its
Saraha Nut Ranch 400 parents. Some nuts can even produce a
Lasan Nut Ranch 600 completely unique type of Chocobo.
B Nut Sages 1500 Unfortunately.‘Choco Billy an.d | don’t
have enough time to go hunting these
Porov Nut Sage’s 2000 rare nuts, but they're easy enough to find.
Ca.rob Hlut StealfgapsMonster MNA The Carob Nut is one of the most valu-
elo Nut Steal from Monster N/A able nuts you'll ever find. It can be used

to help create several types of Chocobos.
To get one, you should head for Bone Village on the northern continent.VVander the
area around Bone Village until you encounter a monster called Vlakorados. Obviously
this beast isn’t just gonna give you the nut, so you'll need to steal it during the bactle.
Try to get four or five of them in one visit or you'll have to come back again later.

FOR THE LESS ADVENTUROUS: WHILE YOU'RE RACING
CHOCOBOS 'rpy__’_!,l,ﬁr&?mimx ACQUIRE A LOT OF GP FROM

: OUBON"T WANT. TE MONS TER HONTING
¥ : Eft?i‘kc:—ms:-_' A Canon NUT AT
RIS REDEMPIION CENTER TOR 500GT:
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The Zeio Nut is a little harder to find. First, you'll need an airship because these nuts
can only be found on a small island to the north of the ranch.You'll know the island
when you see it, because it's the only one with a forest. Inside the forest you'll find a
unique creature called a Goblin. Just like the Vlakorados, the Goblin is holding the Zeio
Nut and isn’t willing to hand it over, so you'll have to steal it. Although you'll need fewer
Zeio Nuts than Carob Nuts, you should still collect several while you have the chance.

WHO’Ss THiIS CHOCOBO SAGE?

Chocobo Sage is the ultimate authority on Chocobos. He

“Oh yeah! |

lived around here at one time, but one day he hopped on They used to call me the 'Chocobo Sage’,
That's right! 1"

his Mountain-Chocobo and hightailed it for the mountains.
We didn’t see him again for years.

But last summer while Billy and | were hunting Chocobos
near Icicle Inn, we stumbled upon a lone shack.The shack
was stuck in the middle of a large valley

. FREEBTE: that was totally inaccessible without the aid [
| IEvouvse | of plane, airship, or Mountian-Chocobo. That's when we saw hlm
o OCOBO SAGE;

| Sy naco To mis | He'd aged a lot since we last saw him and from his actions we could tell

 MOUNTAN- , Y S 5
B CHOGORG. 1T he wasn’t quite as sharp as he used to be. Still, I'm sure if you can reach

Anwavs Grves 4 | him he could probably clear away the cobwebs and tell you all about

- “ENEMY SKOL? breeding special Chocobos. He may even still sell hard-to-find nuts
MATERIA TO d
it s and greens.

FRIENIDN,

Do I REaLLY NEED 1O VISIT
CHOCOBO SAGE?

Now what kind of guy would | be if | forced you to visit Chocobo Sage? Breeding spe-
cial Chocobos is easy, but it’s also very time consuming and extremely expensive. To
finance your Chocebo breeding, you may want to pick up the “Gil Plus” Materia at
Wonder Square in the Gold Saucer. After doing this, fight it out around Mideel. The




monsters in that area are worth a fair amount of Gil and they give you a nice amount of
AP. Equip your characters with “All” Materia, and once they max out you can sell
them for enough Gil to finance a new Chocobo or two.

THE MOUNTAIN AND RIVER~-CHOCOBOS

First, make sure you're renting all six stables... You'll need them.Then head for the
Chocobo tracks near the Gold Saucer, where you should be able to track down and
capture a GOOD Chocobo.They're always paired with two Spencers, so don’t waste
your time with any other combination.

Now head for either the tracks near Mideel or the tracks near Rocket Town. In either
place, your goal is to capture a GREAT Chocobo.The Great Chocobos near Mideel
tend to hang out with Spirals, while the Great Chocobos near Rocket
Town typically show up with two Valrons or two Kyuvilduns.

Once you have compatible Great and Good Chocobos, you'll need to
prrore rerire. | Strengthen them at the Gold Saucer. Feed both Chocobos until their stats
NG TO THE are maxed out,and then race them until they are either Class A or S.
Rancu: By boiNG| - Now you're ready to begin!
CTFLS, YOU'LL GET
A MIX OF MALE Return to the ranch and talk to Choco Billy about mating, and then
m&ﬁ;ﬁﬂ choose your two Chocobos. When Billy asks you which nut you want to
give them, select the Carob Nut and see what happens. If you're lucky
you'll get either the Mountian (a.k.a, Green Chocobo) or River-Chocobo
(a.k.a. Blue Chocobo). Phew!

BREEDER’S TIP: YOU CAN GET BOTH
THE MOUNTAIN AND RIVER-CHOCOROS ||
FROM' A SINGLE SET OF CHOGOEOS, BUT
THEY'LL HAVE TO REST AFTFR BEACH |
ATTEMPT. FOR TrHIs aa.»\surg_.‘_‘\_f.ou‘_»imr-

E LOOKING | FOR:
B rA'F YOU NEED ON‘F MA!.«E 3
AND THE crryr:k PHMALE.
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THE MOUNTAIN~AND~RIVER CHOCOBO

Now that you have a Mountain and a River-Chocobo, you can attempt to breed a
Mountain-and-River Chocobo—that is, when your newborn birds are old enough to
mate. To pass the time, strengthen your newborns with greens and then race them at
the Gold Saucer until they reach Class S.

When they're ready, have the two birds mate with each other and use another Carob
Nut. If things go well, you'll get the Mountain-and-River Chocobo (a.k.a. Black Chocobo)
you so richly deserve.

THE OCeAN CHOCOBO

Take some time to care for your newborn. Feed it greens and race it until it reaches
Class S.Then start looking for a Chocobo to mate it with.

This time you'll need to locate a WONDERFUL Chocobo.You can only find these
birds near Icicle Inn, and they only hang out with Jumpings. If there's any other creature
with the Chocobo, you should keep looking. Once you find a compatible Wonderful
Chocobo, you'll need to strengthen it the same way you did the baby.

When both Chocobos are Class S racers and are ready to mate, talk to Choco Billy and
let the magic begin. To get the Ocean Chocobo (a.k.a. Gold Chocobo), you'll need to
use the Zeio Nut and say a small prayer. With any luck, you'll get the best bird in the
game.

Wow! WHERE Do I Go
FrRoM HERE!?

So | bet you're looking for the big payoff, right? Those special Chocobos you've spent
so much time breeding can get you to areas you normally can’t reach. Each of these
difficult-to-reach areas contains a one-of-a-kind Materia that makes Chocobo breeding
well worth the effort.

T T L S



Mideel Area Cave

This cave is almost due east of the Ranch on a stony island.You can't reach the cave
with an

airship due to the terrain, but if you load a Mountain-Chocobo, Mountain-and-River
Chocobo, or Ocean Chocobo onto an airship and land on the grassy part of the island,
the Chocobo should be able to take you to the cave. Inside this area, you'll find the
“Quadra Magic” Materia; this Materia alone is worth the trouble of breeding
Chocobos.

Wutai Area Cave

You'll find this cave south of VWutai on the east side of the mountain range.Transport a
Mountain-Chocobo, Mountain-and-River Chocobo, or Ocean Chocobo to the area near
Wautai, and then ride

into the mountains. Inside the cave you'll find the “Mime”* Materia.

Corel Area Cave

Not far north from the entrance to Mt. Corel, you'll find a cave surrounded by desert
sands.You can reach this cave by any type of special Chocobo, although you'll have to
land in different areas depending on which Chocobo you take.This cave contains the
“HP<->MP"” Materia.

Knights Cave

This is the toughest cave to reach. It’s on an uncharted island northeast of the island
where you find Zeio Nuts. The only way to reach it is on the back of an Ocean
Chocobo, because there’s no place to land an airship on the island. The cave contains
the ultimate summon Materia, Knights of the Round. Now there isn’t an enemy in the
world that can stop you!

WHAT’S THAT
“CHOCOBUCKLE” THING?

Chocobuckle is just one of the many Enemy Skills you can learn while equipped with an
“Enemy Skill"" Materia. It just so happens that the only place Chocobuckle can be
learned is right next to my ranch. | had nothin’ to do with it...really!

3 ' — 4 3
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To get Chocobukcle, you first need to have already learned the Level 4 Death skill
from a local Mu. (Mus also only roam the plains around my ranch.) Then you need to
locate a Level 16 Chocobo, which isn't easy. These Chocobos are fairly rare, so you'll
have to fight your way through a horde of Level 13 Chocobos just to find one Level 16.
To determine a Chocobo's level, you can either use a “Sense’ Materia, or you can
just look for a Chocobo with two Levrikons. These Chocobos are always Level 16. Once
you've identified a Level |16 Chocobo, feed it either a Mimett or a Sylkis Green (We
sell Mimett Greens at the ranch, but you'll have to find Sylkis Greens elsewhere.) and
then hit the Chocobo with Level 4 Death. This will cause the Chocobo to retaliate with
Chocobuckle. This unique skill causes an amount of damage equal to the number of
times you've escaped from combat. So the more chicken you've been, the more damage
Chocobuckle causes!

ANYTHING ELSE I SHOULD
Know?

Are you kidding!? What more do want!? You now know as much about Chocobos as
Choco Bill himself. Just remember to have fun and don'’t get frustrated if Chocobo
breeding doesn’t go exactly as planned. Everything you need is right in front of you, so
take your time and double-check yourself if things aren’t going well. Oh... and remem-
ber to always come to Choco Bill’s Chocobo Ranch for all your Chocobo related
needs. Until next time... Wark! Wark!
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—t s Cloud’s first job with the rebel group known
| I'DTEMS(an | EI:EMIES as AVALANCHE is to destroy Mako Reactor
otion ;
| Phoenix Down Guard Hound :IEZ;:E'The pcliar;t > :
| “Restore” Materia Grunt A il ITEM TIP: As CLaun ™
AR G | Ist Ray but Cloud and EXITS THE TRAIN, MAKK SURE
(8039 {ronoDrve et IN( ek b
.[ | Sweeper be more than a . POTIONS.
i | Guard Scorpion match for most
(Boss) of the enemies they'll

el €1ICOUINEET.

Follow the team inside the reactor and speak to Cloud’s com-
panions, Biggs and Jessie, to open the security doors. Then hit
the button inside the elevator to move the team deeper inside
the reactor. The path to the reactor’s core is fairly straightfor-

| ward. Jessie will lead you part of the way, which makes the task
il even simpler. Just keep Cloud and Barret healthy and don’t for-
get to save when you reach the first save point, the spinning
crystal question mark,

BATTLE Trr IN
MOST OF THE FARLY
BATTLES, YOU'LL
ONLY USE YOUR
CHARACTERS' NOR-
MAL ATTACKS. YOU
CAN CUT DOWN
THE SELECTION
TIME BY HOUDING
THE [ENTER] KEY
AS A CIARACTER'S

TIME BAR REPLIN-
1ISHES, TFlS AUTO-

MATICALLY SELECTS
YOUR NORMAL
ATTACK AND THE
CLOSEST ENEMY
WHEN I'HE TIME

BARr 15 ruLL.

As Cloud approaches the
Mako Reactor, he finds a
“Restore’ Materia on the
floor—unfortunately, he
can't do anything with it
right now. Continue forward

ITEM TIP: THE PARTY WILL FIND AANY
USEFUL ITEMS LYING AROUND DIFFERENT
AREAS OF THRE GAME. KEEP YOUR EYES
OPEN OR Ct,olm MAY RUN RIGHT PAST
ONE., IN THIS .amra. KEEP YOUR EYES
QPEN iOK A PQ I'IOl\ AND YOUR FIRST
MATERIA, THE “RESTORE” MATERIA

Assauir on MAKoO Bzacm_n No. 1




presence.

Boss FIGHT:

R

and Cloud will plant the explosiyes, which triggers an
alarm that alerts Shinra’s forces to the group’s

BATTLYE T SOME ENEMIES
MAVE A WEARNESS OR IMMUNITY
TO AT LEAST ONE TYPE OF ELE~
MENT, TCE-BASED CREATURES FAL-
THR AGAINST FIRE, BUT ARE
HEALED Y ANY TYPE OF ICE-
BASED AT TACK. IN THIS AREA OF
THE GAME, YOU'LL RUN INTO
SEVERAL MECHANICAL ENEMIES,
LIKE THE SWEEPER. YOU CAN
SHORT-CIRCUIT THESE MOTORED
MENACES WITH THE BOLT SPELL.

GUARD SCORPION

Although the Guard Scorpion has some deadly attacks,
Cloud and Barret’s combined strength should be more

than enough to punch its ticket.

Start the battle by having
Cloud pummel the Guard

creature) with constant Bolt
spells while Barret uses his
normal attack.

BATITLE T1P:

KEEP YOUR EYE ON GLOUD AND
BARRET'S vOT POINTS (HP). IF LITHER
FALLS BELOW 100, USE POTIONS TO HEAL

A hE M.

Guard Monr STeaL ATIACKS
Scorpion WA WA i

el

Afed— et

M| =@
-
g

I_..IAI }3] AI

After several attacks, the Guard
Scorpion raises its tail and begins

to shake violently, at
which point Cloud
warns Barret to be
careful. When this
occurs, STOP YOUR
ATTACKS! Attacking

o ST S e



the Boss during this time
period causes it to counter-
attack with its super
weapon, the Tail Laser.
This move causes close to
75 points of damage to both
characters. When the Boss
returns to its normal
stance, continue your regu-
lar attack pattern. !

9 The Guard Scorpion is easily destroyed, but the fight costs the
team precious time. Cloud now has only 10 minutes to evacu-
ate the Mako Reactor before the bomb explodes.

Before running for the exit,
quickly equip Barret with the
Assault Gun that the Boss
leaves behind.You may want to
save on your way out just in case
something unexpected occurs.

NOTE:

THE TIMER RUNS
CONTINUOUSLY, SO
YO MUST QUICKEY
FINISH YOUR BAT-

TLES. IF TIME 1S
SHORT, YOU CAN
RUN FROM YOUR
ENEMIES 8Y HOLD-
ING [3] anD [9] ON

THE NUMERIC
KEYTAD. When you reach the security doors, speak
with Jessie and Biggs again—they'll release

— the locks for you. If you make it
| to this location quickly—and the
party is still in good health—use

this time to fight some enemies
in the area.This is a great oppor-
“. | tunity for the characters to easily

gain a level. In addition, they will
be fully healed when they get outside.VWhen you're ready, run

Cloud out of the area and watch Mako Reactor No.| burn.

" and support structures, he finds Jessie

{ stuck where he had left her. Help Jessie
release her foot and then follow her to the
exit. If you fail to rescue Jessie, you won't
be able to open the security doors above.

- AssauLT ON Mako Reacror No. 1
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After escaping from the burning reactor, fol-
low Barret back to the main street. It’s here
where you'll meet a flower girl who has been

ITEMS
knocked down in the chaos created by the

1 Potion l
reactor's explosion. As Cloud approaches, she

stops him in hopes of obtaining some information about the explosion. (Plus, she may
even sell another flower!) Take some time to rtalk to her. You don't need to buy any
flowers, but, come on, it's only one Gil! Performing this small deed may even benefit you
J later in the game. After exchanging pleasantries, follow the

i'—] flower girl off-screen and into the courtyard.

i
.'

ENEMIES

I Guard Hound

M There's not much to do here except talk to a couple of folks
"J and fight a few Guard Hounds. Make sure you grab the Potion
il as you move south toward the next area.

)| As Cloud hits the streets, he has
a run-in with the law.You have
| two options in this scenario:
Fight or Run. If you need the
experience, you should fight, because none of the MPs
present much of a threat.

NOTE: The first and second groups in this battle

YOou NEED TO
MAKE YOUR DECI-
SION OUICKLY,
BECAUSE TAKING
TOO MUCH TIME 1S
VIRTUALLY THE
SAME AS CHOOSING
TO FIGHT.

consist of MPs in a normal fight. In the
third fight, however, three MPs get the
drop on Cloud, forcing him to fight ene-
mies on both sides.Whether you choose to fight or run, Cloud is |
eventually surrounded and things begin to look bleak. However, Cloud's '
SOLDIER skills pay off as he hops over a bridge and lands on a train

headed for the Sector 7 Slums.




g Catch up with the rest of the team at Tifa’s bar, Tifa’s Seventh Heaven.

| |TE.MS= After speaking with everyone and learning about your next assignment 1
)I “All'" Materia (bombing ; - : = e !
u Ether ! Shinra’s

No. 5
Mako Reactor), you'll get
the opportunity to do a ljt-
tle “slumming.” First, take
Cloud’s payment for his first
mission, a paltry 1500 Gil,
and visit the local shops.

T ma As your first order of business, visit the Weapon Shop. Inside,
i “You can's just wali cutta here E, <

R R B A sEmathA £ .~ | you can purchase new weapons, take a quick rest, and even
brush up on your adventuring skills. For now, pick up some
Iron Bangles and sell all of the team’s Bronze Bangles to

| the shop owner.

upstairs and visit the Beginner’s
| Hall. If chis is your first Final
Fantasy adventure, you

should spend some
NOTE: IF THE TEAM NEEDS TO REST, time hera talking to
STOP AND TALK TO THE KID ON THE &
FIRST FLOOR. FOR 10 GI ¥OU GAN UsE Syebyone: If not, just
HIS ROOM POR THE NIGHT. DON'T GIVE grab the “All”
M ARDETHING LESS, Materia sitting inside

the door and then get out.

e e N ces N R KO TAAE Vel a0 Now you should stop by the ltem Shop for some new

oo 104 | Materia and Potions if you need them. Beef up your
f 0 way | party’s offense with either a “Fire” or a second

B Al ‘““‘Lightning’ Materia and make sure you get a sec-
ond “Restore’ Materia. Outfit Cloud’s Buster
Sword with the “All”” Materia and either the
“Restore’or “Lightning” Materia so that you have
a Cure-All or Bolt-All spell. Those players who rely

SECTOR 7 SLumMS
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heavily on your party’s physical strength
will prefer the Cure-All combination,
because it makes it easier to heal your
party. But for all you magic users, you'll be
happy to know that a lot of the monsters
you'll face in the No. 5 Mako Reactor are
mechanical and therefore weak against
Lightning spells. In some cases, you can
actually wipe out an entire group of mechanical
enemies with a single Bolt-All spell.

NOTE: EXPLORE THE REST OF THE
TOWN AT, YQUR LEISURE AND HEAD TO

HE ::r»\n.o w!mm YO 'RE GOOD AND
kumi* ‘D@N*r I’ORGZI:l 1O SAVE YOUR

4 L samn
h
; ITEM SHOP MATERIA SHOP WEAPON SHOP REST
i ! Cost ITEM Cost Item Cost Location Cost
50 “Fire” 600 Iron Bangle 160 Boy’s Room 10
Phoenix Down 300 “Ice” 600 Assault Gun 350
Antidote 80  “Lightning” 600 Grenade 80
“Restore” 750

Congratulations on your first success-
ful mission! However, the fight
against Shinra has only just
begun.There are numerous
Mako reactors and
AVALANCHE's forces are
sparse. This will be a
battle not easily won.



REACTOR

irems

| Phoenix Down
Hi Potion
| Ether (X2)
Potion

’ Tent

| Titan Bangle
(Boss)

In the first car, talk to the

bum lying on

== Inside the train, talk to Tifa and an alarm will
ENEMIES sound. It looks like Shinra moved the ID
Smogger checkpoint. The
Proto Machinegun | vo0m now has
Bi‘°°d Taste fifteen seconds
Air Buster (Boss) P o
Grashtrike id
| Rocket Launcher fe Cal ROl ay QI
Special Combatant | 8SttNg locked in.

Blugu

Chuse Tank i

the seat at the
back of the

ITEM TIP: You
MAY NOT WANT
T STOP AND TALK
TO THE OTHER
PASSENGERS DUR-
ING THE LOCGK-
DOWN, BUT DOING
SO WILL GET YOU
A FEW GOODIES.
Y OU MUST BE
QUICK; SO MAKE
SURE YOUR MES-
SAGE TEXT SPEED
1S SET AS FAST AS
POSSIBLE.

car and he'll
give you a
Phoenix
Down. In
the second
car, talk to

the third car, a guy walking the opposite direction will sometimes steal
100 Gil from you. If you run after him, you can force him to give it
back, however, this takes quite a bit of time. The fifth car, your final
destination, contains no hidden items.

= To exit the train, talk to Tifa in
/A" the last car and enter the tun-
w1 nels. If you get trapped in one of
the earlier cars, Barret blows up
| the door and the team jumps
early. The point in time that the

& 8| team exits the train determines
.| how far north they must walk to
reach the reactor.

the guy closest to the front of the car and he’ II give you a Hi-Potion. In



TIME-WASTER: IFf YOU GET
TRAPEED IN THE FIRST CAR,
YOU'LL GET DROPPED OFF NEXT
TO A STATION GUARDED 1Y

SPECIAL COMBATANTS. YOU
CANT o Ga‘l PAST THEM, HUT YOU
E GAN ﬁcu‘r HEA OVER AND OVER
1 L UNTIL S

_ ULGET BORED AND
iy Qq:m TO MBAD 1N THE OFrOSIT
e DIRECTION,

Shinra security sensors block your path at the end of the tun-
nel. Check the hatch to the left of the sensors and jump inside

Toatedey me 15 saveere mto to bypass them.The chute leads to a large area that resembles
that 1o get under the Mate? No way! a warehouse.

You have two paths to choose from here, SAVE NOW!

“| both of which lead to the same place. Talk | MAXESURE ¥OU
SAVL YOUR GAME

to the team and they’'ll guide you in the SRR

appropriate direction. THIE AGTUAL
REACTOR.

Do things look familiar? Well, they should. Use the slide to get
|- down and then head to the reactor core (the path is the
| same as the first reactor). The team sets off the bomb

without incident and there’s no time limit this time, but

the team still needs to quickly head for the exit.You can’t
go up the slide this time. Instead, you must follow the
same path you used to exit the first reactor.

/| After the elevator, enter the con-
trol room to the side.To open
| the security door, the team must &
| press all six switches at once.This is actually an easy task. All
you need to do is count to three and then tap the [Enter] key.
Make sure you save your game, and then spend some time
building up Cloud'’s
Level before moving on. §

The team is cut off by Shinra SOLDIERS on the
next screen. Before they can react, the team is
forced to battle Shinra’s latest invention: Air
Buster, a technosoldier!




Air Buster MORPH  STEAL ATTACKS

Boss: T
AIR BUSTER

—_— @ Nom
HE 1200 5 oniew
vl
Although Air Buster is surrounded, it’s still a formidable
opponent. Its attacks are extremely powerful, but Air
Buster’s attacks build up the
party’s Limit Breaks faster than
they chew away at the party’s HP. Using
Limit Break attacks against its back results | BATTLE TIP:
. K ' in a quick fight. In fact, the combined YOUR AFTACKS
‘ i R A power of Cloud and Barret’s Limit Breaks | 00" MUCH
. - i p MORE EFFECTIVE

Arga— Feiion

ke

X Norm
[
=

2

Morm

L0 can take down Air Buster in a single turn. WHEN YOU HIT
e Ak BUSTER IN
[ If your characters’ Limit Break meters THE BACK, WHIGH
3 aren’t built up, use normal attacks against IS EASY BECAUSE
b Air Buster’s back and use Bolt as much as possible. Air Buster’s Ao
E attacks are strong, but not strong enough to bury any of your fight- | 1555 1 ast prrson
[ ers if you keep their health up. In the end, Air Buster digs its own TO ATTACK.

grave because its powerful blows quickly fill your party’s Limit
Break meters.

When you defeat this Boss, you're rewarded
with a Titan Bangle. WARNING! WATGH OUT FOR AR
BUSTER’S B1G BOMBER f)\ND_
COUNTERATTACK: REAR GUN ATTACKS,
BOTH ARE SURPRISINGLY POWERFUL.

Raip oN SECTOR 5 REACTOR
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| SECT’OR5 SLUMS |

Bir= e Cloud awakens |
' ITEMS ENEMIES to find Aeris, the |

|’ . Ether | Hedgehog Pie ; .
|« i i 7 ower girl from
|| “Cover” Materia | S;ard Hound S
| |
. Whole Eater ho‘und'ed by ;
Vice Shinra’s security
! forces, which

i gives Cloud the chance to become a hero.As the chase g _
begins, exit through the back of the church and race up e - y
the stairs. Aeris will follow Cloud, but is soon cut off by the Shinra soldiers and their
trusty machine guns. She falls to the floor below and the soldiers move to intercept.

B .E r_f;g) { B* B When this occurs, you're given
' ' ~ | the chance to have Aeris “fight,”
“run,” or “hold on a minute.”
Choose to have her “hold on a
minute,” and then run up to
the next level until you see four

attacked three times. Push the
barrels in the order shown on the map (see map section) to eliminate the threat and
Aeris won't be forced to fight alone.

Once Cloud and Aeris have successfully eluded Shinra’s forces, i
1 you're instructed to head for Aeris' house in the Sector 5 |
Slums, which is a short walk west from the church.You can l
only go to the Sector 5 Slums for now, because two men have
blocked the path to Sector 6.Talk to everyone in the town

before proceeding to Aeris’ house. .

]

| e EEEEEEEENESEE 6 A




SECRET!
THERE'S A S1EE-
ING BOY IN THE
HOUSE ON THE
EAST SUE OF THE
SLUMS, HE MEN-
TIONS A SECRET
DRAWER ©N HIS
DRESSER THAT
CONTAINS S G,
WAHTEVER YOU
DO, DONTT
TAKE HIS
MONEY! Five
GIL 1S NOTIING
TO A WARRIOR
LIKE YO,

AERIS’ HOUSE

- W — """—_'—\r

TURTLE'S PARADISE FLYER #1:
WHILE YOU'RE IN SECTOR 5, YOU CAN
CHECK OUT THE FIRST OF Six_TURTLE’S

PARADISK FIYERS. FINDING ALL SIX
NARNS YO A PR.IH WHEN! '\:ﬂu v,u.l‘r THE
VILLAGE Ol \Vu'rm ML cH L ATER 1N THE
GAME. l"Ha RS T m.\'r.-n 15 LOCATED ON
‘uus :.acohrb-r;. R OF THE HMOUSE ON

THE EAST SIDE OF TOWN.

Inside the house you'll meet

' ITEMS
. Ether

. “Cover” Materia

! Potion

Phoenix Down

When Cloud wakes up, it’s
time to leave. Aeris hasn't
fallen asleep yet, so you
must be quiet. Grab the
care package next to the
door and slowly walk—
don't run—towards the
outside edge of the room,
sticking close to the railing. |o
When you get outside, head ™=

for Sector 6.

MATERIA TIP: BEFORE YOU ENTER
AERIS" HOUSE, CHECK THE GARDEN FOR
AN ETHER ANDIA “COVER™ MATERIA.

Tm‘- s arss‘o' ';‘.aéb TIME TO SAVE
 YOUR GAME.

62  Arms’ House

Aeris' stepmother, who asks
Cloud to leave in the middle
of the night without Aeris. Go
upstairs to the empty bed-
room and rest until that time.

10 9t thrcuph the sum n
£ 100et to
Tifa's Teh Heaven. *




MY ot i

n
| ENEMIES
|| Hell House

[ Whole Eater

| "Cover'' Materia
| Poison
Phoenix Down

Sector 6 is a wreck, so refer to the accompany- B I
ing map (see map section) until you reach a S
small playground. Cloud and Aeris take a break

here, but before long the gate to Sector 7 opens

| e : T A
$ 'f'ﬂ\\‘ .' w“ /?
and a Chocobo-drawn cart appears. Is that Tifa

in the back of that cart? Follow it to the fabled town of VWall Market.

WEAPON SHOP ITEM SHOP MATERIA SHOP
frem Cost ITeM Cost ITeM Cost
Titan Bangle 280 Potion 50 Fire 600
Grenade 80 Phoenix Down 300 Ice 600

Antidote 80 Lightning 600
Tent 500 Restore 750




S | Wow! Now THIS is a town! But where's Tifa?

ITEMS . ENEMIES : , :
! PRt Do | Corneo's Lackey |l-;1°k-s like you've got s:}r:’ne ex;:Lormg to <j_lo.Af
| Hyper (X2) ! Scotch ittle investigation near the southern portion o
| ! Wall Market reveals that Tifa's been taken north

| Key Item “Dress”

to Don Cornec’s Mansion for an “interview” with the boss.VWhy would

Key ltem
“Cologne” Tifa want a job at the Honey Bee Inn?
Key ltem Well, there’s only one way to find out.
- Linggrle Head north to Corneo’s Mansion and

Eg |§2$ -lv-\’/a.'gfl speak to the guard outside.You'll need

| Key ltem to get into the mansion and it won'’t be
“Member’s Card” || easy because he has a strict policy of

Ether | girls only.What to do? If Cloud dresses

. . up as a woman, he might be able to

1 sneak into Corneo’s Mansion

| unnoticed. But if

Cloud is really going

| to try to fool Don CROSS-DRESSING TIP: THERE ARE
SEVERAL ITEMS CLOUD CAN PICK UP'TQ
ALTER HIS® APPE:\RAI\-CE l—lﬂmvﬂ}.{. HE

| Corneo, he'll need
| more than just a dress
and wig to disguise his

.M&w{n— e ', YOU SHOULD! co:-
b "' LECT ALL OF THE, AVAILABLE ITEMS: |
L} Lo

THE DRESS

Cloud’s ﬁrst.stop is the Dress Shop, which doesn’t start out well. [t appears that the

owner can’t make any dresses because he’s in a bit of a slump. Now he spends his days
drinking in a local bar: If you can

tallc him into returning to work,
\ he may be willing to make Cloud
a dress. Go to the tavern and
speak to the owner of the Dress
Shop: He'll be happy to make the
dress, but you must decide on

That feels cie v .
it o soit. B0 the type of dress. Here are your
choices:

P TIA e WALL MARKET




F Something that feels clean or soft '

Something shiny or something that shimmers

Choose “soft” and “'shimmers” to get the best dress, which is the Silk Dress. Choosing
“clean” and “‘shiny/shim-
mers” gets you the Cotton
Dress and choosing “soft”
and “shiny” gets you the
Satin Dress. Now that you
have the dress, it's time to
find a wig. The shop owner
thinks you can get one from
the gym. Huh?

THE WiG

It looks like Big Bro, the gym’s owner, is into cross-dressing and must spend a lot of
time at the Dress Shop. He says he'll give you a wig, but first Cloud must defeat one of
the muscle-heads in a “'squat” contest.To perform the squats, just tap the [Del], [Ins],
and [Enter] keys in order. Don’t
press the next key until the pre-
vious movement has been com-
pleted.With a little practice, you
can easily find the proper timing.
{ If you mess up during the con-
test, Cloud will scratch his head
and you'll have to start over by
pressing the [Ins] key. You'll
receive a Blonde Wig when
you win the contest; however, there’s no need to worry if you don’t win.
MOVING ON- You get a Dyed Wig for a tie and a plain Wig that’s been stored in a

IF You wanT 10 slightly unsanitary spot should you happen to lose. .
| COLLECT 'THE |
EXTRA TTEMS, Now it's decision time.You have two options:You can simply proceed to

o aeaptNe: M | Corneo’s Mansion, or you can spend some more time collecting items
INOT, RETURN TO

THE DREss: SO to make Cloud’s disguise more convincing. Why should you continue to

AND CLOUD WILL collect items? Cloud may look somewhat like a woman with his disguise |

T RUS e on, but he’s not the most attractive woman. Cloud would look much

OUTFI. THEN : g ; g 4 ,

o ST more appealing to Corneo and his cronies if he had some items like

AHEAD TO Cologne, Lingerie, Makeup, and a Tiara.
CORNEOQ’S
MANSION. |




THE COLOGNE

First, Cloud needs some Cologne. Remember the guy in the bar doing the “pee-pee
dance?” Talk to him and then talk to the lady who seems to be hogging the bathroom.
Looks like she needs some medicine, but not any medicine will do. She needs a special
medicine that can only be
obtained with a Pharmacy
Coupon. You're in luck—it just
4 so happens that the local restau-
rant is handing out coupons with
the purchase of a meal. Go to
the restaurant and order any
meal, but just make sure you
have the money to pay for it.

After you receive the
coupon, go to the local
pharmacy and you'll be
given a choice of the fol-
lowing medicines:
Disinfectant, Deodorant,
or Digestive. Select the
Digestive and return to the
bar. Hand over the
Digestive to the lady in the
bathroom and you'll receive the Sexy Cologne. If you choose the Disinfectant, you'll
receive Cologne, and if you choose the Deodorant, you'll receive the Flower
Cologne.

THE TIARA

Now head to the Materia Shop

=4 and speak to the man behind the

4 counter. He needs a favor and if
@l you're willing to spend the night at
M the Inn and make a small purchase
from their vending machine, he'll
compensate you for your time. Head to the Inn, but make sure you have at least 210
Gil. Pay the |10 Gil for a night's stay and Cloud will go to the vending machine in the
middle of the night. Inside the vending machine are three items for sale. Purchase the
most expensive item (at 200 Gil) and then return to the Materia Shop in the morning.
The owner appreciates the help and gives you a Diamond Tiara for your troubles.
You'll receive a Glass Tiara if you spend 50 Gil and a Ruby Tiara if you spend 100 Gil.
Now there’s only one more item to go!




rTHE LINGERIE

It’s time to check out the
Honey Bee Inn. Just west of
the Honey Bee Inn, there’s a
' guy walking around in cir-
cles who just happens to
have a Member’s Card. If
you want to get inside,
you'll need that card. Fortunately, he turns over his card. Now that you have the card,
speak to the man at the entrance of the Honey Bee Inn and he'll let you inside.

' Inside the Inn, you must choose a room
for your “activities,” but only the two

rooms on the left are open.

VOYEUR’'S
DELIGHT: You
CAN SPY ON THE
TWO OCCUPIED
ROOMS, WHILE

LOOKING
THROUGH THE
KEYHOLE, YOUu
CAN CHANGIL

When you're ready, enter the room of
your choice. Regardless of the room you
select, you'll walk away with an undergar-
: ment of some sort. (Bikini Briefs if you
r;i;:‘fq:“l‘:l g choose the Group Room; Lingerie if you
6] ox e choose the &$#% Room). Before leaving
Nusrric kevean. | the club, visit the Honey Bees’ R o
THIS INABLES YOU | gracsing room and they'll be glad | B e o v
TO KEEP UT WITH Y 7
: to apply some makeup to

ALL THE ACTION
INSIDE. Cloud’s face.

‘ That's it! Cloud should have everything he needs to complete his disguise.
" So return to the Dress Shop and try on everything. It's now time to make
a return visit to Don Corneo’s Mansion.

Upon entering the mansion,
you're given a chance to
search for Tifa. To find her,
enter the open door on the
second level.You'll find her
alone at the bottom of the
stairs.VWhen Don Corneo’s
guard yells down the stairs,
head back up into the Don's chambers. It’s in these chambers that the Don decides who
gets a “fun-filled” evening and who gets thrown to the dogs.




e .
f If you collected the Silk Dress, Blonde Wig, Sexy Cologne, Diamond Tiara, an undergar-
ment, and makeup, Corneo will pick Cloud as his lucky guest.

When Cloud is chosen, he goes straight to the
NOTE: OTHER COMBINATIONS OF . D '
TR RS TTONRD BRE IO ARy Don’s bedroom. If he's not chosen, you'll have to

CAUSE DoN C.oRNuu 1o croose ik | deal with Corneo’s thUSS first.
oy UARRIS O TIFA.
Caagl it

CrLoup GETS REJECTED

When Cloud gets rejected, he is taken to a side room as a
reward to Corneo’s faithful few.You can run around as much as
you like, but the guy guarding the door won't let you leave. You'll
need to speak to Scorch and reveal your true gender if you ever
want to leave this place. Of course, revealing this bit of info 3
instigates a brawl that Cloud must win on his own: Scotch is a bit tougher than the
other goons, but both fights are really easy.After you escape, either Tifa joins you in the
hall or you'll have to retrieve Aeris from the basement before heading for Cornec's
bedroom., (This scenario depends upon who was chosen.)

SR TITEEY

CLOUD GETS CHOSEN

break into the room and together the
team forces the Don to spill his guts.

It seems Heidegger of Shinra hired the Don to investigate
Barret and locate AVALANCHE's hideout. Shinra planned
on exterminating AVALANCHE after infiltrating the hide-
out by destroying the Sector 7 support. Doing so would
have caused the plate above to crush the entire sector, which would cause some severe
trouble! Before the team can leave, Don Corneo turns the
tables and

casts them [ e
_ ITEM TIP: THERE'S A WELL-HIDDEN HYTER
| out of his BEHIND CORNEO'S BED AND A PHOENIX DOWN 1N
mansion b)’ ScorTaH’s ROOM. Ir CLOUD GETS CHOSEN BY
using a trap CORNJ‘;()._ YOU'LL ONLY BE ARLE T'Q PICK UP 1ML
d HyrPer; HOWEVER, YOU'LL BE ABLETO COLLECT
oor. THE PHOENIX DOWN LATER WHEN CLOUD
RETURNS TO WALL MARKIT.




Tent

WALL MARKEY AUTOMATED ITEM
[ SHOPS SHoOP
INN
Rest 10 Hoghing
ITEM SHOP #2 WEAPON SHOP MAYERIA SHOP
ITem Cost ITem Cost ITEm Cost
Pation 50 Mythril Rod 370 Fire 600
“Phoenix Down 300 Metal Knuckle 320 Ice 600
 Antidote 80 Assault Gun 350 Lightning 600
Echo Screen 100 Titan Bangle 280 Restore 750
Eye Drop 50 Mythril Armlet 350 Cover 1000
Hyper 100
Tranquilizer 100
Hi-Potion 300




—————

THE SEWERS AND THE
TRAIN GRAVEYARD

e Corneo’s trap door deposits the team deep
' lTEMS ; ; ENEM|ES within the sewer system below his mansion.
yﬁfﬁﬂaoﬂa&g? ] ?a%saé:?“) Take a moment to equip Tifa with any new
FEaterazan R iz weap?ns and armor you may have purchased,
! Potion 0X3) | Ghost and give Clm‘xd a Materia crystal or two.Also,
Echer Deenglow consider equip- '
Eligor ping Aeris with

— ==’ the “Fire”

Materla before proceeding. However, before the team
can fully recover, the Don’s hero disposal system, the giant
creature known as “Aps;” attacks them.

Boss FIGHT:
APS . =%

Aps is a strange creature. lts strongest attack is the
Sewer Tsunami, a water-based attack that causes
damage to your entire party. VVhat's interesting about
this attack is that it also causes damage to Aps.You'll
notice that the wave comes from two directions.VWhen e
coming from behind Aps, it causes more damage to Aps than it does to the team. If it
starts behind the team, it inflicts considerably more damage to the team than to Aps.
Regardless, you may find that Aps
causes more damage to itself

| than you can cause to it.

Aps has a definite weakness to
4| Fire, so have your characters

\| equipped with the “Fire”
Materia. It's best to equip it with
Aeris, because you can concen-
trate on casting the Fire spell

msgwmammmmmmm
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and healing the party. The other
two party members should use
normal attacks, magic, and Limit

| Breaks to knock Aps into sub-
mission. If Cloud has his Cross-

| Slash Limit Break, you'll find Aps
much easier to defeat. This Limit
Break will often paralyze Aps for
most of the fight.

With Aps defeated, the party is
ready to make the long trek through
the sewers to the Sector 7 Slums.
With any luck, they can get there in
time to prevent Shinra from destroy-
ing the support column.

MATERIA TIP:
THERE ARE A FEW
TEMS TO PICK UP 1IN

THE SEMWERS, I'HE
BEST OF WHICH 1S

THE “STEAL”
MATERIA. EQuir 17
IMMEDIATELY, MOST]

LIKELY WITH Tiea,

AND START FILLING

HOW’S YOUR HEALTH? THE TEAM

MAY BE WEAK AFIER PIGHTING APs. YOU YOUR INVENTORY
SHOULD HEAL EVERYONI BEFORE CON- WITH LOTS OF
v PINUING YOUR EXPLORA TION OF THE STOLEN GOODS.
: SEWERS.

When you exit the sewers, you'll appear deep inside the Train Graveyard.There are
some particularly nasty beasts roaming around here, so save before you attempt to venture
through the rusted wreckage.

There are basically two ways to get around the train cars:You can either go through the
cars or crawl over them. Look for girders and gratings, because they serve as steps into
or onto the cars. If you can’t get down from a train car, backtrack and look for an
entrance. If you can't go through, look for a way over.

EQUIPMENT UPGRADE: KEEP YOUR .
EYES OPEN FOR A CREATURE NAMED
ELIGOR. YOU CAN STEAL A STRIKING
STALF FROM IT, WHICH IS AERIS
STRONGEST WEAPON AT ([FHIS POINT 1IN
THE GAME. YOU WON'T GET A CHANGE
TO PURCHASE THIS WEAPON UNTIL MUCH
LATER ANP [F YOLUF COLLECT SEVERAL,
YOU GAN SELL THEM FOR A FIDY LITTLY
PROFII.




| A large pile of dirt blocks the exit, pre-ﬁ?
| venting Cloud from going over it or f
through it. Instead, you'll need to createa
new path to reach the exit. Hopping into
" the first train engine causes it to push one
of the boxcars to the side. Now hop into
the second engine and Cloud will move it
between two more boxcars. In effect, this
creates a bridge to the Sector 7 Station.
!
.‘

ITEM TIP: THERE
ARE LOTS OF 1TEMS
AWATTING THOSE
WILLING TO SEARCH
THEM OUT, BUT
NOT ALL OF THEM
ARE OBVIOUS.

" MAKE SURE_YOL.
COLLECT ‘THE ITEMS
- CONCEALED IN THE
OIL BARRELS LOCAT=
ED THROUGHOUT
GRAVEYARD,

. NOTE: You CaN EAsuY. PicK Qu‘r"'

ENGINES, n‘g_,‘

[GHT

HE PILLAR ASSAULT

i The team reaches the pillar just in time to fight Shinra. However, the

ENEMIES: : o : X

attack is already well under way and Barret is hurting. Aeris briefly

| Aero Combatant
L leaves the party and goes to make sure
Marlene is safe. With Aeris occupied, Tifa |
and Cloud must quickly scale the tower before Barret
succumbs to Shinra's forces. Make sure you save your i
game before you head out. e oitars standing*

1 Climbing the tower isn't very difficult,
but during this adventure you'll find
Biggs and Jessie seriously wounded and
completely removed from the fight. -
V¥hen you reach the top, talk to Barret and you'll get a chance to
equip him before taking on Shinra’s forces. Give Barret any new
armor you may have picked up, and give him some of the Materia




W 1—-—(-‘( -

I Aens was using before she left'th’a party When you re remdy,
back out of the Menu and get ready to rumble!

te toolate,

Grce o o cn. It's time again to meet Reno of the Turks.With a press of a key,
i | Reno activates the pillars’ self-destruct system.The team might
4 have a chance to stop the bomb, but Reno's not about to let
that happen.

‘Boss FIGHT:
RENO OF THE TURKS

As long as you know what you're doing, this fight Reno MoRPH STEAL  ATHACKS
' shouldn’t be too difficult. Reno’s best attacks are his (Midgar) Wh. WA e
E Electro-mag Rod and Pyramid.The Electro-mag L 50V _Nom
! Rod inflicts a fair amount of damage and can temporari-| Area— v T 25000 ——p
E ly stun a victim. If one of your characters gets stunned, L
F there isn't much you can do except heal that person G vl
b until he/she recovers. {
+ Norm
{#y | At {Con | s8] 2w O [Tk ] Sy |
| 5 ] NI

keeps the affected player from
= | participating in the battle. Its
e | Very similar to the “stone”

027 4 (el

pr | offect, but you can destroy the
pyramid by having one of your

unaffected characters target it.

Use your Limit Breaks when they're available and
p| keep your HPs up. If a character gets trapped in a

| also effective against Reno and typically cause twice
as much damage as a normal attack. Reno will hold
o out for quite a while, but he’ll bail when his HP are
{ nearly depleted.

i ST Rt e e S B Y



ITEMS

Zinc Batteries
Ether

“Sense” Materia

| After a daring escape, the team comes
to rest in the now ruined playground
adjacent to what was previously known
as Sector 7. Once the team pulls itself

| back together, return to Aeris’ house in

Sector 5 and check on Marlene’s safecy.

At Aeris’ house,
you learn more
about Aeris and
the Ancients.
Elmyra, Aeris’
stepmother, has
plenty to tell the
team. Before you
leave Aeris' house,

MATERIA TIP: THERE'S A “SENSE™
MATERIA LYING ON THE GROUND INSIDE
THE PLAYGROLND. AT FIRST YOU CAN'T
COLLECT Iy BUT YOU CGAN REFURN FOR
[T AS SOON As. 'I‘Im AND BARRET REJODN

k 't‘Hl’ GR()L {

take 2 moment to rest upstairs. When you're ready to

leave, the rest of the team will join you in your trip to the

Wall Market. Make sure you save
before you go.

AS YOU PASS BACK

SECTOR 5 SLUMS,
STOP AT THE HOUNE
ON THE RIGHT S1DE
OF TOWN. THI BOY

UPSTAIRS {WHOM
YOU MET BARLIER)
1S NOW AWAKE AND

WILL GIVE YOU. A

TurBO ETHER-—

DIDN"T STEAL HIs 5
GIL DURING YOUR

Wall Market has changed a bit since you
visited Don Corneo’s mansion. The
Materia Shop is now open, the VWeapon

ITEM T'IP:

THROUGH THE

THAT IS, IF YOu

EARLIER VISIT.

| Shop owner’s pile of garbage is larger, and
| you now have a reputation thanks to your stunt at Corneo’s.
You can tour Corneo’s mansion now if you want, but he is
nowhere to be found. Kotch, one of Corneo’s henchmen, is
tied up in the basement.You can release him if you want.



=
| FTEM T1P: v You
 MISSED THE

[ PHOINDE DOWN OR
\ T HYPER DURING
. YOUR PREVIOUS
ABIT TO CORNEO'S,
YO CAN COLLECT
L THEM BOTI NOW.

throughout the maze.You need to place a Zinc Battery in
each socket or you won't be able to get past the various
obstacles along the path.

Place a battery in the first socket to activate the propeller
just ahead. The battery loses its power quickly, but the
propeller becomes a bridge to the next pile of junk.

When you first enter the north part of [ . [ T |
Wall Market, you'll see some kids run off " . :
to the right. Follow them and you'll find
your way up to Shinra’s Headquarters, But
before you begin climbing the “Golden
Shiny Wire of Hope,” you'll need some
supplies from the Weapon Shop.

The owner has a set of Zinc

Batteries you'll need in order
to make it up to the
top of the plate. He's
willing to part with NOTE: IF YOU DON'T HAVEE THE GiL,
them for a mere RETURN 17O SECTOR 6 AND TIGHT TO
300 Gil. GET SOMNM m YOIJ CAN I'UKCEMS'B THE

BATTERIES. YOU MUsT rhﬂﬂm‘h THEM
N DRI"'I"R ‘I'O Rl‘J\L‘II SHINRA™ s HQ!

-

Now it's time for some climbing. Head up the wire and you'll find a
huge maze of broken junk. The maze is tricky, so refer to the maps for
guidance. There are sockets scattered = ;




You must place the second bat-
tery in the socket that's con-
nected to the barricade. Doing
so moves the barricade and
creates yet another bridge.

The swinging bar can be tricky. Press the [Enter] key just
before the bar reaches the left side. Don't worry—if you miss,
i you can try it again.

Placing the third battery opens
a chest that contains an Ether.
Placing the last battery isn’t
necessary, but you have it so
you might as well use it, Next
stop, Shinra’s HQ!

SHIN RA’S
HEADQUARTERS f

Save your game before you do anything. As 4
ITEMS ENEM|ES you start out, you're given a choice as to
i”’dr Vargld Police which path to take.You can either take the

ey Item A Coupon Warning Board L

Key ltem B Coupon Grenade Combatant easy;indirect
Key Item C Coupon Mighey Grunt path up the
Star Pendant Moth Slasher stairs to the
Four Slots Hammer Blaster side, or you can
“All" Marteria | || sword Dance use the front
Phoenix Down (X2) Soldier:3rd d d bl
“Elemental” Materia Sample HO512 (Boss) e on ; 23N
Megaphone Sample HO512-OPT through with
Ether (Boss) guns blazing.
“Poison' Materia :
Potion (X4)
“Enemy Skill" Macteria |

R

: Snm's HEADQUARTERS
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ITEM TIP: IT pAYS TO TAKE 8OTH
PATHS. G()IN(; IN-THE FRONT WILL GET
CLOUD AND THE KEST OF THE TEAM
EXTRA EXPERIENGE AND IF ENABLES YOU
TO LOCATE THE SECOND TURTLE’S
PARADISE FEYER. YOU QAN PICK UP A
RARE ELPR N ‘I'IIL MIDDLE OF THE

NOTE: THE PATHS
ARE VERY DIFFER-
ENT, BUT BOTH
LEAD TO THE SAME
PLACE, CHECK OUT
I'HE WALKTHROUGH
FOR-YOUR CHOSEN

STAIRWELL FOR NOW.

PATH (“THE
STAIRS ™ OR "IN THE
FRONTY), AND
WE'LL SEE YOU ON
THE S97TH FLOOR:

I’M TARKING THE STAIRS!

Prepare for the walk
of your life. There are TI:
no enemies on the
stairs; however, there
are nine sets of stairs
to climb. It's worth exploring
each set of stairs at least once
just to see the team’s comments.

THERE’S AN ELIXIR ON(TEIE FIFTH
SET OF STMRS, YOUR ONL\‘ ) ETOR
TAKING 'run LONG wmr

I’Mm GoING IN THE FRONT!

You want a fight, you got a fight! Using the front entrance caus-
€s everyone to go running—everyone except a small group of
Grenade Combatants. Unlike the rather uneventful stairs path,

you'll have to deal with random encounters as you explore this
area.

[ Enifigs witheut asking
and, hey wait1”

There's an Item Shop on
the second tier where you
can pick up some supplies
and watch a video of the
latest in the Shinra Motors _.
line. The two chests in the back of the store can't be opened...

yet! When you're ready,
hop on the elevator at the back and head for the 59t floor.




R

The elevator ride
isn’t a smooth
one.An alarm TURTLE'S PARADISE FLYER #2:
sounds during the CHECK OUT THE BULLETIN OARD
trip. which forces LOCATED NEAR THE 1 FVATORS ON THE
th to figh VIRST ELOOR. YOU'LL FIND THE SECOND
‘_’_ Seapntafignt:a O six TORTLE'S PARADISE FLYERS HERLE,
series of battles '
before actually
reaching their des-
tination. Don’t worry,
though; none of the battles
are very difficult.

THE 59™ FLOOR

There isn't much to do on this floor except collecting the Keycard for the 60t floor:

To get the Keycard you must defeat the group of guards near the glass elevators (the
Keycard appears after the battle
is won). This Keycard grants you
access to the glass elevator,
which you can use to reach the
60t floor.

MNOTE: FroM 1305
POINT FORWARD,
YOU CAN USKH THE

GLASS ELEVATOR TO

THE 60™ FLOOR RuAGH T NEXT
FLOOR IF XYOU HAVE
This floor is heavily guarded and there’s no way past the goons CHE PROPER

blocking your path.Well, almost no way. If you run into the room to | Xryearn, You
CAN ALSO ' USH IT TO

_ the left, you'll break out on your own.You T R
need to access the stairs on the opposite side, | rosey anp rist
but there are four guards ready to stop you.
/| You can get past them, but you must be sneaky.

Using the statues as cover, move from statue to statue whenever
. the guards turn to walk. The guards follow a definite pattern and
Ll | there are certain times when it’s best to move.

~ SHINRA’S HEADQUARTERS
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After crossing a section, call over Tifa and Barret. They
can't see the guards, so you'll need to tell them when the &
coast is clear. If you mess up, you are forced to fight and LS W
then start all over again.VWhen you reach the other side, LR G 11 -
L ~ ot
use the stairs to reach the next floor. ‘;__-‘;"“Ii e
St =iy
P L=
NOTE: IF YOU'RE HAVING TROUBLE, ; _“‘?':_: “ _____ e b
FEAR NOT. AFLER FOUR FAILED - p— -
ATTEMPTS, THE GUARDS DISAPPEAR ALL
TOGETHER.

THE 61 FLOOR

Your first task is to find a guy wandering around near the
stairs. This guy gives you the chance to talk about Aeris.
You can pry for more information if you want, but it’s bet-
ter to keep your cool. Doing so gets you the Keycard for
the 6204 floor. There’s nothing else to do here, so move
onward.

THE 62" FLOOR

The first thing you should do is visit Mayor Domino, who
presents you with the challenge of figuring out a password. Tell
him the password and he'll give you his Keycard for the 63rd,
64th, and 65th floors. Hart, Domino’s assistant, is willing to sell
you hints, but each one is offered at a more outrageous price
than the last. It's a rip-off, but it's the easiest way to ensure you
get the password on the first guess, plus you get to collect the
“Elemental’” Materia. Of course, you could skip paying Hart
and read the tips below at no extra charge.

Hart’s Tips

There are four research libraries on this floor for four dif-
ferent sections of Shinra, Inc. Parts of the password are
hidden in each of the libraries. Pay close attention to the
files in each rcom.The name of each library is written on
the plaque outside the door. There is one file in each
library mixed in from another library. Look carefully at the
numbers on each file—there'’s a number at the beginning
of each filename. Of course, there are even numbers on
the files that don't belong in that library. You need to

T 9




TIP:
FOR BXAMPLE, IN
THE ACCOMPANYING
- SCREFNSHOT, THE

DIMINISHING MAKO. the four
ENERGY AND PLANT | h
MOVEMENTS HAS - etters that
BEEN MISPLACED, comprise
SINCB THE NUMBER the pass-
AT THI HEGINNING !
1B 7, coosT o > WO['d. NOW
orr sevEN LEroms | TS just a simple word scramble to figure
TOGET 1Y out the correct answer. The password for

ERLIPKC T each game is always random, so you'll

need to figure this one out on your own!

THE 63" FLOOR

This floor is optional, but you can collect some nice items
if you're willing to work for them.Visit the computer to
gain access to three security doors. However, there's a
problem:You can't collect the three Item Coupons by
just opening three doors.To get the coupons, you need to
open a couple of doors and then use the ductwork to
move between rooms. If you mess up, you can reset the
doors at the computer only if you've already traded a

coupon.

Here's what you Door #2
need to do: First,

match the number with the letters in the
title of the file. If the file starts with a 4,
then check the fourth lecter.

Find all four misplaced files and you'll get

Door #1

open Security
Doors | and 2
(see map). This
enables you to
By CcouBohn. o staty’ enter a room and
£ edupon, Masr
: : grab your first
Item Coupon.
Now enter the ductwork and crawl to the
middle room where the second ltem
Coupon is located. Exit the room and
open Security Door 3 to find the last of
the Item Coupons. With all three coupons
in your possession, return to the computer Door #3
and trade them in for a Star Pendant,
Four Slots, and an “All” Materia.




"THE 64" FLOOR

The é4th Floor is a huge
recreational area. If you
want, you can rest and save
your game before moving
on, Visit the locker room

s and you can steal a couple

of items from some

| unlocked lockers. There's 2 Megaphone in the back
' row of lockers, but Cloud won't take something he

TIP: DON'T FORGET TO TRY
can’t use. Oh well... maybe later. viid,

THE TREADMILLS AND THE VEND-
TNG MACHINES IN THIL AMAIN
ROOM. ALTHOUGH YOU. CAN'T
GET ANY ITEMS FOR USING THEM,
1178 STILL PRETTY COOL TO PLAY
bV, I THEM, ;

WHAT B2 you doing1 7
yiclence here, please!”

THE 65™ FLOOR

There’s a huge model of Midgar in the center of this room, but several pieces are miss-
ing. The locked chests located in the surrounding rooms each contain a piece of the
model; however, you can only collect one piece at a time. Placing a piece in the model

unlocks another chest, thus enabling you to
Chest C 5 g

Chest A Chest E get the next piece.

First, grab the

piece in Chest Ingrit the Midgar parts
Leave it sfene

A and place it
in the spot
closest to the
door, which
unlocks Chest
B. (See map
for details.)
Collect

that piece
and place WARNING! THERE ARE GREA-
it in the TL'I(ES-;R_{QWI?&(‘.‘. THIS FLOOR THAT
L YOU'LL NEED TO FIGHT.

Chest D
Chest B Chesth next spot




to the right to unlock the next chest. Continue placing the new pieces in order in a
counterclockwise pattern until all five spots have been filled. After placing the fifth piece,
the chest in the stairwell unlocks. Inside it is the Keycard for the 66 Floor.

THE 66™ FLOOR

Now it's time for a little spy
work. Find the bathroom, enter
the open stall, and then climb
into the ductwork that runs
over the meeting room in the
middle of the floor. From this

.| choice location, you can listen in
| on the executive meeting below.

You'll learn about Shinra’s latest evil doings and the circumstances concerning Aeris’
fate. When the meeting is over, back out of the ductwork and follow the execs to the
stairs—it's on to the 67% floor.

THE 67" FLOOR

Follow Hojo around the
floor and into the stock
room. After checking out
the “Jenova” tank, head
toward the back of the
warehouse where you can

save and collect a “Poison”’
Materia. When
you're ready, hop

on the lift to the EASY UPGRADES: [F YOU AN FIND A
68t floor. MOTH SLASHER OR TWO 1O FIGHT, YOU
AN STEAL SOME CARBON BANGLES,
WHICH 15 A MUCH 5T mmclm 'r\*lm OF
ARMOR, A.LSD, SYATOH FOR A SOI.DILR

3RD. T‘l-m‘i' c.uuw THE HARDEDGE,

WHICH 15 THE BEST WEAPON FOR CLOUD
AT THIS POINT IN THE GAME.

—

THE 68" FLOOR

Hojo is about to begin his next experiment and Aeris is one of the specimens.The team
confronts Hojo and frees Aeris, but not before Hojo calls for reinforcements. The “lion-
type” specimen, Red Xl offers his help in defeating Hojo's creation, however, this

‘SHINRA’S HEADQUARTERS

l'




means you must send one
of your characters to the
side with Aeris. For now, let
Barret stay and send Tifa
with Aeris. Also, take a

; moment to equip Cloud or
. F:arrets armor w-at.h tl;t,e = . e || | Bt it
| Elemental-Poison . “Bothof them areon cne § ~ Barrnt. teke care of her!
i % 2 brinkof extinction,.” 4

. Materia combination. This

will help a great deal during the upcoming Boss fight.

Boss FIGHT:

- SampLE: HO512
- AND SAMPLE: |
- HO512-0OPT

This Boss comes equipped with its own set of henchmen. Normally they wouldn’t be

much of a problem, but HO512 can reanimate any of its Sample MORFH STEAL  ATTACKS
fallen buddies. In effect, this means that regardless of HO512 WA N e
your actions, HO512 will always be in the back rank. L1 9 Tem_

Therefore, anyone equipped with a short-range weapon
will have trouble causing damage to it. At this point in
the game, Barret is the only character with an appropri-
ate long-range weapon, so he’s the only one with a
clear shot at HOS5 [ 2. Leave the little guys alone and
focus all of your attention on HOS512, If it dies, its
friends go with it.

Area=Shinra HQ

Sample Mozest  STEAL  ATTACHS
HO512-OPT MNA NA i
Ry ¢  Morm
Q MNorm
300 MNorm
Norm
Norm
MNorm

Norm
Kom

Area=Shinra HQ

g LRIt o B




w.-'-.':'\' S _‘.}’.&t’r""m; | Keep an eye on your h‘ealth——especi’ail? those affected by

“ = ] HO512’s poison attacks. Defeat this Boss and you'll receive a
7| Talisman.

| It's time to get out of here. Select your new party and grab the
“Enemy Skill”” Materia that popped into the specimen tank.
| Hojo’s lab assistant is

still on the catwalk, so
stop and harass him to BATTEE TIP: ANY CHARACTER WHO
get the Keycard for the DOESN'T HAYE A LONG-RANGE WEAFON
68% floor. Now head for the stairs and walk SPILLS DURING THE FIGHT,

o {] I BUT NOTE AHAT POBON WON'T WORK 1N
down to the 66™ floor elevators, o AT T

Ehisils the key card to the 68th Floor,
Would 1 be doing this if | was the enemy?”* |

SHINRA HQ SHOPS |
ITEM SHOP |

ITem Cosr
Potion 50
Phoenix Down 300
Antidote 80
Eye Drop 50
Tent 500
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-f CAUGHT!

o= s After meeting with President Shinra,
gEr;SS | SN E;‘;EIS AVALANCHE is taken to the holding cells on
" (B‘:::s) ource 21:13;“8 Oce the 67th floor. While in the cell, approach the
B e ‘ Bisroiy door so you can spe:?k to the other charac-
| (Boss) ' Rufus (Boss) ters.VWhen you're finished, take a nap.When
I i |l Dark Nation you awake from your sleep, you'll notice the
| (Boss) cell door is wide open.VWhat the...?

— Inspect the downed guard and then wake up

Tifa. After getting the cell key from the downed guard, Cloud frees the rest of the
team. But something’s seriously wrong here:All the lab technicians are dead and Jenova
is nowhere to be found.To find out what in the world is going on, follow. the blood trail
to the President’s office. -

This leads you to the site of President
Shinra’s body slumped over his desk. It
looks like Sephiroth is the culprit, but he's
nowhere to be found. Shortly thereafter
Rufus, President Shinra’s son, lands his
helicopter on the roof. Take this opportu-
nity to meet the new leader of Shinra Inc.

I O TN

9| Cloud will send away the rest of the party
| when this occurs.

When Tifa leaves, redistribute your Materia.

‘ ; Give Aeris the “Lightning” and “Restore”
N f Materias and make sure Red XlII has at least

| one Spell Materia (preferably another

)| “Lightning" Materia).

As soon as you're finished, head for the elevators. As soon as Barret,Aeris, and Red XIII
enter the elevator, Shinra security ambushes them.,




Boss FIGHT:
HUNDRED GUNNER
& HELI GUNNER

The team must fight - -

i nended o T [f et Gonner i T2 TR
an enemy specially m:mer Mmu.asvu ""m‘l’ CANMON  LINE —
eqUiPPEd for just SUCH| area— shinrs tomer J,l...._.:zlsa' ] ":"“ Area— Shin Towet ;+§00 _‘B—i
a fight. Barret is the p— R i
only character who o N
can damage the - = 1 &
Bosses with his nor- T 1 Homn
mal attack. Everyone = R L TRIRE

_ else must use magic
or Limit Break attacks. The e e
| Hundred Gunner is especially % AR08
: “wealk against Lightning, so cast 'j-: — e
the Bolt spell as much as A
possible. After substantially i | | | il
‘damaging the Boss, it trans-
forms and begins charging its super weapon.

NOTE: 1T TARES

When the Hundred Gunner is destroyed, a Heli Gunner descends THE BOSS TWO
upon the party. This battle is similar to the previous battle, so focus T“'l‘::"c‘:qi ‘:)L:m"

oon long-range attacks, Bolt spells, and Limit Breaks. Don't forget to e s i,
keep a close eye on your HP! GIVE YOU PLENTY
OF TIME TO FINISH

As the Heli OIF THE BOss
Gunner nears WITHOUT TAKING

A HIT.

death, it trans-
forms and

| begins unleashing stronger attacks.
Keep up your pace and the fight
should be over quickly. For defeat-
ing both Bosses, you're rewarded
with a Mythril Armlet. |

After the Boss fight, the scene switches back to Cloud and Rufus. You're then given a
chance to equip Cloud, which you should accept. Give him a Restore Materia and spell
Materia combined with the “All’’ Materia.You may also want to place the “Elemental-
Bolt” Materia combination in his armor.The battle begins when you're ready.




- Boss FIGHT:
Rurus & DARK NATION

Rufus Monrn Stean ATTACKS Dark Nation Momss  Srea ATTAcks
snorun KA o N/A WA NIA
Vi 21 Norim w3 ¥ Norm

Aream shine ower e pnn” :::: Area Shin Towes P a2 Nore

Kom
linwul

v
(]
ot Nem
—sk Norm
i3
G
2= Noemm

Your first order of business is dispensing of
Dark Nation. lts Bolt attacks are powerful and
it casts lots of protection spells on itself and
Rufus, which tends to make the fight tougher
than it has to be.

If you equipped Cloud with the
“Elemental-Lightning” Materia
combination, you won't need to worry
about Dark Nation’s attacks. Rufus isn’t
a tough opponent either; keep your
HPs up and use your Limit Breaks
when they become available.VWhen

| Rufus can't take any more, he grabs his

| chopper and flies away—Ilike father, like
son. Survive this battle and you'll
receive a Protect Vest and a Guard
Source.

With Rufus out of the way, find Tifa
and then join the rest of the party in the lobby.




THE CHASE. g

[ = Cloud and the rest of the gang borrow some
ITEMS ENEMIES brand-new Shinra vehicles and hit the highway,
S Pencans Sise Bles but Shinra is in close pursuit, Cloud must

i Ees9) ' E&‘igk;; (Boss) defend his friends and their truck by swatting

Shinra soldiers off their motorcycles.

— )
However, before you begin, take a moment to equip your [ ERwaNrs SN e
party. Make sure you have the “Lightning” Materia and e
several “‘Restore” Materias.You should also equip one
character’s armor with the “Elemental-Fire” Materia
combination. Set up your party in reverse order: Place
front row characters in back, and back row characters in

front.

During the chase, the Shinra soldiers will attack the truck
and cause damage to Cloud and his friends.You must
defend the team and their vehicle by knocking down the Shinra soldiers with Cloud’s
sword. Sounds easy, doesn't it?

There are two types of Shinra Bikers: Red and Orange. The Orange Bikers are decent
riders, but they tend to dive right in without thinking, which makes them rather easy to
defeat. The Red Bikers pose a much larger threat. Instead of coming towards you, they
avoid you when you approach them. Plus, they're always looking for an open spot. The
real danger here is that the Red Bikers tend to draw you away from the truck, which
enables the other Bikers to cause some damage while your attention is diverted.

Bike CONTROLS otk
BATTLE TIP: BASIGALLY, "W,,mfa‘f. (s

BurToN WHar It Does TG STAY: CLOSETO OR BEHIND THE
TRUGK AND HIT ENEMY B
[4], [61 Moves bike to Right and Left B :mmqff?;_ﬁ; A Rt )
[Del] Attack to the Left DON'T GO/ ARIER HIVGUNLESSHI. | |
ATTAGKS THE TRUCK, [¥ HEBAGKS OFF |
[+] Attack to the Right (NORMABLY ONIY THE RED BIKERS DOYy |

| DON'T CHASE HIME—MAKE HIM| COME.
WGV TO YOU: a8 \'" 8

It’s possible to push over enemy Bikers with your hog, however, it
causes a lot of damage to your bike and it's a much slower process.

@ However, you can also topple enemy Bikers using the “domino effect.”
N If you knock over a Biker in front of another enemy, it causes them to
collide. This makes both bikes wreck and makes for an easy kill.




it slides oﬁ'-screen Take this opportunity
A wrecked bike into the path of oncoming enemy Bikers,

| Eventually, the enemy catches up

with the party, forcing a fight. Any
damage the Shinra motorcycles
caused to the party transfers
over to the beginning of the next
battle.

i
1

Boss FIGHT:

~ MOTOR BALL™ =z =
ARM TWIN e o
ATTACK  BURNER
e 18 ¥ Hom
Motor Ball gets the drop on the party, so it gets to Area— swna w7 pagp  —E—te
. attack first. Don't worry, though, because the attack is N 207 e
' weak and causes little damage. Immediately start pelting P40 —g i
.? the Boss with everything you have. Bolt is extremely ) T
‘effective in this fight and can cause around 250 points i B 2
E . of damage with each cast. If a character doesn't have - ]

Bolt, he or she should use normal attacks and act as

the team’s medic whenever the need arises.

CHARACTERS UP IN
DRD['LR AS. suucﬂ!‘rﬁb

Speaking of medics, be on the lockout for Motor Ball's Rolling Fire attack. Moto

r Ball

only performs this attack while in an upright position. This attack can inflict as much as

250 points of damage to each character, so keep your hit points up!

When Motor Ball transforms, you really only need to worry about its Twin Burner
attack. It only causes about 80-90 points of damage to each character, but it’s still a

threat. A Star Pendant is your reward for winning the battle.




It’s time to leave Midgar
and start the search for
Sephiroth. You won't be
back here for quite a while,
so take one last look
around and then travel to
the nearest town, Kalm.
Kalm is a small village
northeast of Midgar and a

e

good place to begin your
search.

WL QUEST FIAS BELN FAIRLY LINEAR. FROM NOW ON, YOU'LL FAVE

NOTE: THE GAME TAKES A HUGE TURN HrRn. U T Tis poimT,

LARGE AREAS TO EXPLORE WILH LOTS OF THINGS 10 DISCOVLR.
HAVE FUNTAND TAKE YOUR TIME WIHEN TRAVELLING FROM PLACE
TO PFLACE. AFTER ALL, HALE THIL FUN OF AN RPG 15 iscoviRy!

ITEMS:

Megalixir - (MIDGAR floor. Cloud then
| Peacemaker | AREA): takes this

| Ether | Devil Ride

Kalm Fan
h Pravian € ences with the
et INTAMOUS

| When you reach Kalm, go to the Inn and meet

- ENEMIES up with the rest of your team on the second

relate his experi- |/

CCLOUI'S STORY.

NOTE: CLOUD'S FLASHBACK 15 BASY TO
NAVIGATIL AND HE CAN'T DI, SO TAKE
YOURTIME AND PAY ATTENTION TO

Sephiroth.

TiFa’s Pi1aNO

During the flashback, make
sure you visit Tifa's house on
the east side of town. In her
room you can retrieve a pair
of Orthopedic Underwear
from her dresser, or you can
play a tune on her piano. Pay

close attention to the notes, you'll need to play the tune again some day:




With the story told, the team prepares to rejoin the fight
against Shinra. Go back downstairs and you'll receive the
PHS.With the PHS in your possession, you can rearrange
your party while walking on the World Map—a handy
device to say the least. Now go and explore Kalm.

Kalm is a quiet little town set on the outskirts of the
wastelands surrounding Midgar. The people here are main-

ITEM TIP: INSION
pe NN YOU'LL,
FIND A MEGALIXIK
JINSIDE THE TALL
| CABINET HEHIND
THE STAILS. CLoub
L GANY REACH [Ty
S BUT I YOU TRY
MDING vy
TIMES HILL GET
UPSET AND FIND A
AWAYS

Bt . e CRBLANOY
Do-Re-Mi-Ti-La

Do-Re-Mi-So-Fa-Do-Re-Do

ly Mythril miners, but lately no one can
mine because of the monsters.

Pick up some supplies in town and talk to
everyone—there are plenty of free items
to pick up. Make sure you search the
houses by looking inside cabinets and
stairwells. There's even a treasure chest

| with a Peacemalker inside; however, you
won't be able to use it just yet.

Several townsfolk mention that they've recently seen a man
dressed in black carrying a large sword. Hmm, sounds like

Sephiroth! A man near the town
entrance says he saw him head-

ing east toward the grassy field. EASY UPGRADES
Get your team together and go & MORE: BIroRrs: bRO#=
after him. NG 950 GiL ONTHE

CANNONDALL, LOOK FOR
THE CUSTOM SWENIER, A
MELATIVE OF MIDGAR'S
SWIEFER, QUTSIDE KALM.
YO CAN STEAL THIE
ATOMIC SCISSORS, A
SIRONGER WEAPON, I'ROM)
TTUS CREATURE AND SAVE
YOURSELF THE EXPENSE.
YOU CAN ALSO COLLEGT
ANOTHER EnEMY SKILL,
MAaTirA MAGIC, JUST RQUIP
ONIL OF YOUR CHARAGIERS
WITH THE "ENEMY SKiL™
MATERIA AND WAIT JOR
L CUsTOM SWELMR TO

USE THE MATRA MAGIC
ATTACK.




CHOCOBO RANCH

| This is Choco Bill's Chocobo Ranch.
| ‘I‘-l(;ﬁ:zgiao fi e (Ech-I'E g(I:EgBo Chocobos are bred and raised here
| Materia RANCH forGhocalio
AREA): racing and for
s Levrikon transportation.
1 Eifadunk Take some time
Mandragora to talk to the
Mu | family.

There’s only one way L—————— 3
to reach the Mythril Mine and t.hats by crossing the

marsh. Choco Bill insists that you catch a Chocobo
to accomplish this task. Trying to cross the marsh on

foot can be dangerous, —
» - ll d
because there’s a huge '*ﬁﬂ "

MATERIA TIP: WHEN ?QU ﬂ]’l&'l;
REACH THL RANCGH,, uu.x ro THE L‘tb$-

serpent known as the

Midgar Zolom that _'j‘ ¥ BN
hunts down anyone e i
who enters the area. b
Chocobos are faster than the Jow i : |
e 4

| Midgar Zolom, so you should be
| able to reach the other side

Go to the stables and talk to Choco Billy. He doesn’t
have any Chocobos for sale, but he can sell you the
“Chocobo Lure’ Materia.With this Materia, you can
attract and capture a Chocobo by exploring areas near

i a set of Chocobo tracks. There is one catch: The
“Chocobo Lure” Materia will cost you 2000 Gil. If you
need more Gil, you need to fight some of the monsters
around the ranch.You must have the Materia to continue.




Ex
e
O

:fv

OLIL 16 ABOUT
O ENXIT THE
NOW WALK
E KIGHT AND.
YOU SHOULD TIND

r“;i!h.tli._'s 1OSS IS
e NOUR GAINE

| you can|

Chocobo-capturing process. You can
keep a Chocobo from running during a
battle by feeding it Greens (unless of

‘| course you mistakenly attack the
Chocobo, which causes it to flee no

| matter

1 how much
you've fed it). The Greens aren’t really
necessary, but it’s up to you if you decide |
to purchase them.When you're ready,
equip the “Chocobo Lure” Materia and
go outside. '

atdanetien
@ Tl
A Greem

Look for some Chocobo tracks and
walk on them (these should be pretty
obvious). Eventually, you'll enter a battle and a Chocobo may or may
not appear in the enemy group. If the Chocobo is in the enemy group,
kill the monster(s) without harming the Chocobo.When done cor-
rectly, the Chocobo is yours! If you fail, continue to try until you are
successful.

| Hop on the Chocobo and ride it
through the marsh located to

| the southwest. Remember to

| avoid the serpent’s shadow or

| you'll be forced into a fight
against the Midgar Zolom.

._C_ﬂ()cono TlP&Qdoconos - -' m & v %
Mmﬁi-m-n-mﬁ'ﬁ NV A, BTy e
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VI 10 FIGHT ANY RAND
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MATERIA TIPS: THERE ARE st:vm"hs Em!qj\r
SKIILS 1O BE HAD IN THE AREA sunROtNDn\;: TIIR
C,Hoc OBO R.A'NCII THESE INCLUDE L 1“vm. 4

15 Al.l. ¥Ou | liﬁ.\'l’.
AND wu-rN\ 3fer

ttaiﬁm:al..-l. SKILL. u\ust:. AN AMOUNT ap\nmp :
GEEQUAL TO THE m.a}m.n QOF TIMES -ro].l'w-

i

LAST, BUT NOT LEASK, YOU'LL (0]
MIDGAR ZOoLoM nommc TH

i

rAT Th
*{'M d

- BETWEEN THI RANGHLAND THE MYTHRIL

"~

AW : THE Miria
ED TO 1) : CTER LEARNING THE

%» WL BE uuwmr, WAnCH suomn\cwp
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YTHRIL MINE

MATERIA TIP: YOU CAN CLIME SOME

: I The mine is fairly small, so it’s difficult to get
ITEMS: ; ENEMIES: lost in. There are plenty of items to pick up, so
Ether | Castanet just refer to the map for exact locations.

Tent Ark Dragon

“Long Range” } Crawler

. Materia k Madouge

Mind Source —_—
Elixir

. OF THE VINES IN UHIE \"IJNF. ONI' LEADS
‘l'() THE E ‘\l_l’, WHILE THE omun I..!'J\DS

Rude, Elena, and Tseng of the Turks. It
appears the Turks are also pursuing
4 Sephiroth. Elena, the newest Turk, slips up
| and mentions that Sephiroth is headed for

il If you follow Tseng out of the mine, you'll
!l see a large condor on a nearby hill. You've
come across Fort Condor, home of a small
. - band of rebels
e fighting against
= | Shinra. Take the
| opportunity to
1| stop by and get

| some rest before
moving on to Junon
Harbor.

Junon Harbor, which isn’t far from the mine.

NEW ENEMY
SKILL:
WHILE ROAMING
THE MINE YOU'LL
VRODBABLY
ENCOLNTER AT
LEAST ONE ARK

DRAGON. Tiis
FIERCE CREATURLE
USES THE
FLAMETHROWER
ENEMY SKiLL, BE
SURE 7O LEARN IT
HEFORE YOU MOVE
ON. ALSO, KEEI
YOUR EY1S PEELILD
FOR THI
MADOUGE, WHICH
CARRIES A GRAND
GLOVE. IF YOU CAN
STEAL IT, YOU CAN
BoosT TIA'S
ATTAGKING POWILR
SUBSTANTIALLY,




F ORT CONDOR

There's not much you can do here at this point. However, you can visit the shops, rest,
and learn a bit about Fort Condor and the fight against Shinra. You can even help out by
talking to the man at the top of Fort Condor, which is actually a strategy-based mini-
game in which you can take
part. This is completely
optional at this point, but
it's good practice. If you

f want to know more about
the Fort Condor mini-
game, refer to the dedicat-
ed section in the back of
the book.

When you're done
here, leave the fort and
continue northwest to
Junon Harbor.

THE MYSTERY NInjA

On your way to Junon you should run across several small forests. While roaming
around a forest, you may run into a strange litcle girl named Yuffie Kisaragi. Yuffie is a
female ninja and a Materia hunter.

Finding Yuffie isn’t always easy.You have to walk or drive around
any forest area until you encounter her.

Yuffie appears just like any other enemy

creature, but she has the temporary name
“Mystery Ninja.” She’s a tough fighter, but RSN i
P you should be able to defeat her without  |'comis iv ranpyin
“Eidus” agelateaes | Cen) o 2z much trouble. Equip yourself so you're THE NEXT BIG BOSs

Manlc | ETR81) T50 11 (o | i : ﬂm-r.r. r:
LT e —p— well protected against fire. s

N Loyl o




After defeating Yuffie, you'll go to a small map that _
save point. Here you'll find Yuffie lying down, but she’s fine.
Examine her and you'll start a long dialogue.

First, don't use the Save Point. Doing so means you must
take your eyes off Yuffie and when you return to the main
screen she'll be gone—along with some of your Gil.
Second, don't insult Yuffie’s abilities. She's a ninja and very it
proud of her skills. Third, dont do anything that might = s o s )
result in your losing sight of Yuffie.

Examine Yuffie and she'll challenge you to

another fight.

e

s g TSl Y
Sdine i, InY'h go e male e | 4
AR

bt ety

| Talk to her again.

s,

TIP: Ir YOU WANT TO FIGURELHIS OUT
ON TOUR OWN, YOU CAN'T TAKE YOUR
EYES OFF Y UFFIE, SHE'S A THIEF AN
CAN'T m;-mmnn Iy 'mA'r monm OF
INFCO |m"'1 bm:m, THEN READ ON.
HFlowss \am,, oU Mus‘r BE WARNLD THAT
Yuffie: “You spikey-headed | e rouﬁ‘w’&«’. INFORMATION Grevs

jerk! One more time, let’s EVERYTHING AWAY!

go one more time!"

Answer: Not Interested.

Now she’s feeling cocky, so she taunts you. X

[V et st ed e,

Yuffie:"You're pretty scared of me, huh!?" !

Answer: ...... petrified. s G

She'll start to leave, but turns back to yell:

Yuffie:I'm gonna leave! | mean it!"

Answer: Wait a second!

She seems to be getting the picture. Gy R
Yuffie:'You want me to go with you?” . Q B g
Answer: ..... . That's right. : J

Yuffie:"All right! I'll go with you!”

Answer: ......Let's hurry.

You've done it! From this point forward, Yuffie Kisaragi will be under
your command.

gt - Pl T




UNON HARBOR

> LB o

ITEMS l ENEMIES:
Power Wrist Bottomswell
“Shiva"” Materia | (Boss) !
EASY
UPGRADES:

NOW THAT YOU
PROBABLY HAVE
NYUIIE IN YOUR
PARTY, YOU MAY
WANT TO UMGRADE
I WEATPON,
Forrunariwy,
_“l‘ll’g!:l;ll 5_ ?\_ M\’JN

N m\am a.l'*‘onmum
IN THE ARUA
BETWEEN Ji.-NON Y
AND ForT
CoNboR. mu
THEN STEAL THE
BOOMURANG FROM
1T, ALSO, KB
VOUR EYES OPIN
FOR A ZEMZELITT
CREATURE. THIS
BEAST 1HAS A NEW
ENEMY SKILL,
WonE Winb, sut
YOU WON'T 1
ABLE TO LEARN IT
| JUST YET. WIITE
WIAND IS A HEALING
SKILL, SO THE
ZEMZELETT WON'T
USE I ON THE
PARTY UNLESS YOU
TAKI CONTROL OF
T USING 118
SMANIPULATE"
MATHRIA, WETCH
YOU SHOULDN'T.
HAVE JUST YET.

He2 N

At first, there’s not much to
do.You can talk to the vil-
lagers and perhaps even visit
the Weapon Shop. There’s
also a beach, but instead of
taking it easy, take a moment
to re-equip your characters.

BATTLE TIP; FIRST THINGS rmsr U
BARKET AND YUFME 1N YOUR PARTY
THEY Am“r ALREADY. (.-IVIE C.LOU'D.:

ﬁ'ou RE READT ro mr
THE BEACH.

At the beach, you'll meet a lit-
tle girl named Priscilla, who is
good with animals and not very
fond of Shinra. She asks you to
leave, but a monster attacks
the party leaving Priscilla in the
middle of everything.




‘Boss FIGHT:

BOTTOMSWELL

Bottomswell is a flying Boss, so only characters BoEONIEMeIl onw. Sl ATiHe
equipped with long-range weapons can hit it with their WA WA D M

normal attacks.This is the fviize 9
main reason you need Barret |area—jmonite o e T
and Yuffie in your party during A it
this battle. Also, this is why i
Cloud needs to have the

| “Long Range” Materia
equipped. Now your entire
party should be able to hit
Bottomswell with their normal
attacks.

Bottomswell has two attacks that you should be aware of.
The Water Bubble attack encases one of your charac-
ters in a bubble, which prevents that character from par-
ticipating in the battle. This attack is very similar to Reno'’s
Pyramid; however, you can only pop the bubbles with
magic.

Should Bottomswell encase someone in a bubble, it's best to use a magic attack or
enemy skill that can hit both the Boss and the bubble at the same time. In effect, you're
conserving MP without wasting a turn. However, you must act quickly; if all three of
your characters are encased in bubbles, you lose the fight and the game.The enemy skill
Matra Magic works particularly well,

Also, watch for the Big Wave attack. This hits your entire

party and causes around |00 points of damage to each charac-

4 ter. Normally this isn’t a big deal, but Bottomswell gets to use |

the Big Wave as a final attack. So basically, when you kill it, it

| casts Big Wave in hopes of taking you down with it. Just keep
| your HP above 150.When you defeat Bottomswell, you're

=| rewarded with a Power Wrist.

Sl

This latest threat is out of the way, but Priscilla isn’t breathing!
Cloud must perform CPR on the little girl to save her life. The
trick is to let your lungs fill up as much as possible before exhaling—just don’t wait too
long or you'll accidentally exhale. This sounds easy, but it may take several tries. Press
the [Del] key and Cloud will slowly begin to fill his lungs with air. VWhen the meter

. EEEESEEEEEIEEN 99



reaches the top of the lungs, press the [Del] key a second [
time and Cloud will breath into her mouth, This should be | -

enough to bring Priscilla around.

The lady who owns the house at
the entrance to the town is
thankful for your assistance, so
she lets you use her home any
time you need to rest. Take her
up on the offer and spend the
night. In the morning pay a visit
to Priscilla and investigate what
the ruckus is about.

Priscilla gives Cloud the “Shiva” Materia for saving her
life, and says that Shinra is throwing a celebration for
Rufus. You must get up to that city, but how? Priscilla has
the answer,

- W oot |
— |

Mr. Dolphin can launch Cloud up
» Bow ths whistte, and

| to a safe part of the tower.To do

Mr. Dolphin

so, find the spot you want to jump from and then call

| (by pressing i
| [Del]). He'll |

. | leap high
. g mto the air

on his nose. If you fi fnd the right
spot, you'll land safely on the bar

MR, DOLPHIN i
TIP:. |
TO MAKE THINGS
EASIER, JUST CALL
M. Dou HIN
TWICE WITHOUT
MOVING CLOUD.
ON THE SECOND
TRY HE'LL LAND ON

overhead. THE BEAM.
JUNON HARBOR MAYERIA SHOP WEAPON SHOP RESY
SHOPS
Irem Cost ITem CosT Old woman’s
ITEM SHOP Fire 600 Mythril Armlet 350 house Free |

Item Cost Lightning 600 Potion 50 RESY I
Potion 50 Ice 600 Phoenix Down 300
Phoenix Down 300 Restore 750 Grenade 80 Lower Bedroom Free ’
Hyper 100 Tent 500
Tranquilizer 100

Tent 500




F_—_ When you land on the pole, Cloud will climb up to the Junon Airport.
ITEMS: Walk west to the lift and take it down to the door below. Inside this
“Enemy Skill" area, the soldiers are going crazy as they try to prepare for Rufus’
Matﬂ"iﬁA arrival. One of the captains sees Cloud and assumes he’s just out of
1135 Soldier uniform. Follew him into the locker room and Cloud will don a Shinra
LM'"S SSource uniform. You must also learn the proper greeting procedure, because
usK Source you're now part of the reception com-
| Power Source ; ; :
| mittee. You just need to stay in step dur-
Guard Source : ; “
ing the march, plus you'll have to “shoul-

Speed Source i : 3
. d€r” yoUr rifle by pressing the [Enter]
key when the other soldiers do.

The parade is already in progress, so you'll need to jump
in. Follow your new commander to the parade route using
a shortcut. When he gives the sign, run around the march-
ing soldiers and retake your position in the back.VWhen
the Shinra soldiers raise their guns, you should raise yours as well. The same holds true
when they shoulder their guns. There's a definite rhythm to it. Depending on how well
you perform, the TV Producer will send you an item.

PERCENT ITEM

29% or lower Grenade

30-39% Potion (x6) .
40%-49% Ether (x6)

50% or Higher 5000 Gil

Rufus and Heidegger get into it after the parade and you
learn that Sephiroth is indeed here; however, you can't go
looking for him just yet. First, you must attend Rufus’
send-off and your commander isn’t about to let you go
without a little practice.

NOTE: THESHORT SEND-OFF PROGE- Easy enough, right? ¢l

DURE THAT YOU LEARN HERE ISNT ‘THE Not really. The timing F'“‘h‘“”““"‘-‘i!@r]
ONE YOU USK LATER. I'17SUMPORTANT 10 is the difficult part.The [y
REMEMBER THIS. WHEN YOU GET 10 THE

R commander will bark

. T 101
;m— ‘ - W




e A e I A 3 2
an order, prompting you to respond correctly. You'll notice that the other soldiers hesi-
tate a little, but you can’t hesitate or you'll throw off the whole thing. Practice your tim-
ing a bit and then head out.

There’s plenty to do in Junon.Visit the shops along the main strip as you head toward

the dock.You can get all sorts of new stuff and a few special items if you look hard
enough. Don't forget to stop at the Respectable Inn. It's like the Beginner’s Hall, but you
can learn a lot of advanced information about many things. Also, you'll want to pick up

the “Enemy-Skill”’ Materia lying on the floor. Don't forget to talk to the sailor in the
cross section of town between the two main drags. He mentions a Submarine Dock and |
an Underwater Mako Reactor beneath Junon. This information might prove to be useful |

later.
|

As soon as you reach the dock, the send-off begins. (Hey! Isn’t that Red XIlI hiding over |
there?) Follow your commander’s orders and try to make Rufus happy. Depending on '
how you perform, Heidegger will give you a prize.

Moop ITem .
NOTE: THE SEND-

0-50

Silver Glasses

60-90

“HP Plus"Materia

100 or higher

Force Stealer (sword)

OFF 15 ALWAYS RAN-
DOM, 5O THE COM-
MANDER'S ORDERS
ARE AINAYS DIKFER-

ENT,
[ ;

When you're dismissed, follow Rufus and Heidegger onto
the boat. They're looking for Sephiroth, so you don’t want
to be far behind.

SHINRA BOAT

ox The boat departs
:EThEMS IEINEM!ES' without a hitch.
ther arine

“All"" Materia Scrutin Eye ;Zizg:iz:);o\:‘?r:oon
. Wind Slash |JE"°V3'B'RTH I hat th Sk :
' White Cape (Boss) earn that the entire

e Materia team has sneaked onboard. Locar.e them all

= | and collect any items along the way.




TALK TO THE SAILOR ON DECK
AND HILL SELL YOU A FEW BASIC [TEMS
AND AN INVISIBLE ALPELA, WHICGH FULLY
RESTORES YOUR PARTY'S HP AND MP.

*'m tiredl,
CSarmething's mising
Leave me alone

~ | After speaking to
everyone, return to
the hull and talk to

Aeris again. She’ll
bk Cizan, . POil"It out that
;:tﬂurul-.nlgl:e-- . '\“'-T.' 7a Barret is missing,

: : 7~ | Check the front of
the boat and you'll

find him trying to eavesdrop on Rufus and Heidegger. The longer you talk to him, the
more it seems like he might get out of control. But then an alarm sounds! Sephiroth
must be onboard! Organize your party and get down to the cargo hold.

EASY
LUIPGRADES:
SHuNRA MARINES
ARE CARRYING A
PIECE OF ARMOR
CALLED SHINRA
BETA. LT'S A
DECENT MIECE OF
ARMOR AND WELL
WORTH STEALING.

It must be Sephiroth, because most of the crew is either dead or
dying. Those who aren’t are out to kill anything that isn’t wearing a
Shinra uniform... and that means you!

In the back of the boat it's more of the same. Head upstairs and
grab the Wind Slash, a weapon for Yuffie, before you do anything
else. Approaching the standing guard prompts Sephiroth’s appear-
ance. He looks the same, but he's obviously more powerful than
ever. Sephiroth beats a hasty retreat and leaves the team with a
nasty surprise.




Boss Ficur: T

Although this is a pretty straightforward fight, keep in

jenova.— Mowrn  Steal ATTACES
mind that Jenova is considerably more powerful than  |BIRTH LI |
your troops. Its Tail Laser is its strongest attack and o » et
can easily knock down each of your fighters by about  |Ara~semba o pss S tem
* §_ Nem
200 HPs (400 if it uses it twice in a row). Jenova can f MP 10 b Hom
3 ¢ ariSe . e ol
also tip the odds in its favor by casting Stop on one of EXP €80 g jwul
Gi 800 = HNotm '

your characters. Just make sure you distribute your

= @  Nomm
Materia evenly so Jenova doesn’t cripple your team by e
: ’ R T e o e |
paralyzing a single character. - . ESLOLaE

particularly effective during this
battle, but only if you learned it
in the Mythril Mines. Also, use

= your Summon Materia to

A A== cause some serious damage to
E Bl Jenova with solid hits from
“Choco/Mog” and “Shiva.”’
Defeat Jenova and you'll receive
a White Cape.

Barret

Costa del Sol is quickly
approaching. Grab the
“Ifrit”” Materia left behind
by Jenova and return to the

‘-ﬂlucnﬂ\ln




MATERIA SHOP

WEAPON SHOP

ITEM SHoP

]

" UPPER JUNOMN
s ors Irem Cost M Cost IrEm Cost
EE ITeEMs Sense 1000 Hardedge 1500 Potion 50
& Soldier Seal 3000 Grand Glove 1200 Hi-Potion 300
 Mind Source Restore 750 Atomic Scissors 1400 Phoenix Down 300
Luck Source Heal 1500 StrikingStaff 1300 Antidote 80
(fower Source Revive 3000 Diamond Pin 1300 Eye Drop 50
fw Source Boomerang 1400 Echo Screen 100
'i_‘:'Enemy Skill"” Materia Hyper 100
' Tranquilizer 100
Tent 500 ]i
)
LOWER JUNON ACCESSORY SHOP ITEM SHOP
REE FTEMS: Item Cosr ITem Cost
eed Source Silver Glasses 3000 Potion 50
Soldier Headband 2000 Phoenix Down 300
MATERIA SHOP WEAPON SHOP Invisible Alpha 250
| frem Cosr Irem CosT
| Fire 600 Mythril Saber 1000
lce 600 Cannon Ball 950
Lightning 600 Mythril Claw 750
Earth 1500 Full Metal Staff 800
Poison 1500 Mythril Clip 800




i..._ i ‘._.‘—_
. ITEMS: | ENEMIES
| Power Source | (OUTSIDE

| Motor Drive | COSTA DEL
L Fire Ring I SOL):
el | Grangalan

Grangalan Jr. r.
Beach Plug

Ah, a tropical resort! Too bad the team doesn’t have time for a vacation. That's okay
though, when Rufus learns that AVALANCHE was onboard the boat, Heidegger will
provide all the entertainment you could ask for.

N money (fat chance!), you can purchase President Shinra’s beach
£ house for the not so low price of 300,000 Gil. Just because you
| can’t afford it doesn’'t mean you shouldn’t take the items in the

After you've looked around

| town, go to the beach and you'll
find Hojo lounging around with a

bunch of bikini-clad women.V¥Vho would've guessed Hojo

was such a ladies man? The only important information he

has is that you need to head for Mt. Corel, which is to the

south,

NOTE: AFTER SPEAKING WiTH HOJO,
EACH OF THE CHARACTERS NOT 1N YOUR
PARTY WILL DO THEIR OWN THING
AROUND. TGWN. EACH TIME YOLLPLAY-
mm)uou Fl-'\fﬂ.' MAKE SURE. YOU ENTER

S WITH A u‘mrms_w
PARLY SO You CAN EHECK OUT LAGH O
HEIR SOFF-DUTY™ ACTIVITIES.




After explo

NOTE: THERE'S A REASON SOFIS ARE
THE TOWN'S SPHCIALTY. Mi. CLOREL 15

THE STONE SPEL L.
Ul A FEW HEFORY YOU LEAVE.

o A

FILLED wrrH Moahnus THAT CAN CAST
MAKE SURE YOU MCK

Inn for a solid

. €

)REL

ITEMS: | ENEMIES:
Star Pendant Needle Kiss
W Machine Gun Cokartolis
Turbo Ether Grangalan
Wizard Staff Grangalan Jr.
“Transform” Bagnadrana
Materia | Search Crown
Tent Bloatfloat
Mind Source . Bomb
Power Source i

MATERIA TIP: BEFORE
VOU HEAD FOR MT. COREL,
CHECK THE BEACHES NEAR
COSTA DEL SOL FOR A
CREATURE NAMLD BEACH
PLUG. T1 USES A UNIQUE
ENEMY SKil 1. CALLED BIG
 GUARD, WHICH ACTS THE
SAME AS CASTING WALL ON
A PERSON, HOWEVER,
YOU'LL BE ABLE TO USE Bic
GUARD LONG BEFORE YOU

ing you're off to Mt. Corel and the Gold Saucer.

night's rest, because in the morn-

' Head west from Costa del Sol to find Mt.
s Corel, which is at the end of a winding path

_. through the mountains. The path

| through Mt Corel is fairly straight,
| but it's full of surprisingly strong
enemies. Keep a close eye on each

character’s health during battles.

You'll see another Mako Reactor
shortly after entering Mt. Corel.
You just can’t seem to get away
from these things. There’s
nothing to do here at the

CAN USE WALL.
UNFORTUNATILY, YOU
CAN'T ACTUALLY GET THE
SSKILT JUST YET BECAUSK IT'S
A PFROTECITVE SKILL AND
T BEAGH PLUGS AREN"T
THE LEAST BIT INTERESTED
IN USING IT ON SOMEQNE
WHO'S TRYING TO KILL
THEM. JUST REMEMBER
WHPRE THE BEACH PLUGS

EASY UPGRADE: NEAR THE MAKO

REAGTOR YOU'LL FIND THE

BAGNADRANA CREATURE, WEICH I8 CAR=
RYING ANOTHER cumrmsh Wrm QUICK
TAANDS, ':rm.}
i qu-n YOu MAY amm\‘n Y
TS :ﬁmw‘?ouﬁ mw NTORY I YOu

\ [ CK IN JUNON, BUT
1, I.I&Hp‘rmh(. FLSK *rc:u CAMN SELL T LATER

FOR A PROFIT:

moment, but make a men-
tal note of its location.

ARL AND COME BAGK HERE
ONCE YOU HAVE THE
S MANIPULATE” MATHRIA.

e

!
\

it e,




_l : When you exit the reactor area, you'll

start walking on some old railroad
tracks that occasionally break. If you
fall, press [4] or [6] on the Numeric
Keypad and tap the [Enter] key as fast |
as possible. This enables you to pick up |
one of two items as you climb back up. &8 §

The item on the left side is the Wizard Staff; the item on the right is a
Star Pendant.You'll get three chances, but you can only pick up each item once.

It’s impossible to get across the low bridge at the end of

the tracks, because someone left the drawbridge up.
Instead, go back and take the high road over the water.
This path leads to a dead end, but it also leads to the

bridge’s controls.

Next to the bridge controls you'll hear some chirping

. AN N

We!come to North Corel. Long ago thls was a beautiful coal-mining town. Now it's
nothing but a burned-up version of what it used to be. It's also Barret’s hometown.

sounds. Climb up the wall at that spot and you'll see a

bird’s nest

| Cokatolis.

science allows it, but you'll disappoint your
artners, plus you'll have to fight a

. WEAPOMN SHOP  MATERIA SHOP

ITEM SHOP REST
ITeM Cost ITEM Cost  Item CosTt
4 Inn 200
Platinum Bangle 1800 Heal 1500 Potion 50
Carbon Bangle 800 Revive 3000 Hi-Potion 300
Four Slots 1300 Restore 750 Phoenix Down 300
Soft 150

Molotov 400 Seal 3000 i 5

Fire T il

Ice 600 f{“ Diop Tgo

= = yper

Light

L 690 Tranquilizer 100

Tent

500




'NORTH CbREL

Upon entering North Corel, Barret receives a rather cold
reception. It's not exactly what you'd expect, but there's
- more going on here than you

i A :
Hever thaught might have guessed.
I'deves see your face again, * [RERSREY i

B S TN fr-f » | Talk to everyone and visit the
L5 ; shops. Also, step outside the

i| town and save before you go to

| the Ropeway to the west. After

Barret finishes his story, hop on

the Ropeway and ride it to the

Gold Saucer,

' REST TOOL SHOP GENERAL STORE WEAPON SHOP |
ITem Cost Item Cost  ITEm Cost

{nn 307 Potion 50  “Transform” 5000 Carbon Bangle 800
Phoenix Down 300 Maiden’s Kiss 150 Force Stealer 2200
Tent 500 Cornucopia 150 Molotov 400

Soft 150

Hyper 100

Tranquilizer 100

GOE.D SAUCER

The approach to Gold Saucer is something you don’t want
to miss. This giant amusement park/casino has everything. '

Inside you can bet on Chocobo Races, fight in the Battle
Arena, visit the Ghost Hotel, play at the arcade, and even
participate in a stage play. There is one small catch—
admission to the park is a whopping 3000 Gil for a

[ 109



one-day pass, or 30,000 Gil for a lifetime pass. At this
point, you'll probably only be able to afford the one-day
pass, but you'll want to pick up a lifetime pass at some
point.

GP ONLY! THERE ARE TWO THINGS YOU SHOULD KNOW AHOUT
THE ENTRANCGE TO THE GO\’..I} SAUCER. FIRST, I't COSTS. 5GP
(NOT Gm} 'r() us:{ 1 HL s;wn N)N’T chowp, w,m c AN OQCA-

HEHIND THE th
) iy

L TO A MARIM‘UM

Most of the attractions here use GP instead of Gil.You
can win GP at the Chocobo Races and at Wonder Square,
Just remember that GP is useless outside of the Gold
Saucer, so it's a really bad idea to convert your entire for-
tune into GP.

It looks like everyone—well, almost
everyone—is up for a little fun. Pick your
partner and explore the park.There are
only three areas you need to visit.

2 theery mocd
=5 juy' leave me alene, *

NOTE: Ik you'n '
LIKE SPECIFIC INFOR=
MATION ON THE
VARIOUS RIDES AND
ATTRACTIONS AT
THE GOnn SAUCER,
REFER TC THI
GOLD SAUCER SEC-
TION 1N THE BACK
OF THE BOOK.

SPECIAL WEAPON: WHILE EXPLOR-
ING YOU MAY WANT TO STOP BAST SFEED |
SQUARE AND TRY YOUR HANL AT THE

ROLLER COASTER MINI-GAME, I¥ YOU
CAN SCORE 5000 POINTS, YOU'LL
RECEIVE A VERY SPECIAL PRIZE, AERIS!
UMBRELLA. Tuv. WEAPON c..m (;Nnr BE

% (.mmm?u ED bqw\mi AND tmm
First, you WHILE YOU '
should visit FIRST DISC. Il“,(-mi<
Speed Square.

Here you'll

meet Dio, the
owner of the
Gold Saucer.
Dio mentions
that someone wearing a black cape with the

number | tattooed on it came through earlier asking about a
Black Materia. It sounds like Sephiroth was here, but he’s
probably already gone.

M(‘.)RI—. lh.POR.MA‘r'IDN.' ON BEATING'
s SPEED SQUARE.




Next, stop by Wonder Square. Here you'll meet a rather
poor fortuneteller named Cait Sith. He'll give you a for-
tune, and then join your party to see if his predictions
come true. After the encounter, you can enter the arcade
| and mess around, or you can head over to Battle Square.

TURTLE'S PAR-
| ADISE FLYER #3:
g Efll'\ruu'm: WORKING
[ ON TS SIDR
QUEST, You'LL

| WANT TO STOP IN
AT THE GHOST
HOTEL, INSIDE

YOU'LL FIND THE
© THIMD TURTLE'S

PARADISE FLYER bodlecarct il = .m“
le:,;:(:?; 'T)f:::u riddled with bullet holes. No... it couldn’t 1 irevie s na.

ITEM SHOT. be. Barret was mad, but not THAT mad.

dier on the steps to the entrance of the
Battle Arena. Inside it's more of the
same.Who could have done such a
thing? The — -

Talk about being in the
| wrong place at the

| wrong time. Dio walks
| in and the next thing
.| you know, the team is
| getting thrown

\| out of the Gold HOTEL SHOP
Saucer for a
& crime they didn't s Cosy
: -# @ commit. Potion 50
. .@_‘_t 5 _ " R Phoenix Down 300
PR 01 \\l\ l on the tracks and | Ether 1500
follow the path until you reach a small town named | Antidote 80
North Corel. Maiden’s Kiss 150
Cornucopia 150
Soft 150
| REST Echo Screen 100
Hyper 100
Inn 5 GP Tranquilizer 100




Corer prison

| ITEMS: ENEMIES: I:‘:n“g:‘r;“ds
| Silver Armlet 2-Faced
[ ; Prison at the
(Boss) Bandit
Death Claw base of the Gold
- Bull Motor Saucer.There’s
Land Worm no way out
Cactuar either, because
Dyne (Boss) the area is com-
—;A pletely surround-

ed by quicksand. Cait Sith does mention one

special occasion where someone actu-

how it was accomplished.

Barret is also with the team, but he's
still in a bad mood and there are more
dead bodies. Follow him off-screen, but

Follow Barret to the house located in the southeast. In this house,
he explains to you what's happening and tells you more about
Dyne. It appears that Dyne is back and Barret needs to find him.

First, return to where you entered the
prison, where you'll find another dead

 BATTLE TR
YGU'LL FIGHUT A |
‘r_m;ap BANDLIS IN
| Conr PrisoN.
ThEy Wil ormft ‘
C MuG mou AND
{M lmMs. lll, 5
SNOU QUIGKLY KILL
THE BANDIT WHO
| STEALS AN ITEM,
YOU'LE GET T
BACK. HOWEVER, IF
THE BANDIT GETS
AWAY, YOUH ITEM 1%
GONE FOREVER.

u...f .

man. Go through the gate and then to the east to find Dyne,

UPGRADES AND S

SN THE AREA FULL oF mmcm ! B
YOU CAN ACQUIRE Anomn N)"m AN Awmv nm.l... ]
THE DEATH CEAWS (N THIS AREA HAVE TWE nmrmm You.

FOR THE DEXTIROUS, vcu“u. FIND EACH ONE 15 FACKING A !

)




daughter, Marlene.

DYNE

This isn't a happy reunion of old friends. Dyne has never
recovered from the destruction of North Corel, Now his
only wish is to destroy everything—including Barret and his

Dyne

Dyne has a magic attack called the S-
Mine, but it's no stronger than his nor-
’, mal shot. The attack can be dangerous

because he can use it immediately after

' using his normal attack. This combined

. to stay out of trouble.

WARNING! DyNE HAS A FINAL ATTAGK CALLED
THE MOLOTOV COCKTAIL, WHICH INFLIGTS AROUT
[ 150 POINTS OF DAMAGE. HE'LL USEF N YO

JUST BARELY “KIL Howay i ;:A;::
| Arracxk L HARD, ¥OU WON'T cave

| hu THE ) USES THIS ATTACK.
l .T"'F' Gers Low. ' ..

L T Es— 1 ESS—

Barret fights this battle alone.
Throughout most of the fight,
you'll continue to trade blows
with Dyne while keeping up

your health. Dyne's attacks

build up Barret's Limit Meter quickly, so you'll have plenty of
opportunities to hit Dyne.

You receive a Silver Armlet for defeating this

MomrH  STEAL

I ’ Neads Le b e
n /
N WA Vekan Cacktu

ATIACKS

Area~ Corel Frson Desert .

Marm
Norm
Normm
Korm
Norm
el

-

Lr

1w =
[

Norm

b Norm _

Nesm

attack causes about 300 points of damage, so you should keep Barret’s HPs around 300

Boss. Dyne also gives Barret a pendant for

Marlene,
which is a

keepsake
of
Marlene’s
mother.

GENERAL STORE
ITem Cosr
Potion 50
Phoenix Down 300
Tent 500
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THE CHOCOBO RACE

THESEEERG | e In the morning, Cloud and the rest of the |
I:EMi M . fggmes team pay a visit to Mr. Coates. He's reluctant
amu ateria
| [SEREERN SAUCER to h;lp the ::eam at fil;‘st, but Elarr:t show: the
AREA): pendant to Coates, who quickly changes his
Flapbeat tune. If the team wants to get out of Corel
!‘ Spencer Prison, they need to win a Chocobo Race.

;-lakrpy Now it's time to meet Ester, Chocobo Racing
oker

! Manager and all-around nice person. She offers

to be Cloud’s manager and says she'll loan him
a decent Chocobo for the race. She takes you to the Jockey's Lounge where you can talk
with the other jockeys and grab the ‘“Ramuh’’ Materia.You'll also meert Joe, a champi-
on Chocobo jockey. He may seem like a nice guy, but he'll be a thorn in your side later
on.When the bells
sound, follow the other
jockeys out. Ester will
give you some last-
minute tips before the
race begins, so pay
attention.

It's best to take Manual control of your Chocobo
before the race even begins. At the start of the race,
increase your Chocobo's speed so that there's a very
slow drain on its stamina. This will give your Chocobo
better speed than the other Chocobos and should
enable you to get a small lead.

TAKE I'T EASY: DoN'T
WOHRY IV A CHOCONO GOEs
FLYING PAST YOLU. THl JOUKEYS
ARE msﬂ!ﬂq TR Qﬁm"os

O FARD—THEY LI RUN OUT
OF \‘rrzml BEFORE THE RACE 1S
v OVER.




Now keep to the inside of each turn to quickly fly through
them. (Don't believe me? Try taking the outside of a turn
and see how everyone goes flying by.) When you reach the
“space theme"” area, make your Chocobo sprint toward the
finish line. If things go well, you should easily win the race. If
not, keep trying until you do.

You're free from prison and Dio is very

sorry about the mix-up.As an apology, he CH:I."TM,:,:'? =
gives you a Buggy to help with your jour-
ney. He also tells you that Sephiroth is

SLOWILY REFILL
YOouUR CHOCOBO'S

headed to STAMINA METHR BY
HOLDING [1] + [3)
50“8‘-‘83- a ON THE NuMBRIc
| town located to | Kuyean vuwine
the south. THE RACE, THis

ENANLES YOU TO
FUSH YOUR
CHOCOBO HARDER,

ENEMY SKILL: BiroRe ¥OL MOVE l
OMN, TAKE SOME TIME TO CHECK OUT
The DESERT, IF YOU CAN FIND A HARPY
TO FIGHT, YOU CAN LEARN THE ENEMY
SKILL, AQUALLING, YOU CANALSO STRAL

NOTE: YOU CAN CROSS THE DESERT
WITH THE BUGGY, RUT YOULGAN'T
RETURN 1O Corir PuusoN. HOwEvER,
YO CAN HETURN 10 THE DESKRT ARIA
AROLIND THE

A STRIKING
FRISON N THE St A ]P.
LGy, I YOU
» o LIKE, IﬂJ"I‘ Al‘
s lm “ > THIS
Cric i
e | o BN o rouu;mn'
CARY Wit l:._ﬂp:._'_ Lt 1 uﬂ'f 'ANr iy
you crr wack [o. M AT "
TO YOUK v -
CVEHICLAL Al

CAI'T SITH'S SECRET:
HAVE YOU LOOKED AT CAIT SITH™S INVINTORY YET? HE HAS THE
SAMANIPULATEY MATERIA YOU'VE BEEN WANTING SO BADLY. NOW YOU CAN TAKE THE
BUGGY BACK 10 COSTA DEL SOL AND GET THE ENEMY SKILLS YOU MISSED BEARLINR. DON"T
=51 MEMEMBER WIAT '8 1A KNG ABOUTE Thor BEach PLucs
~NEAR COSTA DEL SOL BAv THE Bt GuArRD ENEMY SKiL1.,
THI ZEMZELET TS NEAR JUNON CAN GIVE YOU WHITE
WiIND, YOU MAY ALSO WANT TO GET THE BFTA sKiLt
FROM THE MIDGAR ZOLOM IF YOU MISSED 1T FARLIER.




e e e e e S S
THE SLEEPING MAN: Ir ¥YOU TAKE
FEE BUGGY BACK TO THE FIRST CONTIS
rAKI

NENT YOU CAN

FIRST STLP N

OBRTAINING
Armis’ Leval 4
LiniaT BRrEAK,

EAST OF JupoN
YOU'LL SER A

SMALL CAVE
SURROUNINED
BY MOUNTAINS
AND A RIVER,
Uiss

THE BUGGY TO CROSS THE IIVER AT
IS SHALLOWEST POINT AND THEN ENTHER
THE CAVE, INSIDE YOU'LL FIND A SLEEP-
ING MAN WHO ONLY WAKES UF WHEN

TEAM mu.lbuut T Amtw
BATTLES WHERE TR —\‘-r‘mm(.rrs
MATCH. FOR EXAMPLE, HE'LL WAKE UP IF
YOU'VE FOUGHT 266 BATTLES. HOw DO
Yo m:nw HOW MUCH YOU Vi
rum..l-rl‘} ]'Us‘r KEEP LEAVING ANID

THLL XOULDIF-

THINGS, ONE

TIMES YOLU'VE

- = FOUGHT.

THE FIRST TIME HE WAKES UT, HE'LL HAND OVER EXTHER a-‘
Bour RiNG OrR My tHRIL, TO GET THE SECOND ITEM, GO
FIGHT FLEVEN BATTLES AND TALK !
IO MIM A SECOND TIME, YOL!
MUST HAVE THE My rimi 1o
GET Arnis’ LYVEL 4 Lisry
BREAK, BUT ¥OU CAN'T GET 1T
JUsT YET. REST ASSURED THAT
PLL LET YOU KNOW WHAT TG DO
WHIN THE AMPROVIIATE TIME
L2 2w COMES.

RETURNING
AND HE'LL

FERENT

OF WHICH 18
HOW MANY

QUICK LEVEL UP:
ON YOUR WAY BACK
THROUGH JUNON, YOU CAN
GAIN 10 OR MORE LEVELS IN
JUST A FEW FIGHTS. IN THE TOWN'S CROSS SECTION
BETWEEN THE TWO MAIN DRAGS, YOLPLL FIND AN ALARM
BOX ON THE WALL., THROW THE ALARM AND THIN RUN
AROUND TO ENCOUNTER CREATURES YOU SHOULDN'T BE
FIGHTING UNTIL THE SECOND misc! Bewawsd T uese
LyvEL 47 REASTS ARE LIKE BOSSES
AT THUS POINT, HOWEVER, IT'S
WL WORTH THE TIME 1O

[4] & [6]

Move Left or

Right

[-1 Chooses
Auto or
Manual

[Del] Speed up

[Ins] Slow down

[Enter] Sprint

[7] Ends race

BUGGY CONTROLS
[2], [4]. [6], [8] Moves
Buggy
[Enter] Hop into
Buggy
[Ins] Get out of
Buggy




—_—

G-ONGAGA VILLAGE

FITEMS: ENEMIES
' “Titan" Materia (GONGAGA
| “Deathblow” AREA):
Materia Grand Horn
X-Potion Gagighandi
White M-phone } Touch Me
e Kimara Bug
| Flower Prong

Heavy Tank

You'll recognize Gongaga Village when

GET READY:
Havn Arris jON

| you see it because of the twisted mass T WPV T
of broken and burned metal in the 1SN ALREADY IN I
| middle of a jungle.You'll need to park *:” U, TR EOMER
REAKS TO LEVEL
| the Buggy before entering the area. o e
Y4 N 1O SPEND SOME
~ | As soon as you enter the jungle, you'll e
f | find the Turks sharing some secrets, SURROUNDING
i Reno and Rude attack the group, but GONGAGA VILLAGE

BUILDMNG U1 HILR
L ME TR
BEFORE YOLU ENTER
‘ THE JUNGLE OUT-

'Boss FIGHT: SET
RENO AND RUDE

Blreno ey T—— [P ———————————— Reno and Rude tend to
(Gongaga) ™ % LLr. | |(Gongaga) M M T use a lot of magic in this
battle. Having the Fire

Ring equipped plus the
“Elemental-Fire"
Materia combination
equipped in someone’s
_ | armor will help you

1| defend against this duo’s
attacks.

Elena runs off to warn Tseng.

—~




BATILE T
CONCENTRATE
YOUR INITIAL
ATTACKS ON RuDe
BEFORE GOING
AFTER RENO,

2 : - RUDE"S THE ONE

I 0e 22 & Rk = PERPORMING ALL

:'_'r::" P et THE HEALING IN
THIS BATTLE,

Have Aeris use her Seal Evil Limit Break as soon as pos-
sible. It won’t mute Rude or Reno, but it should paralyze

them both, which makes it easy to eliminate one or both

of them.Winning the battle gets you an X-Potion and a

Fairy Tale.

How did the Turks know about AVALANCHE's where-

abouts? Maybe it's a spy. But there's no time to interrogate
everyone, so follow Elena to the destroyed Mako Reactor.
Scarlet and Tseng show up just after you arrive looking for
something called “Huge Materia,” something for some kind of super weapon.This could

be bad news. Check the reactor after they leave and you'll find the “Titan” Materia,
- g : the junky Materia Scarlet

{ referred to. Now return to the
crossroads and take the second

path to Gongaga Village.

Visit the hut on the south side
of town.The people here ask if
Cloud has ever met a man
named Zack, who left Gongaga
several years ago to join SOL-
DIER and hasn't been heard from since, Aeris recognizes the name as that of her first
love, but even she hasn't seen him recently,

'_-_——'—'_'_.__

MATERIA T8
THERE'S A “DEATHBLOW ™ MATERIA ON THE PATH THAT LEADS BACK TO
THE WORLD Mar




¥
That’s all you can do“'Gongaga except for shopping.
Return to the Buggy and head for Cosmo Canyon.

NOTE: THIME ARE SO S TAIS 1IN
GONGAGA VILLAGE, BUT THERE ARL
"rrmwm"s" POLES, Dm"r m‘l HE
Ww\mm LOCATLD ABOVE THE
] o TACERRSORY SHOF

NEW SKILL: As YOU WANDER AROUND
OLU TN GONGAGA VILLAGEHE, YOU MAY
ENCOUNTER A GrROUur OF ToucH ME
ENEAIES. THESE ANNOVING LITTLE
FROGS CAN TRAGH YOU A NEW ENBEMY

SKILL, CALLED FROG SOoNG.
" Red X
Barret
CESSORY SHOP WEAPOMN SHoOP ITEM SHOP INN
; Cost  [ITeMm Cost M CosT  Rest 80
' adband 3000 Hardedge 1500 Potion 50
ar Glasses 3000 Grand Glove 1200 Hi-Potion 300
Pendant 4000 Atomic Scissors 1400 Phoenix Down 300
4000  Striking Staff 1300 Tent 500

e Cape 5000 Diamond Pin 1300 Maiden'’s Kiss 150
5000 Boomerang 1400 Cornucopia 150

6000 Impaler 500 Soft 150
6000  Shrivel 500 Hyper 100
‘1500 Molotov 400 Tranquilizer 100

sform"’ 500




NIBELHEIM

!—;TEHS: EMEMIES
Luck Source (X2) (OUTSIDE
l Elixir NIBELHEIM):
- | Turbo Ether ' Nibel Wolf
Platinum Fist L Valron

| Nibelheim, Cloud and Tifa's hometown, is a small town that ‘
rests in the mountains. According to Cloud's memories, the
| town should be nothing but burnt earth; however, the town

| appears just as it always was.

Talk about a cover-up. Everyone
in the town insists that nothing
ever happened. And who are the
weird guys in the black capes?
Talk to them and most of them

I will give you an item.
1 'masmmsz. pveyo

CMECK TivA's After checking out the town, return to
m “r;'::"::’:;"" Shinra Mansion. Two of the caped guys are out front, and one of them

- hints that Sephiroth is inside the mansion.
Why would Sephiroth return to

mom CrLoun's

C | mAsSHhACK.

. REMEMHER THE
TUNE YOU PLAYEDZ
TPLAYING 1T NOW
[eers vou onne G,

BUT LATER IN THE
GAME YOU'LL. GET GENERAL STORE
SOMETHING MUCH
1 BETTER. ITem Cost
Potion 50
Hi-Potion 300
REST
Phoenix Down 300
WHERE Cost
Inn 100 Tent 500




COSMO CANYON

ITEMS: . ENEMIES
\ Elixir (COSMO
1 | CANYON
s AREA):
ENEMIES: r Skgeskee
(OUTSIDE | Griffin
COSMO Desert Sahagin
| CANYON): I \

Crown Lance

|! After leaving Gongaga, cross the river located southwest of the viliage.:

THE Bucoy
BREAKS DOWN,
TALK TO THE MAN
(THE ONE WHO
LOOKS UIKR A
CONSTRUCTION
WORKER) IN THE
MIDDLE OF TOWN.
TELL HIM YOu
AREN'T HERE TO
STUDY AND HELL
QFFER TO FIX THE
BUGGY FOR YOU.
I8 NOT A NECKS-
SARY STEPR, 8UT IT
DOES LEAD TO
SOMETHING *
LATER.

and then follow the path into the canyons. Here you'll find the town
of Cosmo Canyon, which rests on the side of a plateau.This place is
very distinguishable because of the planetarium located at its top.You
can't miss it—the Buggy breaks down right in front of it!

Cosmo Canyon, a community dedicated to |
the study of Planet Life and peace, is Red
XliI's hometown. This is also the place
Barret once promised to bring Biggs,
Jessie, and Wedge after AVALANCHE had
stopped Shinra’s evil doings.

You discover something very big in
Cosmo Canyon—Red Xlll's real name is
Nanaki. Follow Red Xlll up the stairs to
the left to meet his grandpa, Bugenhagen,
who lives in the planetarium at the top of
Cosmo Canyon. Along the way, stop and
talk to Barret, who shares a bit of :
AVALANCHE's history with you.




~—
TUrRTLE'S PAaRADISE FLYERS #4 B2 #5:
APPARENTLY THE POLKS 1IN COSMO
CANYON ARE THE PRIME TARGET. AUDI-
ENCE FOR TURTLE'S PARADISE SINCE
THEY VE POS TED NOT ONE, BUT TWO
FINYERS IN 'l:ﬂﬁM‘lH‘Hl “(‘I..m VIL.-
LAGE, m s FLYRR 15 -&'rmc:!ﬂtn TO
THE W.ﬁﬂ:ﬂl {OR STAND). THE
SECOND CAN BE FOUND NEXT 1O
| THI DESK INSIDE THE INN, ONLY. ONJ:
Bugenhagen is very much in tune with the planet : MORE TO GOl
and can even sense its despair. You'll get a chance
to look at Bugenhagen's contraption, but you must find one
4 other team member to join you.You can choose anyone in
your party—with the exception of Red Xlll.When you're all

| set, return to see Bugenhagen,

Bugenhagen is already in his laboratory. Go inside and he'll
%% teach you about the Lifestream and Shinra's destruction of the
| planet. When the lesson is over,
talk to Bugenhagen one more

: time and then go to the center of
Cosmo Canyon, where the rest of the team is resting .
around the campfire,

Make sure you talk to everyone on the team, but talk to
Red Xlll last. He talks a bit about his mother and father,
By which prompts Bugenhagen to appear. He

you saw earlier. Bugenhagen opens a new path on your adventure by
unlocking the door, which gives you access to the Cave of the Gi.

ITem Cost ITem Cost  Irem
100 Poti 50
on Butterfly Edge 2800 MP Plus
Hi-Potion 300 Tiger Fury 2500 HP Plus

Phoenix Down 300

Ether 1500 Heavy Vulcan 2700 Mystify
Tent 500 Prism Staff 2600 Transform
Maiden’s Kiss 150  Silver Barrette 2500
Cornucopia 150  Ginwheel

Soft 53150
00 Green M-phone

-
Tranquilizer 100 Silver Armlet




ITEMS ENEMIES DEATH'S DOOR: YOU MAY WANT TO
| “Add&d Eﬁ'ect" Gl SPBC".DI" HOLUW® YOLUR cmmqrms WTTH ITEMS
Maceria Heg S e
Black M-phone S“eakY Step SeEcTORS AND SNPAKY STERS) THAT CAN
| Ether Stlnger CAST l;)urn SHNTENCE, WHICH JUST
Fairy Ring Gi Nattak (Boss) HAFPENS 7 pﬂa INEW ENEMY SKIL. THE
| X-Potion Soul Fire (Boss) TRICK HESRRBEIVING THE ATYACK.
| WW YOu. m"i’ TEACH A DEAD I'ER-
| :{g‘bo, EEP::I' cart I{ SON NEW SKILLS.
ravity” Materia vy
Wiser Staff (Boss) |

There are lots of holes in the walls of
the first cave and inside each is a rock.
Breaking a rock normally starts a fight,
but one opens a secret door. Check the |
— map for its

posed of several twisting paths. Walk |%
down the stairs to collect several
Al items or take the path on the bot-
_' tom left to find the “Added

i Effect” Materia (you may remem-
= ber this from the first map),

Now you have a decision to make. There are five tunnels and you must decide which
way to go. Here's the way things break down: the first tunnel connects to the fifth
tunnel; the second
and fourth tunnels
take you to fights
against creatures
known as Stingers.

WARNING! BEWARE OF THE GOLID-
COLORED LIQUID ON THE FLOOR. IF voul
RUN ONIT, I'T WILL CAUSE YOU TO SLIDE 1
OUT OF coarmm. AND INTO A WALL OF
SIMKES. A mma CIMRA(."I'I.!.II. CAN IPASS

QOVER ‘ﬂﬂ.m GOO WITHOUT
¢ - WORRY,




To make this an easy fight, you can equip your team with gear
that helps protect from fire. Gi Nattak's main weakness is Holy
|| magic. This may seem odd, but the undead take damage from
Cure spells—just avoid using Fire spells. In fact, you can actually
kill Gi Nattak in a single shot using either a Phoenix Down

= or a Megalixir (maybe that's why the programmers left a
==| Megalixir in the previous cave). Defeating this Boss gets you a

Follow Bugenhagen
and the others out of
the cave, and pick up
the “Gravity'
Materia on the way
out. Now grab a tissue
| and watch as Red XIII
discovers his father's
true fate.

Phoenix Down and a Wiser Staff.

PAY YOUR BILL: Iy YOU SIFOKE TO
FHE MECHANIC WHEN YOU FIRST
ARRIVED, YOU SHOULD SPEAK TO HIM
AGAIN BEFORE YOU HIT THE ROAD.
INSISEON PAYING HIM FOR HIS WORK
AND HIE'LL POINT YOU TO A HIDDEN
TIEM INSIDE THE INN.

After everyone composes themselves, you're ready to move on.The Buggy should be
fixed, so hop in and continue to the southwest through the canyon.When you hit the
coast, follow it to the north to reach your next destination, Nibelheim.




NOTE: THERE'S
DNLY ONE PATH
THAY YO MUST
THAVEL
THRO UG =T 1
MCOND TUNNEL.
YOU CAN skl THe
FOURTH PATH AND
CAVOID A 1TOUGH
HIGHTT, HOWEVER,
SKIPPING Ve
POLURTH PATH
MUEANS YOU MUST
| PASS L AN TTEM,

.
Before you approach the troll-like fncc}the wall, equip yourself with
something that grants protection from fire.You'll need it because when

you walk up to the

T face, It
~~ ' SECRET STUFF: . comes to
THERE ARE TWO MECRET PASSAGES
N OTHIS CHAasnER, FOLLOW THE life and
ARROWS ON THE MAP 10 FIND attacks
““\\___ FHE HIDDEN CHES TS, the party.

— s

Boss FIGHT:
- G1I NATTAK AND

SouL FIRES

Gi Nattak

This Boss can be a real pain, mainly because its Soul

Fire henchmen have the ability to posses your charac-
ters. Once inside a character’s body, it will occasionally
cause fire damage. They can also heal themselves using

their own Fire magic.
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SHINRA MANSION

— = The mansion is full of enemies this time
'TFM$= ENEMIES: around. Be careful and keep your hit points up.
Twin Viper . Dorky Face Ak i
Magic Source Jersey ENEMY SKILL: THOSE PESKY J_lmsn_a\'s_

| Silver M-phone : Mirage CAN -r:—;m_:u \_-ou THE 2222 ENL’.M,\‘I .‘.'il'(.[l.l.

¥ YOU'RE PATIENT. THEY DONT USE THE

| Enemxll-aunch_er ; B!aCk Bat SKILL VERY OFTEN; SO GETTING IT COULD
Qdin” Materia - Ying/Yang FAKE A LONG TIME. THIS COOL SKILL

“Destruct” l Ghirofelgo INFLIGTS AN AMOUNT OF DAMAGE EQUAL

| Materia Lost Number TO THE DIFFERENCE BETWEEN YOUR
Basement Key (Boss) 2
(Boss)

Cosmo Memory
(Boss) .
—-ﬁ

Read the notes lying on the floor to the left of the

entrance. The first mentions someone trapped in the base- | _ :
NOC Qo past the pumbers while turning.

ment and the second mentions a safe. According to the v m,m S
note, you have 20 seconds to open the safe correctly. - ]
There are also hints on the paper for each of the dials.
The hints are:

I. Look for the lid of the box with
the most oxygen.

2. Behind the Ivory's short of tea and ray.

3. The creak in the floor near the chair on
the second floor. Then to the left five
steps, up nine steps, left two steps, and up
six steps.

4. (missing)




You don't have to open the safe, but in case you're interested, here’s what the code
means when deciphered:

I. The box with the most oxygen is the treasure chest upstairs in the atrium. Check the
back of the lid.

2. The lvory's short of tea and ray must be the piano in the music room. Check the
floor around the piano.

3. There’s a squeaky floorboard next to the chair in the upstairs bedroom. Follow the
directions from that point.

4. The last clue is written in invisible ink.While reading the clue sheet, try looking at the
location where the Dial 4 clue should be.

After checking everything, you should have
the following combination:

Right 36, Left 10, Right 59, Right 97

Now is a good time to save your game,
When you're ready, go upstairs and try to
open the safe.Turn the dial to the correct number, and then
press [4] and [6] on the Numeric Keypad to enter it. As soon
as the safe is open, you get attacked.

TIP: DoN"T GO
PAST ANY NUMBER
WHILE ENTERING
ITHE COMBINATION
OR I'T WON"T

WORK!

Boss FIGHT:
LosT NUMBER

This Bos's can be tough, but there’s an easy solution, Tost g T
Add Aeris to your party and set her Limit Breaks to Number WA WA Memmses
Level |.She can use Seal Evil against Lost Number and ——
paralyze it for most of the battle. While it's paralyzed, | acea~ suion rusion T
o
e HNosan

have Cloud and your other party members pummel it

S| With strong
m spells. You should

- “E= 2 be able to knock

it down to half

.| size before it

—= recovers from the paralysis.

i

== Noam

If the purple side dies, the red (magic) side will begin casting strong spells against the
party. If the red side dies, the purple side will assault you with constant physical attacks.
Fight the red side with your own physical attacks. The red side of Lost Number is very

resistant to magic, so you should fight the purple side with magic. !

ik pE— 1 pES—
i o T —— s i




Summon *“Choco/Mog”
and you might paralyze the
monster again; if not, use
Aeris' Seal Evil again as
soon as her Limit Break is
ready. For winning this bat-
tle, you receive Cosmo
Memory, which is Red
Xlll's Level 4 Limit

Breal.
With the safe now open, you can get the BATTLE TIP: WHICH SIDE OF LOST
Basement Key and the “Odin”’ Materia. INUMBLR LIVES AND DIES DEPIENDS| UI'ON

“IHE LAST -’\TTA‘:K BEFORE '.ﬂﬂi ARANS- »
Return to the base- '
ment area using the
same path you used in
Cloud’s flashback at
Kalm [nn. If you
opened the safe, you can use the Basement Key to open the
door located to the side of the library. This is where you'll
meet a man named Vincent.When you talk to him about

1 Sephiroth, he’ll go back inside his
coﬁ'n. but don t give up! Talk to him again and you'll get
his name. He'll ask you about a lady named Lucrecia, who
he claims gave birth to Sephiroth. After getting this tidbit
of info, you won'’t be able to getVincent to open his coffin

again.

o the Basement™ |

7 Continue into the library. Sephiroth is
.,..J inside and asks about the “Reunion.”
Cloud has no idea what Sephiroth is

4 talking about, so Sephiroth invites Cloud to Mt. VINGENT .
L« Nibel. Sephiroth then hits Cloud with a . JOINS:
“Destruct” Materia and then leaves. IF YOU SIEAK TO
VINCENT BEFORE
Return to Nibelheim and prepare | OR AFTER ENTER-

NG THE lmlmRY,
HE'LL JOIN YOUR
PARTY AS YOU
LEAVE ‘THE BASE~
- mENT. ¥ YOU
HAVE NO IDEA
WHAT I'M TALKING
ABOUT AN'D
YOU'RE LOOKING
FOR VINCENT,
YOU SHOULIY READ
THIS CHAPTRR |
THOROUGHLY,

for your journey over Mt Nibel.

nu il meet Hope7*




1. NIBEL

| ITEMS:

~ | Rune Blade
| Plus Barrette
| Powersoul

| “All" Materia
Elixir

| Sniper CR

| “Elemental”

! Materia

| “Counter”

- ENEMIES:
Sonic Speed

| Kyuvilduns
Zuu
Twin Brain
Dragon

H Screamer

| Materia Keeper
(Boss)

Materia |

see.

)

By rldmg the chutes after the brldge. you can grab several dif-

at the botﬁom ,,;y0u move about.

Chute #1 leads to the ground in from: of the large
scorpion-like creature.

Chute #2 leads to a small rock -lééi:g_;:.;that has a
Powersoul that Tifa can use.

Chute #3 takes you down to the second level,

Chute #4 drops you off next to a chest containing an
“All” Materia. :

Chute #5 also leads to the second level.

To reach Mt. Nibel, take the path near the
Shinra Mansion. Mt. Nibel is just a short walk
away.

q The first part of Mt. Nibel is fairly linear, although there are a
few twisting paths off to the side where you can get items. The
first path is obvious, but the second path is a little difficult to

When you have everything, take the southern path next to the large creature. This path
takes you to the area where Cloud fell during his flashback at Kalm.

A
i




ARMOR
UPGRADE:
YOu CAN STEAL
GOLD ARMLETS
FROM DRAGOMNS,
WHICH IS THE BEST
ARMOR AVAILABLE
AT THIS POINT IN
THE GAME, YOU
CAN ALSO GET THE
FLAMETHROWER | The cave below should look familiar to you, so hop down and go inside.

k?ﬁ:;i;::):fﬁ” You can get the chest by entering the top hole and following the hidden
vou missen 11 eax- | path marked on the map. Then continue until you see a fountain, but
LIER IN THE don't forget to grab the Materia next to it.
MyHRIL MINES. | At the fork in the path, go left and you'll
see the Nibel Reactor just ahead:There's
nothing to do at the plant, so use the door behind it to

return to the crossroads.

Now would be a really good time to save your game.
When you're ready, walk up and inspect the big Boss to
initiate combat.

Boss FIGHT:
MATERIA KEEPER

As you might expect, the Materia Keeper is one tough =rrrrs o S KoM
Boss. Most of its attacks cause about 200 to 300 points |Keeper WA A Mg
of damage or more, and its Trine attack causes 500 EneanySkll—Trine oo T§ s

. points of damage to each of your characters. Fire spells [area— nmemves  —7gaee
heal the Materia Keeper and it's resistant to Gravity.

You should first take advantage
| of the Big Guard skill in this
battle. It will help protect you
from the Materia Keeper’s
stronger attacks, including Trine.




<

Use your Limit Breaks coupled with hard-hitting spellsﬁ’éﬁ
Bolt 2 and Ice 2, and then switch to your normal attacks ;
when a character’s magic gets low. Also, make sure you
have your team ready to cast Cure-All.When the
Materia Keeper's HP gets low, it will start to heal itself
with Cure 2. Fortunately, it only heals about 1,000 HP
each time.When it's finally defeated, you'll receive a

Jem Ring.

GET TRINE: IF YOU EQUIP THE
“ENEMY-SKILL” MATERIA, THE EQUIPPED
CHARAGCTER(S) CAN LEARN TRiNE. THus
SKILL WILL COME IN HANDY I'OR QUITE

"_' A WHILE.

L]

The Materia Keeper drops a “Counter
Attack” Materia on the ground, which you'll
want to pick up and equip right away. You may
want to use a Tent after fighting the Materia
Keeper, because your MP and HP will likely be
low. With the path cleared, you can now leave

.Mt. Nibel.

==

ITEMS:
Yoshiyuki
Power Source

| Drill Arm
Edincoat (Boss)

e

r—

ENEMIES
(INSIDE
ROCKET
| TOWN):
Palmer (Boss)

== “Captain” as the man who speaks for
the town. Maybe he’s seen Sephiroth; go to the “Captain’s”

'ENEMIES

(OUTSIDE

| ROCKET

TOWN):

| Battery Cap

Valron

| Nibel Wolf

Velcher Task
Kyuvilduns
Crown Lance

Bahba Velamyu

house and check out back for him.

~ Everyone keeps

i
4

OCIKET TOWN

From Mt. Nibel, follow the curve of the moun-
tain range and you'll eventually see Rocket
Town in the distance. Initially, this was ear-
marked as the sight for Shinra's space program,
but something must have gone terribly wrong.

When you enter
the town, hit the
shops and pick
up the latest
Materia.

referring to the




There's no Caprtain around, but
there is a sweet little plane named
Tiny Bronco. The Captain’s assistant,
Shera, greets you and tells you to
check the Rocket.

‘SHOI", HE ASKS Y_
o LQQK-?\T 'TH

IE YOU TALK
FIIM ENOUGH,

" Miny 8ranco..
This s cool, ®

If you climb to the top of the

| rocket, you'll find the Captain

inside, whose real name is Cid.

Cid is an ex-astronaut (well,

| almost) who had a failed launch
and never made it into space. Cid

isn’t about to let the team use the Tiny Bronco, so leave

him alone and return to his home.

| arrive shortly after Shera finishes her story.

Go outside and check on Cid
again. Rufus wants to borrow the
Tiny Bronco. Sephiroth is headed
overseas and the Tiny Bronco's
the best way to get across the
ocean. Naturally, Cid's not too pleased with this request, fﬂh
but it looks like Palmer might try to steal the plane any-
way. It’s up to the team to stop him.

Boss FIGHT:
PALMER Palmer W

) wt3g 9 Nom
Palmer’s not a tough opponent. Use Ateam ket o eoss 8 fom
. your strongest spells against him and TR e

Heem
G lnval
2= Horm

iU Pt ol the Tpace egram "

@ Horm
+ Nemm




3 i
il up with the Ha&pelr and keep pounding away.

%8 shot off and you'll walk away with a new
Edincoat and the Tiny Bronco.

If things don't go smoothly, prepare to face
Palmer’s Mako Gun.With this weapon, he
can hit the team with several types of magic,
including Fire, lce, and Bolt.

§| There's no stopping the plane once it’s in motion.
The team flies right through the middle of town
=3 |and Cid quickly jumps on.

4| Rufus isn’t too happy about
| Cid's escape and his soldiers
quickly shoot the Tiny
Bronco out of the sky.

Although the plane crash-
lands in the ocean, it's still
salvageable as a boat in shallow water. With no
place left to go and his dreams of outer space
exploration shattered, Cid signs up with the team.
Rufus was headed to the Temple of the Ancients,
so maybe Sephiroth is there as well.

At this point, you can land on the nearby island and
make your way to Yuffie's hometown of Wutai, or CONTROLLING THE TINY
you can return to the continent you just left and BRONCO

look for information on the Temple of the Ancients.

| [23.[43,061.[8] Move Tiny
If you don't visit

= | Wurai, skip the Bronco
NOTE: YOU DON"TNED TOWISTE || next portion of [Enter] Board Tiny
_::: ;::mr: ’::: gr:‘;rf’::f;f" eART OF | (o walkthrough Bronco
5 and go to the [Ins] Get off Tiny
Lol | Weapon Seller, Bronss
¥ R‘I’" VALY T ) located east of
" | Gongaga.




ITEMS: ENEMIES
Magic Shuriken (OUTSIDE
Hairpin | WUTAI):
Dragoon Lance | Bizarre Bug
Peace Ring, Attack Squad

| “Leviathan” Tail Vaulc

Materia (Boss) Thunderbird
Swift Bolt Razor Weed

MP Absorb !

All Creation e You'll have to leave the Tiny Bronco a good
| Elixir (X2) (Boss) ENEMIES distance south of Wutai. There's shallow water
' Ice Ring (Boss) | (DA-CHAO): to the north, but the Tiny Bronco can’t reach

T'E'I;g‘:s;zther . Foulander it. Park on the beach and then head north

X-Potion (Boss) || | ﬁm’;’; :‘l;g through the mountains.

“HP Absorb” i | Garuda You won't get far before Yuffie comes running
%. Adamantaimai and yelling at the top of her lungs. She’s up to
= ' —_*::':—-i something, but is suddenly interrupted by a
Shinra Attack Squad. These guys aren’t too tough, but you'll soon notice something is
missing... Your Materia is gone! By the time the battle is over, Yuffie is long gone and so
is all of your Materia. She - '
must be headed to the only | U ,mnm
town on the island, Wutai. I had nothing ta d& with tis saet*
Head north and watch ' :
yourself—the trip won't be
easy without your magic.

When you
NOTE: Yurris | reach Wutai, |-
'-nm'm “TO 1 aawn 1 h
rhE party wirn | YOU i ca;c

some. Mareiia, so| 2 quick glimpse of Yuffie, who quickly runs off. Looks like you're going to
YUl wany 16 | have to play a little game of hide-and-seek. Talk to the villagers and

CHECK. YOUR ) . ’, ‘)
M they'll point you toward Lord Godo’s house in the northern part of

MovinG on. s | YVutai.
CNOT MUCH, BUT
evin A cotme or | Godo is sleeping inside the house. After talking to him several times,
sretts courn comil Yuffie will finally appear and sparks fly. Yuffie is Godo’s daughter and
IN HANDY ON YOUR T
WAY TO WUTAL




b &

apparently she'’s not too happy with her father’s compla=
cency. He chases her out of the room, which takes you
back to square one.

SECRET ROOMS: THERE ARE TWO
SECRET ROOMS IN GODO's HOUSE, BO1H.
ARE CLEARLY VISIBLE 1! YOURE LOOKING
FORTHEM. ’I‘H‘E mtﬂ s onr mﬁqum-:

Bﬂmoom. BEHIND A CURTAS 70

= _LerT ow'l‘l-la aas)'# THE SECOND 15
;_.mn-tmn A smm PANEL IN (CHE ROOM |
MEXT TO (.a()l)() S BTI)IlO(‘JM.

Return to the southern part of Wurai
and go to Turtle's Paradise. After speak-
ing with the Turks, the boy outside the
Item Shop tells you that he heard — L
pounding from inside. Go in and investigate the treasure chest in the corner to find an
“MP Absorb” Materia. Before you can put it into your pocket, Yuffie drops down and
steals it from you again.VVell, at least you
found her!

to find Yuffie hiding behind the screen to the
left of the entrance. Pull the screen back and
she's off and running
again.

This time, check over at Turtle’s Paradise. Notice the jar in front

of the store? It sure is moving a lot. Now you've got her sur-

— rounded! Have
1Cloud punch the jar

-} | several times to

make Yuffie pop out. She realizes you've best-

.| ed her and agrees to return your Materia.

Yuffie takes you to

2 e ' her. basement and
tells you to pull the left switch. In reality, it doesn't matter which
switch you pull, because it's a trap.As you might have guessed,
Yuffie runs off again. Free your comrades and chase her down...

again!




Return to northern VWutai. You'll notice the gate to
the left is now open.Walk up and ring the gong to
open a secret door. This door leads to Yuffie’s hide-
out, where you'll be

reacquainted with an
old friend. Chase him
and you'll get forced
into combat against

another one of Shinra’
well trained Attack

LUEK SOURCE, AND' Ay
AXTR. No‘r ;mo s:-mnsx. m‘

Return to southern Wutai
and you'll bump into the
Turks.You won't have to
fight Reno and Rude this
time, but they do hint that
your combined enemy is
hiding on Da-chao. Run to
the mountain and hunt him
down.

You'll find the
evildoer with

| Yuffie and

il Elena. They're
both okay, but
they're also
strapped to

, w‘%‘:"] the side of

Da-chao.
Boss FIGHT: e
Wa [T/ I S

RAPPS =
Arein— Da-chap Nousais 7P 600D 2 No:

300 _k Nom

e m x
EXP 3200 3 Tiees

GIL 20,000

This is a difficult fight because you're missing your
Materia. Use your normal attacks and any magic items
you have in your inventory. Your Limit Breaks will come
in handy, but watch your health. If your character’s levels
are low, use the following party and strategy. Have Barret

WL




and Vincent join Cloud and take some time to get Barre‘aﬂé\/incent's Limit Breaks fully
charged.When you enter the fight, have Barret use his Mind Blow attack to remove
most of Rapps’ MP.This keeps it
from using the deadly Aero3
attack. Then have Vincent trans-
form into any one of his beast

Y| forms. Also, move any items that
d| enable you to cast a spell like
Fire 3 or Bolt 3 to the front of
your inventory. This should make
the fight much easier.

Rapps can cause about 200-400 points of damage with its normal attack and the
Scorpion Sting. Rapps also has an Aero3 attack that inflicts about 1,500 points of dam-
age to a single character. This is usually more than enough : =

to kill a member of your party and because you don't
have magic, you'll need to use a lot of Hi-Potions and
Phoenix Downs.Win the fight and you'll receive the
Peace Ring.

With Yuffie back—and your Materia returned and out of
.order—you’ll appear outside of Wutai. However, don't go
anywhere just yet, because you'll need rest and supplies.

There's also one more thing to do in Wutai.

The local shops are friendlier now and you can climb the stairs in the Cat House, which
leads to a shiny new “HP Absorb’ Materia. Take a moment to rest and save your
game, and then use the PHS to
place Yuffie into your party. Equip
her with your best Materia and
return to the Pagoda of the Five
Mighty Gods.

In the pagoda, Yuffie goes
through a series of five trials.
Each trial is a one-on-one fight
against a formidable opponent.
Re-equipping Yuffie for each fight makes her climb to the top much easier. Also, restore
any lost HP or MP after each battle. Make it past the fifth Boss, and you'll receive the
power of the Water God Leviathan.




Gorki

Boss FiGHT #1
GORKI

For this battle, equip Yuffie's armor with the
“Elemental-Gravity” Materia combination, plus give|
her a “Cure,”’

Area— Wutal Yillage

WA

MoseH  STEAL

N

ATIACRS
Bwew bopra band
v

“Barrier,’ and
“Counter Attaclc’’ Materia.
| Gorki casts Demi 2 several
times, but with an “Elemental-
Gravity’' Materia combination
in your armor, you'll be just
fine.

_l!,']l]ll

Wil

{O T T

Cast Haste immediately and keep Yuffie’s health up. Gorki will deplete
its skill power quickly; the fight will then come down to who can hold
out the longest.You receive an X-Potion for winning the battle.

SBARRIER™
MATERIA CAN
SUBRSTITUTLED W

NMATERIA CO
ING Bl GUARI
THE END, Bl
GUARD 15 AGTUA
A BETTER CHO

Shake

Boss FIGHT 2:
SHAKE

Haste and Barrier are extremely important in this

Ared— Wutal Village

ATIACKS
Mk Fops Doater

STEAL

i

MozeH
LTS

7

HP

battle. Keep your HP up and watch for Shake's Rage
Bomber attack. It

: I-‘_ EJ can cause up to

Pek | P | Par | B

[ G i T T ] |8

S 600 points of

will be a breeze.The reward fo
Turbo Ether.

1l damage, but Barrier helps cut the damage in half
M Use Choco/Mog to paralyze Shake and this fight

i this battle is a




Boss FIGHT 3:
CHEKHOV

- —
X
Chekhov Monr - STEAL ATTACIS
A A o

¥ Nom
$  Neem

This Boss isn't too difficult. Equip Yuffie with the Jem
Ring before beginning this battle to prevent Chekhoy
, from using its Stare Down, which can paralyze Yuffie.
Also, cast Haste

—

@ ning this battle.

=TT

Boss FIGHT 4:
STANIV

and Barrier on Yuffie as soon as possible. Haste
will enable you to take advantage of Chekhov's
slow speed, while Barrier will cut its Absorb
attack in half. An Ice Ring is your prize for win-

ATIACKS
Chan Wes Oy

Morrn  Stoat
WA Nia

Staniv

¥ Norm
Notm
Nemy
HNarm
Notm

Vi 38
HEe 6000

Ared=— Wutal ¥illsge

In this fight, basically all Staniv does is hit you with its
main weapon. (It has an attack called War Cry that
causes Sadness, but it only affects your status.) Cast
Barrier to cut

lerrwl
Norm
Nurm

AP 50 Notm
EHEEElnﬂn&unw1
(L0 TN T B T N )

+|e} ok -

down its attacks to roughly 150 points of damage,

v land then cast Haste on Yuffie. Sounds familiar,

defeating Staniv.

;Boss FIGHT #5:
GobDo

.. | right? Just keep Yuffie's health up and keep recast-
" ing Barrier as it wears off.You can use spells,
but it's not necessary.You receive an Elixir for

It’s easy to see why Godo sits in the fifth floor of the
pagoda. This Boss has three faces, each with its own tal-
ents. The red face attacks with Beast Sword, which

Anacxs
-
w3l (wed

Moprn St

N

Godo

nfa

Enemy Silll— Trine

¥ Nomn
Korm

! Homm
& Norm
X Nom
G Nom
1. 40000 2= Morm
Netm

AP 80 lorm

(= LT 0 [0 I R LD

Area— Wl Villige

.i.

i | P | Por ] e B e | s |




causes about 250-300 points of damage. It can also
attack with Trine, which causes close to |,000 points
of damage. The gold face casts Sleepel or Mini and
when Godo’s HP gets low, it casts Cure 2.The white
face casts Drain, Bio 2, and Demi 3.

| VWhat's a i
low-level MATERIA TIP: DID YOU LEARN 'n-li;%
il TRINE SKILL EA
ninja to do? ; N, ROFRNEILY |
FI:.HILNO“TEIB \TERJA KEppER? 1 NO,
Start by S, NOW 18 XOUR CHANGE. . Y

equipping o =
Yuffie with “Counterattack,”’ ‘“‘Heal,” “Cure,”
“Time,” and ‘“Barrier’”’ Materia. Then equip her
weapon with the “Added Effect-Poison” Materia combination, which makes her
attacks stronger, plus it poisons Godo.When the battle begins, cast Haste and Barrier
and then concentrate on keeping Yuffie's health up. Use Regen immediately if you have =
it. From this point on, keep the Barrier up and keep Yuffie healed, and attack when you
get a chance. Cast Slow on
Godo to give yourself a
speed advantage. If Yuffie's
levels are really low, you
may not be able to defeat
Godo. If so, leave Wutai and
come back later. After
defeating Godo, you'll
receive the “Leviathan”
Materia and Yuffie’s ulti-
mate Limit Break, All Creation.

aw

There'’s nothing left to do in YWutai for now.
Head back to the mainland and take the nearby
river over to the Gongaga area.

FIRE c.wa. l"u. u.'s: |
E TIME' ﬁ’mcﬂ r. :-‘




S e R SR S e
ON YOUR WAY OUT: NOW THAT
YOU HAVE YOUR MATERIA BACK, ¥OU
SHOULD EXPLORE THE Muumms
SOUTH OF WU TAL THeRE A!Al,.-‘l O
ENEMY SKILLS ¥OU CAN LEARN IN/ -rﬂls
AREA. THE RAZOR Wu-_-:m USE AN
ATTACK KNOWN AS Macic H.«mmn
l?d'r DOESN'T CAUSL ANY PHYSICAL oAM--
iﬂ\t:a’. HUT 1T ROBS YOUR omiga ENT OF

Sy PR M AL

i ) T ms‘lmut c "‘l'v §
n"Um; un.u M !?)ﬁ(rnl E’on&;%‘kn.l.

py VMAMFUM‘}';@W t_nm‘l'um.s
h-:'.- ERWVISE, ‘i{d}ﬁ L1 ST THIRE WATTS |
ING UR T1L. THE ENI3 OF TIME, OR UNITL
R COMITUTER CRASHES Wi n_r.r'».".:xoy h
ALL ASLEEP ON THE KEYNOARD. |

ITEM SHOP WEAPOMN SHOP REST [
2 o e Cher Godo's House Free "
#_HLPotlon 300 Murasame 6500 18
\Phoenix Down 300 Diamond Knuckle 5800 |
Eth 1500 Chainsaw 6300 &
100 Aurora Rod 5800
100 Gold Barrette 6000 K
_ 500 Slash Lance 6500 y
Fire Veil 800 Blue M-phone 5500
'Swift Bolt 800 Razor Ring 6000
Choco Feather 10,000 Shortbarrel 6400 . :




THE CAT AND
THE KEYSTONE

‘ y East of Gongaga Village is a VWWeapon Seller who lives in a house by him-
'TE_MS‘ self. He can tell you a little about the Temple of the Ancients, but not
¢ Elixir much. The most impor-
- tant information he has
is the fact that you need a Keystone to
enter the Temple of Ancients. Unfort-
unately, he just sold the Keystone to Dio,
the owner of the Gold Saucer.

AERIS' LEVEL 4 LIMIT BREAK:
VWHILE YOU'RE HERE YOU MIGHT /
WELL HAND OVER THE MYT1
RECEIVED

7, * LEVEL <4 l_.:Mn i
BREAK, CREAT GOSPEL, y

Head for North Corel and ride the Ropeway to
the Gold Saucer. This time around you'll
want to drop the 30,000 Gil for a life-
time pass to the park.You'll return here
a lot if you decide to breed and race
Chocobos.

Go to the Battle Arena, and check out
Dio's show room to find the Keystone,
which is on display. Dio won't just give
it to Cloud, but
he will let him e
have it if Cloud TRY HARD: I DOFSN'T MATTER HOW
agrees to test his FAR YOU GET IN, THE BATTLE ARENA,

luck in the Battle
Arena.




After the battle, Dio hands over the Keystone so you

can be on your way. But wouldn't you know it, the Tram is

out of order! It looks like you'll be spending the night.
Fortunately, Cait Sith has connections and can get you
into the Ghost Hotel.

In the middle of the night, Aeris comes and asks you to

take her on a date. This is the perfect opportunity to tour
the Gold Saucer and enjoy the rides for free. But first, you

get invited to take part in the Gold Saucer’s stage show.

FEEL THE LOVE? WHO SHOWS UP A1
CLOUD'S DOGOR FOK THE DATE DEVENDS
UPON HOW YOU'VE TREATED AERIS,

Ties, YUFFIE, AND BARH.I' T |.|u- O THIS

POINT. THE CHARACTER T m‘r s{-m‘ws ur

¥,

15 THE ogg—x_cbﬁs m-‘pwm rxo i
: ..A:Bi)ﬁ‘l&bv FARTME MOST.
::?cla (YOU BEGIN THE

SN THE LEAD), BUT ary

FOR A DATE WETEL )

it |

e =8 ] [ 3 _J;; !—-—-‘—“.

STEAL T
SHOW: Pray
ALONG WITH THE

SHOW IF YOU'D
LIKE, NUT TS FAR
MORE FUN TO Nipss|
T

After taking part in the
show, it’s time to venture to
the Gondola ride. Look out
the window when your
“date” looks out to watch
some really cool scenes
(press [F4]).




After the ride,
Cloud and Aeris
bump into Cait
Sith, who's
attempting to
steal the
Keystone. Chase
him to the
arcade and then
to the Chocobo Racing forum.The bad news is
that you can't stop him before he gives the
Keystone to Tseng of the Turks. So that’s it! Cait
Sith is the spy!

B It looks like Cait Sith
] is staying with you

regardless of your

wishes. Fortunately,

% Temple of the
Ancients is,so hop in
the Tiny Bronceo and
head out to sea.




EMPLE OF
3 THE ANCIENTS

=
: . ENEMIES
Trident (CITY OF
Turbo Ether ANCIENTS):
Mind Source | Kelmelzer
Silver Rifle Slaps
Rocket Punch Tonadu
Lucky Plus ' Dual Horn
“Morph” Materia Under Lizard
Princess Guard i_—ggg__h,
Ribbon
Work Glove
“Black" Materia
| Megalixir
Trumpet Shell
| Nail Bat
| Gigas Armlet
F (Boss)

Dragon Armlet

ﬁg MIES

(INSIDE CITY
OF

| ANCIENTS):

| Doorbull

| Under Lizard

| Kelzmelzer

Toxic Frog

' |jemnezmy

8 Eye

| Ancient Dragon

| Red Dragon

| (Boss) :
| Demon’s Gate
(Boss) .

-

| You can see the Temple of the Ancients

from quite a distance. It looks like a
huge ziggurat set in the middle of a

jungle.
When you arrive, go to the top of the

| temple and search the man in black.
1 He'll mention Black Materia and then

vanish. Inside the temple, you'll find
Tseng lying on the ground severely
wounded. He turns
over the Keystone

i)l place it on the altar,
| which opens up

il the temple’s inner-
&l sanctum.

The next maze may look like an Escher
painting, but it’s really not that difficult
to maneuver around it.

B TOS
ﬁ__‘ X
OTR THAT YOU (.-:‘\N USE

'3* WERE unnm : ]




you've picked up everything.

inside. There are huge “U”-shaped
boulders rolling down the path |
between you and the Ancient.To get to the end of the
path, stand so that the cutout part of the boulder lands
where you're standing. This will make the boulder pass
harmlessly over you. Quickly get under the next boulder
or run off to one of the sides to wait for a better oppor-
tunity. VWhen
you reach the
end of the

little while ago.

The next area is a large clock. There are twelve rooms
surrounding the pit, each one marked with an hour num-
ber. Spin the hands of the clock so that the hour and
minute hands form a bridge between the ledge on which
you're standing and where you want to go. Many of the
FOOms contain treasures, so make sure you grab them all
before moving on.

.l_

Clock Rooms

“Room |z Enemy encounter Room VIi:
(Jemnezmy, Toxic Frog (x2)) Room VIII:
'Room II: Dead end Room IX:
Room lll:  Enemy encounter (8 Eye (x2)) Room X:
Room IV: Princess Guard Room XI:
Room¥: Ribbon Room XIlI:
RoomVI: Door maze

Rty e Y T M ., TEMPLE OF THE ANCIENTS '
- e & e

T AR e g %
When you first enter the area, fol‘l?@/}as X
purple guy. He'll let you rest in his chamber,
which makes it easy to wander around until | yueen o FroG

There’s a second Ancient in the southern | coLiEcT vr e
part of the maze.VWhen you get near him, SGHILE VIGHTING
he'll run into a nearby door, so follow him

BEWARE OF
FROGS: IF You |

SONG F.Rumr Siu:u,
EARLIER, YOU uu\

Tox:c Fnoas

path, the trap will shut itself off and you'll
return to the pool in the middle. In this area,
you'll see a flashback of the Turks and
Sephiroth from what must have been only a

Fil
!¢rn he Time Guardian.
P i Seek the knowledge of the

[ é; Fehie time; select ym.n aal
S

T Y -

l.-‘. ~

Trumpet Sheli
Megalixir

Dead end

To rolling boulder room
Dead end

Exit




AT - 3 Y
To move around in the clock area, press [Enter] to ma
go forward, and press [Ins] to walk.

ISR TS
e hands !
WATCOH OUT!
BEWARE OF THI
SECOND HAND

As you enter this room, the guard runs away with the key to the next
WHILE MOVING ON

area.To catch him, you'll need to figure out his pattern. Each door is s L

’ somehow connected with another door on the map. Each time you MINUTY HANDS. Ir
4 enter a door, the guard comes out of a door and then enters a differ- [Tt 1Mits ¥OU wiiLK
' ent one.You must figure out which door he will come out of next e )
WILL KNOCK YOU

and enter that specific door to catch him. OFF THE CLOGK

k AND I'ORCI YO

Using the map as a reference, find INTO A BATTLE.

the door the guard went into and  [YOU'LL ALso, HOW-
EVER, GET THE

NAIL BAT FROM A
locate that same number in blue CHEST AT "FHE 11OT-

elsewhere on the map. This is TOM.
where the guard will come out.

GET DOWN: YOU CAN JUMP DOWN A
LEVLL BY: SSINCG ‘l‘l-m_[gr'-.-;rm KEY;.
# BACK UP YOU MUST
‘IL_ _I'al\ ‘A DOOI,

After capturing the guard, he unlocks the door
and gives you a chance to rest and save.

Wh @fiuid happen

Just past the door you'll see the room from the If there was an injury that threatened
earlier flashback. This is where you meet SELRIAE SR e

Sephiroth, who's busy absorbing the knowledge
of the Ancients. Once Sephiroth leaves,a Red |
Dragon attacks the team. ) -

-
ik

\
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Boss FIGHT:
RED DRAGON

As the name sort of implies, the Red Dragon is a fire-

based creature. Therefore, fire-based attacks will only RedERgan, e St ,.,f.\%f.':..
1 heal it, plus it's immune to :
| Gravity spells. This also Adoa= ol o e
means that the Red Dragon

* | attacks with a lot of fire-based
© | attacks.You can give your

| characters an edge by equip-
ping them with Fire Rings
and the Elemental-Fire

| combination in their armor.

Absb

Nom
MNorm
Horm
Norm

—

Start the battle by using
Bio 2 to poison it while |
casting Barrier/Big Guard

and Haste on the entire [
team. This will cut down the f},
dragon’s bite from 700-800
points of damage to about )
400. Use Regen if you can l
and keep a close eye on ¥
your health.The “Deathblow’ Materia is also a great way to deliver a punishing blow !
to the enemy.VVith this setup, it shouldn’t be a long fight.You receive a Dragon |
Armilet for winning the battle.

After collecting and equipping '
| the “Bahamut” Materia, |
81 which gets left behind by the
8l Red Dragon, run to the right to
| find the Black Materia on an
| altar. There is a problem though:
il You can't take it out of the tem-
| ple without killing one of your
S ERES - S | team members. Cait Sith happily
vo!unteers to r'ellnqmsh his stuffed body. Race back to the exit (12 in the clock room)
to let Cait Sith inside. Is there something wrong with the exit room?
It almost.seems... alive!

'
T

it s !‘i’ TEMP'LE“_PF TiANCIBN'Ii-i‘“ i it



Boss FioHT: T T -
DEMON’S GATE

Quickly cast Slow on the Demon’s Gate. This creature

: - *, Mo STE: ATTACKS

can attack quickly even when slowed, but at least its g::;on S gl nriet

F = Lwmae Gl

attacks will be more manageable.Also, cast Barrier/ e
- M IV 45 Nom

Big Guard and Haste on the entire party to help Area— tempie t Asciesis 7050, —&_Nem_

¢t Nom

protect against the Gate's Demon Rush and avalanche

: i mgin

attacks. This also enables the team to respond quickly _: 2
uin
“moesseal to the Gate’s % Hom
actions. Having T tom

LI ERE I ED

the “Hea”' 4 Buk | Fao [ Par | Sen | 35 [Mas | Ded | iy
Materia will !
help counter the Petrif-Eye attack; otherwise,

If you can keep your HP around 1,000
you'll be fine. The Gate is immune to both
Poison and Gravity spells and is resis-
tant to Earth, so instead rely on Limit
Breaks, basic spells, and of course that
shiny, new “Bahamut” Materia you just
acquired. You receive the Gigas Armlet
after defeating the Demon’s Gate.

After all is said and done, Cloud has a surreal dream of Aeris in the SRRED A RIDRES
THe TiNny BRONGO

Sleeping Forest, which protects the City of Ancients. In the dream, she’s | ¢ panien ricrr

going to try to stop Sephiroth on her own, but Sephiroth is on to her. _ OUITSIDE OF 4
GONGAGA. FOLLOW _1
When Cloud awakens, Aeris has left THE COASTLINE Up |
HOTEL SHOP the group and you're inside the Inn at AR 3
Gongaga. Cloud quickly pulls himself comf:::,:“ 5 e
ITeM Cost together and the team leaves for the : I
Potion 50 northern continent. 1
Phoenix Down 300 -
Ether 1500
Antidote 80 i
' Maiden’s Kiss 150 \
Cornucopia 150 k|
Soft 150
Echo Screen 100
Hyper 100
Tranquilizer 100

R - ‘
- s,

' o Seee &




Bt e B

BONE VILLAGE

=== = Bone Village is an
ITEMS: | ENEMIES: excavation site set on
léunair_ Harp f :’;all Ed)fz:lncer the edge of the : s
Mu;ll: (28 ! H?Jlr:r;ry ¢ Sleeping Forest.Talk to | . = }t:rr
“Kjata” Materia Jenova-LIFE the'pecple worldngat AR
Water Ring 4.3 | the sight and they'll . :
Magic Source e provide some valuable
Aurora Armlet e information regarding
. | ENEMIES thelarea: j
‘ g:.:(a“r-d Source | (OUTSIDE
“Enemy Skill” F BONE You'll need the Lunar Harp to get past the
Materia | VILLAGE): Sleeping Forest. To get the harp, you must hire
| “Comet” Materia | Vlakorados some workers to dig it up for you. Speak to
Wizard Bracelet | | Trickplay the foreman and he'll ask you to place several
(Boss) |4 Tonadu workers, each of which costs 100 Gil (you can

| place | to 5 workers). These workers measure
the tremors and point to the spot where they
believe the harp is located. Try to pinpoint the location the workers
are pointing to and have them dig in that spot. Don’t place all the
i | workers together or on the same level.

S In the morn- '
“ 4 ing, the Lunar ITEM SHOP I
| Harp is locat- | o i ps ThE I Cost
ed in the [SPOT: T Hare TERS
chest near the front. If not, you'll |1s oN v mucrest| | Diamond Bangle 3200 |
g TIER NEAR TIHE
need to try again. e e B Rune Armlet 3700
With the Harp in your posses- '“'-"_:_:;f’:‘;;';‘;s R Potion 50
sion, you're ready to enter the A Hi-Potion 300

forest.You may want to

Phoenix D 300
stick around and dig for oenix Down

other useful items. Just . e 1299
remember that digging isn’t [ Hyper 100
free. Have the workers A Tranquilizer 100
search for “Good" items Tent 500

and you're likely to find
either the Mop or the
Buntline.

.‘
P ;» BoNE VILLAGE .
- K. L




THE SLEEPING
F FOREST

With the Lunar Harp in hand, the Sleeping Forest greets
you and lets you pass. There's a Red Materia that keeps

appearing and disappearing in the trees. Grab it when it
appears and you'll receive the “Kjata” Materia.

DONYT MISS THIS: I 1 YOUI" SOPROLES
TIHE ROGKY
AREA 15 A WA TER RING. PIGK I ur AND the World Map. Follow

yourr Groun wititi—imswis per- | the canyon to the City [28.
L NITELY COMEL TN HANDY LATER. of the Ancients. i

CITY OF THE
ANCIENTS

.“I | There are three roads at the entrance to the |
FEMS: city. Explore the two outside paths before ven- | © 8%

Guard Source
“Enemy Skill” turing down the center.

Materia
-

Down the right path, you'll find a Guard Source. “Enemy Skill”
Materia, and an Elixir. There’s also a place to rest for free. Down the
left path, you'll find a Magic Source,an Aurora Armlet, and a Save
7| Point. Take a look around and settle in for the night.

Cloud awakens the team in the middle of the i
/ night, because he can hear Aeris’ voice calling |
| from the city. Take the center path back to
"3 find a huge shell house. Grab the *“Comet”
% | Materia from the top of the house before
- exploring the path in the middle.

Relow the house is a beautiful, crystalline city where Cloud finds Aeris completely slient
and locked in prayer.Approach her and then watch what happens.




Boss FIGHT:

JEN OVA~ LIFE i::;"zi’::'f::;::‘?:*f;

bt il L

Equip Cloud with the Water Ring because Jenova-
LIFE’s attacks are all water-based, which essentially
makes Cloud invincible. Set up Mbarrier/Big Guard
to weaken its attacks against the rest of the party and
cast Haste to speed up everyone else.While Cloud pounds away at Jenova-LIFE with \
his sword, have the rest of your team use Quake 2 or 3 depending upon your own
experience.

Jenova.]_,]{-’[f_ MORPH  STEAL ArTaces
wa WA i

WARNING! JEnova-LIFE

SIONALLY. [E IT DOES, CAST
Dk.Bmmwn 1O DESTROY ITS
PROTECTION. WHILE REF LECT
(S UP, YOU CAN’T USE SPELLS
AGAINST JENOVA-LIFE; OTH-
LRWISE, THE TEAM WILL END

UP EATING THOSE SPELLS..

WILL CAST REFLECT OCCA-

#

With Mbarrier/Big
Guard in effect, your Cure
spells won’t be as effective.
You can cast Regen on the
group for a more efficient
healing process. Should your
allies succumb to Jenova-
LIFE’s water atracks, wait
until it runs out of skill

power, then you can safely revive them without fear of losing them again. It’s possible to
speed up this process by punching Jenova-LIFE a few times with the Magic Hammer

Enemy Skill. You receive a Wizard Bracelet after the battle.

“ls vou'aa u
O WEARING THE
“Enemy s_'x&n"’-
CMATERIA, YOU
CAN LEARN -
JENOVA-LIFE's
AQUALUNG
ATTACK.

Ancient Home Free

r
e MR iy o e Ances gy iV




\ AILLEY CEVE

= In the morning, the team heads for the Corral

TITEMS E'TIEM'ES' Valley Caye and Icicle Inn. The team hasn’t had
|} Viper Halberd Trickplay i D
jffypnoCrown Acrophies Jenova-LIFE Boss

‘Megalixir | Grimguard fioh G
Bolt Armlet | Boundfat ight, 59 use tue
o Solirce Hungry beds in the ancient
| X-Potion i home to let your

= = party recuperate.
When you're ready, take the right path (the one Cloud envi-
sions Sephiroth walking on) out of the area.

Climb the twisting “conch shell” stairs, and then walk around
the outside of the shell to reach the high ledge.You can reach
the chest in this area by simply walking to the left of the stairs
and around the base of the shell.

Scale the cracked cliffs by going
inside the crack, and then push
[2], [4]. [€], [8], or [Enter] as if
' s climbing normally:VWWhen you
reach a Iedge you're asked which direction you want to
- go.You may need to exit a crack:and then re-enter itto
A ;"'go higher.

RSN | PSSR 155
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F N T T

ICICI.E INN

ITEMS: ENEMIES
Hero Drink (OUTSIDE
| Vaccine ICICLE INN):
L Glacier Map . Jumping
I | Banderspatch
i Vlakorados l

As you explore Icicle Inn, you'll learn that Ifalna of the Cetra (Aeris’ mother) lived here
long ago, but it's rumored that the Shinra kidnapped her. Her home is still standing, so
you can check out the recording equipment inside her house to learn more about
Ifalna, Professor Gast, the Cetra, and Jenova.

You'll also learn that a man passed through the town earlier, headed for the Northern
Limits. To reach the Northern Limits, you must pass through Great Glacier and scale the
Gaea Cliffs.

"-3"1! BT you try to exit the town
.| |through the back, a local stops

| you.Tell him you're leaving and
Elena suddenly appears, spouting
something about how she’s

BNy - | upset about Tseng. Dodge her

B o il v punch by pressing [4], [6], or [8]

There's no way he can avaid my punch, | and she'll go rolhng out of town.

S danghreus, oleasecon'tga’ |
|l

|

The remaining Shinra soldiers won'’t let anyone | :

in or out of Icicle Inn until Rufus arrives.You can N?:ﬁ(::ﬁ:"”*
still get down to Great Glacier, but you'll need | vouris, awaxin i
some supplies. IFALNA'S HOUSE,

L0 el
{60 by it )

If you want to cross Great Glacier, you'll
I need a map and there’s only one map in
— town. You'll find it tacked to the wall at Mr.
Holzoff's house. Mr. Holzoff isn’t around, so he won’t mind if you |
borrow the Glacier Map and the supplies from the back room.

D 154  Icicie Iy



How does one get down to Great Glacier?
Snowboarding seems to be the big rage around
here, so maybe Cloud can borrow one. Check
with the family who
lives in the center
home.You can borrow

|| since he won't be using

HIDDEMN I'TEM:

THERE'S A HIDDEN I'TEM ON. 'n-m TOP
FLOORAT THE [ i
InN. IS BEMIND. | '

it anytime soon.

the brakes to get past some of the obstacles and curves.

snowboarding course.You need to fly FOR YOUR

through tight turns and dodge obstacles on | PROTECTION:
your way down the course. Most of the time, you can make the turns
by just using the number keys on the Numeric Keypad, but sharper EQUIP YOUR PARTY
curves require sharper turns. Prepare to use the Edge Left or Right SETLESRMQR D)
command a lot. This will help you make those tough turns, which
helps make you a master snowboarder. If you need to slow down, use ICE ATTACKS.

BEFORE ENTERING
GREAT GLACIER,

ACCESSORIES THAT
DEFEND AGAINST

g R i SNOWBOARD
CONTROLS
!‘f. [8] Forward
L =g 61 Right
The course splits twice near the bottom. Check out the | [4] Left
Great Glacier maps to see where each path takes you. [2] or [Del] Brake
Left, Left = | Right, Left = 3 [ins] Jump
Left, Right = 2 Right, Right = 4 [3] Edge left
== or right
WEAPON SHOP REST
Item Cost
Organics 12000 'm0 290
Dragon Claw 10000 _
ﬁ'fcrolaser_ 12000 BALLOONS AHOY: You DhN-'T\‘
Adaman Clip 11000 NEED TO COLLECT THE BALLOONS
Hawkeye 12000 ONTH SRREAE. O U L pE-EE
TO COLLECT BALLOONS
Red M-phone 11000 JAKE A STOW AT
Mast Ax 13000 WONDER SQUARE 1N GOLD SAUCEK.
Lariat 12000 = p—
Tent 500
Hi-Potion 300

iy, N |EESESSSENSEEEN 155




GREAT GLACIER

"I guass wea're stit in one piece.

I.
snowboard landing
zones. Can return to
lcicle Inn from here.
You land here if you
go left and then right.

Nothing to do here.

Snowboard landing
area if you choose to
go left twice.

156

- —_— Great Glacier can be a confusing place at
ITEMS: ENEMIES: times, because there are lots of little side
Fotion . Eanders&a?::h paths that lead to larger areas. The larger
ghfnd Sg_urce S;‘::zn o areas are all visible on the map, but it's some-

i “aAﬁ’r:yMalzeria Hungry times difficult to determine
“Added Cut” NicaiGolem your actual location.
l. Materia 1 Jumping The first thing you must do
Al\lf:tanfler' , Teasgsra‘,la:eloth is determine where you
Eric iice s P landed and locate that spot
ik i . on the map.Your main goal

" is getting to Gaea Cliffs, the
red check mark on the Glacier Map (see
map section). However, there are other
things to do and see here.

AND am.n |-|.
THIS 1N MIN’I)
A\'om GIE)

Take some time to
explore some of the
following areas as
indicated on the map:

Entrance to Great Glacier and one of the

GREAT GLACIER



e N e w_

. T GO y\

4. Cross the ice flow to reach a small cave and a Safety Bit You
can only step on the large ice blocks, so be careful. When you
step on a block, all adjacent small blocks switch to large
blocks and all large blocks switch to small blocks. If you get
trapped on a block, you're forced to try again.

%

5. There’s a cave here that serves as an exit from Great Glacier.
Take the slide to go to the base of the hill below Icicle Inn.
Snowboard landing area if you go right twice.

6. There’s an Elixir in a cave here. W
L Cioar i

- “Tris s tha oedy place oot frogen. * |
7. Northing to do here. e

Let'sgaon

8. The Hot Springs are here.Touch the water and then
visit the Snow woman (see #I13 below).

9. Snowboard landing area if you choose to go right and
then left. '

ERCCEIES T ROdEI it ™ Matera! | .
10. There’s nothing to do in this area, but | should call your

attention to one thing. If you take the top path, which
leads to Area 2, you can find the ““Added Cut”
Materia. It's not easy to find, but it’s on the path
between these two areas. Keep your eyes open for a
shiny object on the north side of the third screen.

Il. Nothing to do here.

[2. Area is difficult to navigate because of wind.
Place flags using the [Enter] key to create
landmarks. Place them close together so you
can see two at the same time. (Use them as
reference points.) “All” Materia is in a hut
in the center of the area. Go north from here
to reach the Gaea Cliffs.

of AEEve trying to : 5
with the same dety nands 13. The Snow woman’s cave is here. The area is accessible

only from Area |12.Talk to her after touching the Hot
Springs (Area 8) and she attacks. Defeat her to get the
“Alexander’ Materia.




MR. HOLZOFE &
THE GAEA CLIFFS

ITEMS:
Ribbon
Elixir
Fire Armlet

| Megalixir
Speed Source

|| Enhance Sword

TIP: AFTER YOU
visrT M.
FloLzoFre, YOU
CAN ALWAYS
RETURMN 'O HIS
HOUSE TO REST
AND SAVE.

ENEMIES:

. Stilva
Zolokalter

| Headbomber

| Evilhead
Malboro
Icicle

. Cuabhl

. Blue Dragon
Schizo (Boss)

and heed his advice.

When climbing the cliffs, you'll move
between ledges. At each ledge, you need
to raise Cloud’s body temperature by rapidly tapping the
[Del] key.You must do this at every ledge to keep Cloud's
body temperature around 37 degrees. If his body temper-
ature falls below 26 degrees, Cloud passes out and awak-

ens in Mr. Holzoff's house.

| If you pass out on your first trip to Great

Glacier, which is likely to happen, you'll wind
up in Mr. Holzoff’s house at the base of the crater. Listen to his story

ENEMY SKILL: As

THE MALBORO,. YOU

YOU SCALE THE ;m :

CLIFES YOU'LL FROBABLY ENCOUNTER
CAN LEARN ITS v
NASTY BAD BREATH ATIACK IFE YOU'VE -
RQUIPPED YOUIX TEAM WITH ONE OR
Two ENEMY SKILL MATERIAS.

158

| to a small
cliff with an

ice boulder resting on the edge. Push the boulder
off the edge to destroy the barricade blocking the
lower trail. Now return to where you veered off
and continue to the next set of cliffs.

Mg. HoLzorFr & THE GAEA CLIFFS

1 After the first set of cliffs,
you'll reach a small cave.Take
the left path after the first
door, and then follow the trail

HIDDEMN
ROOM:

THERE'S A LIDDEN

ROOM HERE CON-
TAINING A VALU=
ABLE RIBBON
ACCESSORY (SER
THE MAP).
WHATEVER YOU
DE, DONT
MISS 1T




In the next cave, there’s a
door and a chest that you
can't seem to reach. For

now, head to the right and
follow the trail to a room
full of huge icicles. As you

walk along the edge, you'll
enter four battles. In each
battle, there’s a huge Icicle
in the back row of the enemy ranks. Attack the

Icicle until it breaks, and then jump down to the ANOTHER ENEMY SKILL:
j room below after breaking all four Icicles. Now THERE ARE ACTUALLY TWO MORIE
you can reach the door and chest that were pre- ENEMY, SKILESUN THIS| AREASTR 1N

SHOULD ALREADY BE YOURS BY NOAW,
BUT YOU'LL WANT TGO LEARN MAGICAL
BREATH BEFORE YOU LEAVE THE AREA.
STILVA, A NOI SO DISTANT COUSIN OF

THE MATERIA Keiren, USES BOTH
-smu.s.'—ﬂrﬁp"\nﬁ'oﬂ THE LOOKOUT FOR
z RAGONS; THEY WON'T TEACH
| YOU ANYTHING, BUT YOU GAN GET
[ VALUABLE DRAGON AKMLETS ERON |
R THEM.

viously inaccessible.

= There’s a Save Point just inside the next cave, so save your [
| game and dip your hands in the adjacent pool (it’s a heal-
ing pool) if your HP and MP are low.Also, equip everyone
with items that absorb or protect against Fire and lce _ .
spells. Further down the path, the party encounters a huge il 54
beast blocking an icy hall. :

Boss FIGHT:
. ScHiIzZO s

(Rig]'ll:; N Paotect
Schizo’s right side is fire-based and its |Gaea’s Cliffy—— —~ g

¥ s i s - ¥ Absb
left side is ice-based, so casting Fire Area— Gt ————— & Nem
; 1 HP 18000 7 jiomm

on the right side or Ice on the left TP S g e e
side heals that side.To make matters R
= Nom

% ‘ worse, both sides of Schizo are invul-
nerable to Gravity.As you might
expect, Schizo’s right side attacks with

Fire Breath and its left side attacks with Ice Breath, but
both sides can also cast Quake 3 on the entire party.




Slecpel

FOR THIEVES:
5cm7o SRIGHT
HEAD 15 CARRYING A
PROTECT RING YOU
MIGHT WANT TO
GRAB ONCE THE
B BOSS 15 IDLE.

You've reached the summit! Climb the last cliff outside and see what Sephiroth is up to.

a few shots. This should make short

Regen ' »

Sllence

Gaea’s CLiff) WA M

Arca— Gaea's Cif

U, >
Schizo (Left \r‘kmn ‘i*_m_

EIRES B
= mmmmmum

Start the battle by casting Mbarrier/Big Guard and Regen on the

team. Then have one of your characters cast lce 3 on Schizo’s right side,
while another character hits the left side with Fire 3.Also, try hitting
each side of Schizo with the Magic Hammer Enemy Skill a few times.
Each hit absorbs 100 MP, and since each head only has 350 MP available,

you can render both
heads defenseless in just

t-' worlk of Schizo. Note that both heads
F get a final attack that causes up to:
b 1,000 points of damage, so don't kill
y both of them at the same time:The
team receives a Dragon Fang for tak-
ing care of Schizo.
| e —— (. . -
¢ | ITEMS: | ENEMIES:
“Neo Bahamut” ' Grenade
| Materia Gigas
Kaiser Knuckle | Gremlin
Reflect Ring Ironite
| (Boss) Sculpture
£ | “MP Turbo” Wind Wing
i Materia Killbin
' Poison Ring | Dragon Rider
- | |l Jenova-DEATH |
(Boss) h

As you move deeper into the crater,

making their way to the center.

Something foll out of the sky
and crashed cown here,.*

you'll find Sephiroth’s unwilling followers =

3



MATERIA TIP:
IE YO mcousm:_,--‘
A FALLON FOLLOW-
ER, GHECK HIM AND

HE MAY TRANS-
FORM INTO AN

ITEM. ALSO, KEEP

CAN BYE OUT FOR:

THE SAVE POINT -

AND THE "Nw
BAHAMUT™

You may want (or need) to use a Tent to get some rest.Also, take a moment to equip
anything that absorbs or protects against Fire spells.

The wind is whipping around the crater, causing large
barrier walls to form. Don’t cross the barriers until
the wind calms down a bit or you'll get shoved back
and forced
into a fight.
Later barriers
will have
green waves
R rushing

€ need to cross through them.These waves never dissipate and must

psIEAie wind is calm, be avoided in the same manner.
orwe'll get sweptoff!”

The team
bumps into Sephiroth just as he’s killing a few
shrouded figures. He disappears for a moment,
but then launches a sneak attack from above.

L -



Boss FIGHT:

JENOVA-DEATH

Jenova-DEATH attacks with two types of fire magic:

-

¥ 7 - z enova- Monen  Sieal ATTACRS
Red Light and Tropic Wind. (It can also cast Silence, but {)E ATH A WA sl
rarely does.) Therefore, equipping your team with TR
: . . VL 55 il
armor and accessories that protect against Fire makes | acea— whimwing e ————— _@ Hom_
£ HNom

this a short fight.

Nonn
HNom
Tl
Nom
Homm

| Start the battle by setting up Mbarrier/Big Guard
and casting Haste and Regen on the entire party.
Then have someone cast Slow on Jenova-DEATH,
which gives you a slight advantage from the start.
Normal attacks cause a decent amount of damage as
do Level 3 magic attacks.Also, keep the Esuna spell
ready if Jenova-DEATH casts Silence on the team.
Defeat Jenova-DEATH and you'll receive a Reflect
Ring.

The wind barriers get even trick-
ier at this point. Now you need
to dodge the green waves and

| bolts of lightning. Time your
moves carefully.

el Sephiroth is
|ust beyond here. *




ITHE EXECUTION

e
| ITEMS: - ENEMIES:
| Fourth Bracelet 4 Artack Squad
- “Full Cure” Soldier: 2nd
Materia | ==
| Guard Source
Elixir
Magic Source

A Cloud-less Barret and Tifa are
led to a gas chamber so their’
deaths can be broadcast to the
entire world.Tifa is set to go
first, so she’s strapped into a gas
chamber and left to die, but the
guard drops his key next to Tifa’s
chair.

then look for the gas
chamber’s control
room. Scarlet locks the
press room, so Cait
Sith suggests that you
run to the airport,
which is to the right. On their way to the airport, they bump into
Yuffie disguised as a reporter. Now you'll have a full party for the
trip to the Airport.

. With the confusion created by |

EQUIPMENT CHECK: It You WEAPON's attack, Tifa gets a
:'r::i‘;:}“i‘ "'“1:;::3‘?2?;“2’;1 chance to save her own life.

e o GOING TOO FAR: You must maneuver her head, R r—

arms, and legs to reach the key N -?'.

and unlock her restraints. Use Tifa's legs twice to pull the key over | & 41 -‘ g
to her, and then make her sit up in the chair. Now use her legs
and head simultaneously to get the key into her mouth. Unlock

her left arm, and then use her left arm a second time to grab the




TSN —-— T

TR, i
key and unlock her right restraint Now: flip the swltch to th “the chair 1 to shu :
off the gas.Tifa can't open the door to the chamber from the inside, but she’s about o
get a little help.

THE CONTROLS ARE!

|
’. [Ins] Legs
[Enter] Left Arm i
[+ Head :
[Del] Right Arm |I

{

After WEAPON cuts a hole
in the chamber wall, climb
through the hole and scale
down the front of the build-
ing. Run down the gun to [
the end of the barrel, where ||
you'll meet up with Scarlet
and engage in a slapping
match, which Tifa wins easi- |
ly. (Just press [Enter] as soon
as Scarlet's arm begins to
move.) Sprint toward the end
of the cannon as soon as you

Heahi e s icall HIGHWIND CONTROLS
T [Enter] Move forward
NOTE: [ [ins] Lands
T:i"::;"x‘:_" [+] Switch to inside of
AWHERE, HOWEVER, Highwind
IT CAN ONLY ] .
LS O'I‘I;:l\ [8] Lower altitude
; GRASSY TERRAIN. [2] Raise altitude
- - - - IN SOME CASES,
Looks like the team has a new NVOU MAY HAVE TO [4] Turn left I
vehicle... the Highwind. Y;*’l‘;";i’:; :i“i:u [6] Turn right |
The team’s next mission is to "“‘k_‘::"\:fj“‘ % (91 Sharp turn left |
figure out what happened to = [3] Sharp turn right i
Cloud. Talk to everyone [Enter] Board Highwind
onboard :h:e ship and then make your way down to -1 Toggle map
the Operations Room so you can create your new

party. Now you can fly the airship to the northern ==
continent.




LOTS OF OP'I‘IONS=

T HIGHWIND HAS EVIRYTHING T1UE TEAM | Nm-‘.n.-c---wrm
E EXCEPTION OF SHOPS. IF YOU NEED O SAVE OR REST, GO TO THE
HIGHWIND'S OPFERATIONS ROOM AND SPEAK WITH THE

TIEA’S PIANO: PAY A
VISIT TO GOOD OLD
NMELHINM AND TIA'S
ROOM, IT TIFA
INSPECTS ‘THE PIANO
WHILE SHE'S LEADING
THE PART Y, SHE'LL
UNCOYER A SIINY NEW
. ’ CELEMENTAL™

e MATERIA.

CHOCOBO BREEDING: YUP... YOU CAN NO
APROCESS OF BREEDING YOUR OWN CHOGOBOS. UN

OF THINGS YOU CAN DO, IF YOU DON'T MIND PU’[‘I‘!N:.. ont

| TG
(,;luw THAT YOU HAVE THE HIGHWIND, THERE ARE LOTS
. i LOOKING FOR CLOUD.

e

NEW ITEMS: NOwW YOLI CAN CLAIM SEVERAL Imm YO‘(J'C,OU'LDN ".l";

GET BEFORE. IF You RETURI\ ¥y CO‘.‘)MO CMYON

. THE “FulLL CQURE” MATERIA HIDDEN IN THE B
SHOPR. YOU CAN ar.sq‘g;;:u UP TWO NEW ITEMS ) RN

GHESTS 1N ROCKE ‘l‘c&\yn MANY I sH‘E’iM |

© MAVE REC TIVED N PURGHASE, THEsH" rm.m ARE

SETED IN THE SHoOPE FOUND INSIDE -n-m"&mr sr:c nt:»- d

THE SEARCH
FOR CLOUD

—_— e —— 1
ITEMS: ENEMIES: i
Beat-up Useless Spiral ' = -

Old Key Head Hunter

' Curse Ring . Sea Worm

Elixir , Crysales
: * | Hippogriff 1

Fly to Icicle Inn and talk to the people there. Several mention Mideel
Island to the south and a good doctor who lives there.This is your clue to
"l Cloud's whereabouts—hop back into the Highwind and head to Mideel.

| While exploring the island, you'll find a lonely dog
in the middle of town. As Tifa stops to pet the
pup, she overhears two people talking about a
“pokey-headed” guy washing up on shore. Sure enough, it’s
Cloud... but something is wrong.




W

preparing to collect from the Corel and Fort

wy "~ |He's been exposed to an extreme amount of Mako energy and has
RS N [ contracted Mako poisoning. Tifa stays with Cloud for the moment,
{ while the rest of the team looks for a way to stop Meteor.

With the rest of the team back on the airship, Cait Sith shares some
information. Shinra is continuing to collect Huge Materia for their
Super Weapon. They've already raided the Nibelheim Reactor and are

Condor Reactors. Have Cid create a new team
of three and head for North Corel.

DOOR TO NOWHERE: As
YOU WALK AROUND THE PORCH
THAT SURROUNDS THE

CONTAIN MATERIA: THIS VALUABLE
PIECE OF MATERIA CAN ONLY BE PICKED
U N MIDEEL AMD IT'S NOT FOR SALE.

AS YOU EXPLORE THE SHOPS, YOU'LL
FIND A PANICKED SHOPPER WO IS CON-
STANTLY TAILED BY A SMALL WHITE
Crocono, FEED i1 A MIMETT GREEN
AND THEN TICKLE I'T BEHIND ITS EARS.
VWEHAT DO YOU KNOW—IT COUGHS LI
THE “CONTAINT MATERIA. NOW FOR
SOME FUN. TiRY EQUIPPING SOMEONE'S
WEAPON WITH THE CONTAN-ADDED
EMECT COMBINATION AND CHECK OUT
TEHE OOL J{AND'{}.J\'I SIDE EFFECTS DUR-
NG A'BATTLE.

ACCESSORY SHOP, YOU'LL L =

NOTICE A SQUEAKY FLOOR- :
ROARD. INSPECT THE SQUEAK 1O MATERIA SHOP
rIND AN OLD KEY. BEFORE YOU |
CAN GET THE KEY OUT OF THE ITtem Cost 3 )
FLOORBOARD, YOUMUST
INSPECT THE DOOR 1IN THE | HP Plus 8000 pEST
WrAFON SHOPR Now rake tae | | MP Plus 8000
KEY 10 THE WEAPON SHOP AND Transform 5000 Clinic Nurse Free
TRY USING T ON THE DOOR -
INSIDE. CONFESS YOUR MISCHIE- Gravity 8000 —
MOLUIS INTENTIONS WHEN THE Destruct 9000
MANAGER ASKS WHAT YOU'RE
DOING, AN YOL'LL RECEIVE A | =
CURSE RING.
ITEM SHOP WEAPON SHOP ACCESSORY SHOP
Item Cost ITEM Cosr ITem Cost
Hi-Potion 300 Crystal Sword 18000 Amulet 10000
Phoenix Down 300 Crystal Glove 16000 Fire Ring 8000
Ether 1500 A-M Cannon 18000 Ice Ring 8000
Hyper 100 Crystal Comb 17000 Bolt Ring 8000
Tranquilizer 100 Crystal Cross 18000 Fairy Ring 7000
Remedy 1000 Crystal M-phone 18000 Jem Ring 7500
Tent 500 Partisan 19000 White Cape 5000
Winchester 18000

Crystal Bangle 4800

Wizard Bracelet 12000

e

D w8, Trw Seancn oR CLouD




UNAWAY TRAIN

When the team reaches North Corel, head down the

tracks to the Corel Reactor They reach it just in time to

watch Shinra drive away with the Huge Materia in the
back of a train.

ITEMS: | ENEMIES: rortnately oL
. the team, Cid
Huge Materia Attack Squad dri
“Ultima" Materia - Gas Ductor NS A
Catastrophe - Wolfmeister thing, so t}'\ey
Limit Break | i Eagle Gun steal a train and
. - . chase after the Shinra train.

To catch up to the Shinra train, you can alternate the levers left and right ([8] and [+])
to speed up the train and align it with the enemy train.Try to get a slow rhythm going,
and then build up your speed.

An enemy, each one tougher
than the last, protects each train
car. It’s important that you make
| quick work of them so that you
| have plenty of time left when
you reach the engine.

Car #I: Gas Ducter

= Easy fight; hit it hard with anything
| HURRY UPL but Bio.
| Renives, YoU.
[|| onLy 1avic 10 Car #2: Gas Ducter (x2)
. MINUTES 10,
(CATCH THE ENEMY Same as first one, but twice as tough.
UERAIN, BOARD IT,
JAND THEN REACH By Z s &=z
|| iR canin aNn giges— ST, o1
|| stor rr BEFORL 1T a8 z _‘
CRASHES INTO ' § .
- NoOrTH COREL. ’
‘ »




Susceptible to water; use the enemy skill Aqualung or
the summon Materia “Leviathan.” You can poison it, but
it may not help much.

Vincent

Car #4: Eagle Gun

Use Bolt spells against it;
avoid casting Earth or
Water spells on it. If you
have time, you should steal
the Warrior Bangle from
this enemy.

Engine: Attack Squad

This thing isn’t tough. Hurry through the conversation before the fight. There'’s no time
to waste!

Now you must stop the
train. Move both levers
down and then up, alternat-
ing back and forth until the
train stops ([8] and [2], and
[+] and [Enter]).

With the train stopped, R —
Corel is saved and you
receive your first piece of Huge Materia.As a debt of
gratitude, the people of North Corel give you the “Ultima”
Materia. Now hop back into the Highwind and head for Fort
Condor.

COREL, YOU NOT
ONLY LOSE THE

| HUGE MATERIA |

| BUT YOU'LL HAVE

- To PAY 50,000
GIL FOR THE

[VisiT THE WOMAN ON TIIB 'rowu’s ssc:o*:b ‘q‘m l-m- wmmﬁ 1\

cAr SHET 1.,1.1{3(&:{):;}%'31\5“}* s L P‘% : m ’kanm

'i._




Imperial Guard | CMD Grand Horn

“Phoenix” Materia i
Huge Materia

e

' ENEMIES: | This is the final battle

at Fort Condor. You'll
face tougher odds than
ever before, so you'll
need to take lots of Gil.

(Boss)

This will help you buy enough troops to put

—

-

up a strong fight.

Place lots of troops along the mountainside, and

I focus on placing Fighters and Attackers down low
&9 backed up by Shooters, Defenders, and Repairers.

You may want to place Stoners, Tristoners, and

Cartapults at the top of the three paths to block

the enemy advance if they get past your front line. Lastly, place a

B few Defenders around the hut as backups. They can move in and

~ lattack or fill holes as needed. If the enemies make it to the shed,

~ |you're forced to fight the Enemy Commander (which is actually an
| easy fight).

After the barttle, the
Condor is killed but
the baby Condor lives.
Check outside and
you'll-find the
“Phoenix’ Materia
next to the nest. Talk to the old man downstairs and he'll
hand over the Huge Materia.

Cid tells you to go see Cloud, so hop into the Highwind
and return to Mideel.You find out that there’s no change
in his condition and Tifa seems to have given up hope.

Around this time, the town begins to shake, Run outside
and you'll see the Ultimate WEAPON attacking the town. |=58




Boss Ficar: =~ &

ULTIMATE WEAPON

You ]USt need to survive Ultimate Monrit - STeal, ATIACHS J
this fight. Ultimate WEAPON  NA NA o= [
WEAPON.Wi“ attack Enemy Shill—Shadew oo ¥ Nom

. Flane Doldodigmity
with several powerful Areahuliple 17 m.oonw

M 400 o Norm
X 35,000
jii. 25000 == MNemn
AP 3500

spells that can cause
about 1,500 points of
damage to each charac-
ter simultaneously.

Cast Mbarrier/Big Guard immediately to soft-
en the blow, and keep everyone healed. Use each
team member’s :
Limit Breaks, which
*is easy to do
because they'll be
e built up after one
,m\::lr":.:,:ifn'u or two turns. The Limit Breaks should
MIND IE You HELE | cause enough damage to make Ultimate
YOURSELF: WEAPON ﬂy Off.

Ultimate WEAPON may be
gone, but the threat is far
from over. The Lifestream .
bursts through and destroys B it
Mideel. Tifa tries to get '
Cloud out, but they both
drop into the middle of the
Lifestream.

You'll help Tifa as she pulis == A%
Cloud back together. This isn't a l:ough part of the game and you can’t die, so l won'’t
spoil it for you. Just wander around and talk to everyone.

STOLEN
GOODS:

IF YOU'RE IN THE
MARKIT FOR
ANOTHER CURSE
RING, YOU'LL FIND
ONE TUCKED - AWAY
o UL iMATE

The team is reunited but there are two more Huge Materia to collect. Take the
Highwind to Junon, because the team must locate the underwater facility before Shinra
can move the Materia.




GOLD SAUCER REOPENS:
GOLD SAUCER REOPENS AS SOON AS
CLOUD SIGNS BAGK U, NOW IS THE ‘TIME
TO REALLY CONSIDER CHOCOBO. BREED-
ING. DON'T WORRY., SHINRA WILL WATT
FOR YOU, IF YOLPRE INTERESTED, YOU
SHOULD CHECK OUT “CHOCO BinL's
COMPLETE G‘umn 10 Cr-mc:oam"

I'IFA’S LEVEL 4 LIMIT BREAK:
MNOW YOU CAN REVISIT NIBELHEIM ONE
LAST TIME TOGET TIPA's LEVEL 4 Livrr
BREAK, FiNaL HEAvVEN. JusT visiT Toa's

ROOM WITH TIFA IN YOUR PARTY AND
PLAY THAT NOW FAMOUS TunE (Do RE
Mi Ti La Do RE Mi So Fa Do RE Do)

ONHER PIANG. SHE'LL DISCOVER HER

INSIDR ooK FOR THE MOST GCOM- Livirm Briak
PLETE DET: YOU CAN ALSO VISIT THE IN SOME
 GOLD SAUCER WD GET CLOUDIS LEVEL SHEET MUSIC
4 LIMIT BREAK, OMNISLASH, BY FIGHIT- AND YOU'LL

ING IN THE BATTLE ARENA. 1EARN MORE
ABOUT HER
MENTOR,
ZABAN.

'ESTROYED MIDEEL

Things look pretty bad in Mideel. The entire town was swallowed up by the Lifestream
and only the people remain. At first, you'll notice that the shops don’t have much mer-
chandise, with the exception of the Accessory Shop. However, if you go to the west side
of town, Cloud can hop the rocks to a hidden area in which the doctor, nurse, and the
crazed consumer are all trapped. The nurse will still restore your lost HP and MP as she
did when the clinic was above ground. However, the most notable change is that the
crazed consumer is now selling everything he purchased before the town went under.

ITEM SHOP ACCESSORY SHOP MATERIA SHOP
rEm Cost ITem Cost ITeEM Cost
Potion 50 Amulet 10000 Fire 600
. Phoenix Down 300 Fire Ring 8000 Ice 600
Antidote 80 Ice Ring 8000 Lightning 600
Tent 500 Bolt Ring 8000 Restore 750
Fairy Ring 7000
Jem Ring 7500
White Cape 5000




CRAZED CONSUMER CRAZED CONSUMER REST
(WEAPONS) (MATERIA) ey Cost
Frem Cost Irem Cost Clinic Nurse Free
Crystal Sword 18000 HP Plus 8000
? Crystal Glove 16000 MP Plus 8000
t A-M Cannon 18000 Transform 5000
| Crystal Comb 17000 Gravity 8000
Crystal Cross 18000 Destruct 9000
Crystal M-phone 18000
i Partisan 19000
\ | Winchester 18000
- | Crystal Bangle 4800
L Wizard Bracelet 12000

| THE UNDERWATER

REACTOR

| ITEMS:
| God'’s Hand
(Boss)

Scimitar

| Battle Trumpet

Leviathan Scales

"ENEMIES:
Death Machine
Submarine Crew
Slalom

Soldier: 2nd
Guard System
Corvette

Diver Nest
Ghost Ship

Hard Attacker
Guardian

Senior Grunt
Underwater MP
Roulette Cannon
Gun Carrier

Carry Armor
(Boss) i I
|

When you reach
Junen Village,
you have to ride
the elevator up
to Junon for 10
Gil. (This should
give you a good
idea of just how
litcle Shinra’s
troops get paid.) There’s no need for a dis-
guise this time around; just head down to the
main street and follow it to the sector that
splits the left and right sections of town.

ol Shinra ships recently,
going T
the Junon Underwater Reaczor, *




>

| SAY WHAT?
YOUR CHARAC

- TERS WILL PAUSE
AN THE MIDDLE OF
»

THE STREET.
TCLOUD MENTIONS
I.THA'I' SOMETHING
SEEMS TO BE MISS-
| ING. WEAT 15 112
THE JuNon
CANNON!

k When you reach the ocean floor, enter

| the plant and take the elevator down.

| Follow the walkway to the reactor’s
core, but watch out for Shinra patrols.

The team arrives a little too late.
Shinra has the Huge Materia, but they
haven't loaded it onto a submarine yer,
Run to the submarine bay and try to
intercept.

LT 2 =t ¥

Boss FIGHT:

This area should look familiar from your
| diers to the Underwater Reactor elevator
and ride it down to the ocean floor:
Unfortunately, there are two soldiers on
the elevator who attack you to show off

_ | for the elevator operator. You'll run into a

lot of these guys as you make your way to
~ the reactor,

| first visit to Junon. Follow the group of sol-

MORPHIN' TIME:
AS YOU'RE PASSING
THROUGH THE UNDERYWA-
TER TUNNELS, FIND AND
FIGHT A GHOST SHip.
WEAR THIS ENEMY DOWN
AND FINISH IT OFF WITH
THE MORPH COMMAND
A{EQUIP THE “MORPH"
NG SO GETS YOU

{ THE EAST SIDE
or Km.hﬁ;é;%’;_ LOOKING
d FOR THREE SPECIAL ITEMS:
LTHE GUIDE BOOK AND
WO OTHERS WHICH GAN
NLY BE RETRIEVED FROM
| TWO POWERFUL ENEMIES
YOULL HAVE THE CHANCE
TO FIGHT LATER.

CARRY ARMOR

Carry Armor isn’t too

difficult to defeat. You
can take advantage of its
weakness to Bolt spells
if you come equipped
with “Lightning”” and
“Ramuh” Materia.

Carry Apmor  MorrH StraL  ATTacks
WA N Lapn Ly
LV 45 9 MNom
Area=— Underwater Heamat ™ 1o ma im Narm

! Db EH
& Norm
X =l
G [nvul
2 Nom
@ Nom




] At the start, set up Mbarrier/Big Gumand cast Haste and

- Regen on the entire party. Don't waste time trying to cast

| effects like Slow or Stop on

| Carry Armor, because it's

.| immune to any kind of negative

| status. Use Bolt and Ramuh to

deal some serious damage, while

| concentrating your attacks on
——=——1 the left and right arms.With the

arms and legs out of the way, it’s left with the center

torso and the Lapis Laser attack. The MBarrier should

cut the Lapis Laser's damage down from about [,500 to

750. Just keep casting MBarrier as it runs out.

During the battle, Carry Armor may pick up one of your
characters. If this occurs, he/she cannot participate in the
battle and the time bar on any status effects will be locked
in place until the character is freed. After the character
has been grabbed, there are only two ways to recover

= —— him/her. The first is to kill and
| then resurrect the character
| once Carry Armor has dropped the lifeless body. This isn’t diffi-
1| cult to do since any attacks against Carry Armor will also
cause damage to any captured heroes.You can also release a
captured character by destroying the arm that holds the char-
| acter. If Carry Armor can capture two of your characters and
kill the third, the battle is lost and the game is over.You receive
God’s Hand for winning the battle.

Because of the distraction —
caused by Carry Armor, the ~m—— DON'T MISS OUT: THERE ARE SEV-

submarine gets away. But ERAL CHESTS G T/ DACR Y
3 “| XOU'LL WANT TO OPFEN BEFORE m;mxﬁ-
don’t worry—the team can S e e o i AR a8 UTES
just hijack the other enemy . :

IX SURE YOU G -_*l"_;i@[iizha'n_{i;;_ L1,
sub and chase down the run- BEYORE. LEAVING. YOU'LL NEED,
away. L

A TO PUT OUT THE ELAMES IN THE
FIRE CAVE AT WAL )

Da-chao Fire Cave:

There's a small fire cave

carved into the side of Da-chao at Watai. The fires inside block anyone from reaching
the end of the cave, but they can be put out with the right item. During the raid on
Shinra’s Underwater Reactor, Cloud can pick up the “Leviathan Scales” from a treasure
chest on the dock. The scales hold Leviathan’s power of water and can put out any _
flame they come in contact with. Use “Leviathan Scales” on each of the fires in the 1
Da-chao cave to find the Oritsuru Weapon for Yuffie and the “Steal as Well” Materia.

1




about to give up their ship

9 easily. Fight your way |
*l onboard and take over the

| controls.Your friends from

PO | o -ﬂmi the parade are manning the
control center, but you

don't have to kill them—it's

_m The submarine crew isn't 1

BE BRUTAL: YOU CAN STFAL A DECINT PILCE OF ARMOR your decision.
CALLID THI SHINIA ALPHA 1ROM THE CAPTAIN I YOU DECIDE
TOKILL THIE CREW,.

THE SUBMARINE
BATTILE

N

Now that you have a |
sub, you can chase SUBMARINE MINI-GAME
down the enemy sub CONTROLS i
that’s carrying the ButToN goﬂgr Ir !
Huge Materia—but
there's a catch:You [2] Descend
must accomplish this [81 Ascend .
task in 10 minutes or | & R 61 Turn right '.
ISss. [4] Turn left
Try to stay behind the RED enemy sub, because it's (+1 Speed up
the one that's carrying the Huge Materia. It isn’t [Del] Fire torpad®
necessary to destroy the Yellow subs, but they'll be
trying their best to sink you. [ins] Slow down
[3] Sonar
QUICK KILL: YOU CAN SHOOT AS MANY AS FOUR FORFEDOKS
AT A TIME. TRY TOEOCK ONTO YOUR TARGET AND UNLOAD THE
WHOLE GROUN, WHICH 18 NORMALLY ENOUGH TO TAKK OUT A
YULLOW sumn. p

If the enemy gets a lock on your sub, speed up and dive
deep. This will normally shake the torpedoes off your tail.

Mines are the small polygons on top of the square
columns.You can pass through the columns without taking | &=
damage, just don't go too high.




Use your sonar often to
prepare for what lies
ahead. Plus, you can use
sonar to help relocate the
RED submarine if you
lose track of it.

When you win
the battle, you
receive the Shinra
Sub as a vehicle
for the rest of
the game.
Although the sub-
marine has limit-
ed range and !
can't pass through
shallow water, you can use
it to check out the ocean
floor and any underwater
caves.You can dock the sub
at the small, rocky notches
around the coast (like the
one next to Junon).

—— ———
MINES: DON'T WORRY TOQO MUCH
ABOUT MINES. UNLESS YOURE AT FULL
SPEED, YOU'LL HAVE PLENTY OQF TIME TO :'.;
REACT AND ADJUST YOUR COURSE.
HOWEYER, YOU MUST BE CAREFOL WHEN.
YOU ENTER : H
THE SONAR

T

NEW SUB: IF YOU LOSE THE
BATTLE, YOU GAN STILL GET A
SUBMARINE BY MAKING YOUR
AWAY BACK DOWN TO THE UNDER-
WATHR REACTOR AND FINISHING
OFF THE RED SUB’S CREW.

SUBMARINE WORLD
MAP CONTROLS
BurtToN WHar It DoEs
[8]1 Move forward/
reverse direction
[21 Reverse direction/
move forward
[4] Turn left
[6] Turn right
[Enter] Board sub/move
forward
[Ins] Exit sub/dive/
surface
[?1 Sharp turn left

[3] Sharp turn right

The team picks up a radio
signal declaring that Shinra
is about to ship out anoth-
er Huge Materia from
the Junon Airport. Park
the sub and get up there
quickly.

The team arrives just in
time to see the Materia
leave by way of plane.The team needs to intercept the
Huge Materia at Rocket
Town. Return to the
Highwind and get moving!

Oh ral
The Huge Materia.”




THE FIRST
MAN IN SPACE

P When the team arrives at Rocket Town, they
ENEMIES find Shinra busy at work repairing the rocket
?ttz."‘:k (S;:fuad and preparing for launch. After forcing your

S N way past the guards, e

Rude (Boss) ¢

|1 you'll meet up with
; Rude again.

ITEMS:
Huge Materia
ol

I:,QUI'PMFNT C‘HECK 1IF Cp LsN"r i }:QU.H.. mn'n’. YOUTRE:
FORCED TOJTA *&33({;_@,‘: THIS PORGT. %ﬁfmﬁﬂd%unt You

oA ;;“‘QQUTP HIN ¥ FOR THE NEXT BATTLE.

.Boss FIGHT:
RUDE AND
ATTACK SQUAD

Rude Momen Stear amacxs  |otart the battle by getting rid of the Attack Squad guys, if not
(Rocket Town) WA  aosicy Siiedis they will try to put your team to sleep. Rude isn’t too
v wm_  |tough—he uses Bolt 2 and his normal attack causes about b
Plf Area— recm tewn g ﬁ—’:"'"“ 300 to 500 points of damage. His Guard Spark attack can |
- cause about 1000 points of damage and Rude can use it as
many as three times in a row. Using Mbarrier/Big Guard
will cut the damage down to 250-500 points.

(D i |

Bk [ras|te [ ou ] 58 [Man | DX | vy

Attack Moses  SteaL ATTACKS

NiA Bineh  Muehe ‘ ""‘“
Squad e it

—_— Q Nom
AP 10 ¥ o

u] A [ Gow [ &0 [ S [ Enk [T 502
| [ [ [wai[ 03 s




When Rude’s health
begins to get low,
he starts casting
Cure 2 on himself.
If you have Reflect,
cast it on him and

the Cure spell will

heal your team instead.

Once the rocket is in the air, you'll get the chance to recover a

third Huge Materia. This one is locked in the rocket’s core.You can |

decipher the lock,

| but the team only

| has three minutes to
| do so. Listen to

i Cid’s clues and you

NOTE: IT’s NOT
A BAD IDEA TG
EQUIP EVERYONE
WITH ARMOR
THAT PROTECTS
OR ABSORBS

CRIME PAYS:
AT LAST, YOU. M
STEAL STUIT FROM
RUDE! FIE'S PACKs

ONG A NEW PIECE
OF ARMOR CALLEDR]|

THE ZIEDRICH.

DONTT PASS THIS
ONE UPY

LIGHTNING, BLUT
LS NOT ESSEN-
TIAL TO WINNING
THE BATTLE,

| can figure it out. When you succeed, you
can take the Huge Materia with you. If
not, it remains locked in the ship’s belly
with no chance of getting it back.

With or without the Huge Materia, it's time to bail out. Head down to the engine

room where the escape pod is waiting.

DON'T
GIVE UpP!

IF YOU FAIL, YOU MAY WANT TO RETURN
TO A SAVED GAME AN TRY THE
COMBINATION AGAIN.

THE COMBI-
NATION: 1I¥ You
GIVE UP OR YOU
DON"T WANT TO
RISK LOSING THE
MATERIA, THE
LOCK'S COMBINA-
TION 1s: [ENTER],
[Dun], [INs],
1ras].

CID'S ULTIMATE WEAPON: Now |-
RETURN TO RO(‘K'FT' TOWN AND TALK |

LLAR

i i e




Yy . e A
1

:%T:E:‘P?I;teria Return to Bugenhagen’s laboratory in Cosmo Canyon to discuss how
Key of the Ancients to overcome Meteor and Sephiroth. However, this proves uneventful
until Bugenhagen suggests that you return to the Ancient City. Before
i you can =
do this,
however, you must store
the Huge Materia in
Bugenhagen’s lab. This may
seem odd, but it does have
a purpose. Before you leave,
take a close look at the
blue Huge Materia
and you'll receive the
“Bahamut ZERO” Materia.

Hop back into the Highwind and

make your way to the Ancient

City.When you arrive, take

the left path to the back.

Bugenhagen explains the

use of the White

Materia and finds clues

to locate a hidden key. The

key is hidden in a place “even
sunlight can’t reach,” which sug- !

gests a cave of some sort. |

MASTER MATERIA:
NOW THAT YOU'VE STORED THE HUGE MATERIA,
YOU CAN CLAIM THE MASTER MATHRIA. TO DO SO, YOU NEED
IO HAVE A SPECIFIC NUMBER OF MAGIC, COMMAND, OR SUMMON
MATERIA MASTERED, APPROACHING ONE OF THE HUGE MATERIA WITH
ENOUGH MASTERED MATERIA MATCHING THE HUGE MATERIA'S CATAGORY
CAUSES THE MASTERED MATERIA TO FUSE INTO ONE ALL-IN-ONI MASTER -
MATERIA. NOW YOU CAN EQUIIF A BUNCH OF SPELLS, COMMANDS, OR
SUMMON SPELLS WITH JUST A SINGLE, NO PENALTY MATERIA. THIS IS
NGO SMALL TASK, BUT LATER I'LL THLL YOU HOW TO GIT
ALL THRER MASTER MATERIA WITHOUT ALL
IHE HASSLE.

Hop back into the ; .
Highwind and head for the |50
coast.You've searched near- |

ly every cave in the outer @(
world, so it's time to

explore underwater. X
,‘;..{'."\ 5 ) re's sematrng w ten i enaik..
,‘."r ¥ s . Even Suslight can't reach ) . (Key) *




Take the submarine down and head toMsou:h.The Shinra
sub you wrecked earlier is lying on the bottom here. Inspect
the wreckage, and you'll find the last Huge Materia.

Now head north and hug the west wall until you come to a

side passage. In the back, you'll find a wrecked plane that you
S| can inspect, although it's not necessary. The details relating to

++ | the wrecked plane follow.

WARNING! THERE'S A HUGE CREATURE ROAMING AROUND THIS
- AREA.IT'S oma OF THE NEW WEAPONS THAT WERE ADDED TO
'rfm AMERICAN VERSION OF FINAL FANTASY VII. AVOID IT FOR
NOW, m-.usuan IT'S ULTRA-POWERIUL AND WL, L. MAKE MINCEMEAT
BT OF YOUR TEAM UNTIL YOUR CHARACTER'S LEVELS AND
MATERIA ARE MAXED OUT. IE THE WEAPON 15 BLOCKING SOME-
THING YOU NEED, SURFAGE ANID THEN DIVE AGAIN. "THIS MOVES
THE WEAPON 10 ANOTHER LOCATION.

CRASHED GELNIKA

The Gelnika is in the alcove underwater

— e | ——
and directly west of the underwater ' ITEMS: ' ENEMIES:
Mako Reactor. This is an optional area, Heaven’s Cloud Unknown
but there are Megalixir Unknown 2
some great Escort Guard Unknown 3
items here. Conformer Reno

“Double Cut” l Rude
The Gelnika " Materia Poodler
is a very dan- | Megalixir Bad Rap
gerous place, | Spirit Lance Serpent
so make sure Outsider
you save “Hades” Materia ‘

upon entering
the plane. There are no monsters in the entrance area, but the rest
of the plane is crawling with all kinds of

| WARNING!
BS CAREFUL WHEN
m:\o,\cmm. THE
C‘E:.Num. THE
EMERALD
WEAPON 15
CSOMETIMES IN
FRONT OF THE

3 As you first enter, take the first door on
| Cloud’s right, which is the generator

room. Most of the items in this room are
on the lower floor, some of which are hid-
den. Don’t miss the Conformer or the
“Double Cut’” Materia.

GELNIFA. IF 'THE
EMERALD
WEAPON 15
THERE, RESURFACE
AND DIVE AGAIN—
'l SHOULD HAVE
MOVED ON.




In the hall before the cargo bay, the team may bump into:

noandRude 'c;f the Turks,

depending on when you do this quest. If you've already had your final battle with the
Turks while stopping the Sister Ray, then Reno and Rude won't be around. Otherwise, a

fight will ensue.

% | The cargo bay has two more “must-have” items. One is Cid’s

You may want to save
before leaving the Gelnika.
If Emerald WEAPON is
sitting in front of the
Gelnika when you exit,
you might accidentally ini-
tiate combat.

Highwind Limit Break and the other is the “Hades’ Materia.
It's a long walk to both items and Shinra’s freakish beasts are
| out for blood.

NOTE: YOU CAN STHAL SEVERAL TYPES
OF ARMOR FROM THE VARIOUS
UNENOWN CREATURES LOCATED INSIDE

THE GILNIKA. IF YOU HAVE THE
PATIENGE; YOU GAN ALSO MORIH
AHESE BEASTS INTO SEVERAL TYPES OF
SOURCE ITEMS. THIS ISN"T VERY. USEFUL
FOR MOST PEOPFLE, BUT 1F YOU'RE WILL=

ING TO SPEND A FEW HOURS MORIHING,

YOU CAN REALLY BEEP UP YOUR TEAM
QUICKLY.

Return to the main area and continue

north. After passing through a narrow
passage, take a hard left and follow the
| canal to'an underwater cave. Surface

you'll appear in the middle of a lake.
Park the submarine along the rock wall
and use the PHS to place Vincent into

your party (if he isn't already with you). Enter the waterfall to learn more about

Vincent's past.

VINCENT’S LEVEL 4 L.IMIT BREAK V:srr ﬂm sm'r AGAIN'

4 when you reach the end of the cave and !

N R



After the story, dive .

again and go back Rl |
toward the main N : s e
underwater passage.
Instead of going south,
continue to the north
until you find another
underwater cave. Follow it until you see the Key of the Ancients.Take the key back to -
Bugenhagen at the Ancient City.

As the team leaves the Ancient City, Cait Sith reports that the Junon cannon has been
located. Shinra has attached it to the Mako Reactors at Midgar and plans to use it to
destroy Sephiroth. The team had better return to Midgar—and fast!

WEAPON ATTACKS

VWhen the team reaches the Highwind, the

| entire area starts to quake.Another
VWEAPON is on the move and it's headed
straight for Midgar. Fly back to Midgar and

| land the Highwind near the northern coast-
line. Find a good spot on the beach and wait
| for it to arrive.

Boss FIGHT: |

DiamoNnD WEAPON

Diamond WEAPON is one tough customer, but the

Diamond Moret  STEAL ATTACKS
team should be more than a match for it. Start the fight| WEAPON WAL N et
by casting Mbarrier/Big Guard on the entire team, WL NjA Y Nom

and then cast Regen and Area—idgir CO38t 775 100,000 —S— e
& Haste.You may also want to &
e B _ w
el s % cast Barrier o reduce the s
P T4 damage from Diamond =
| WEAPON's physical attacks. L




= P TS =
L AcAey Attack Diamond WEAPON with your most powerful spells and summons.
s WEAPON 1] Ultima, Comet, and Knights of the Round work really well. Diamond

>

CARRYING THE WEAPON can’t be harmed by physical attacks, so stick to magic unless
RISING SUN, A you're trying to mug the beast. Keep in mind, however, that when Diamond
- A in, . . [ ) . »
winros e | VWEAPON begins to count down, it means it's preparing for its super
FRIEND Y UFFI. attack. The Diamond Flash causes about 1500 to 3000 points of damage to

each character and mutes those who survive, which makes it difficult
to quickly heal your team.You may want to equip a team member with
the Ribbon accessory to protect him/her from the Mute effect. That
| way, when the countdown reaches “1.” you can hold off on that char-
acter’s action until
after the Diamond
- Flash connects. This
enables you to quick-
ly cast Cure 3 and save anyone else
from getting picked off by one of
Diamond WEAPON's weaker attacks.

il i |l

Hop into the Highwind and head north. Sure
enough, there's nothing stopping the team from
entering the crater. However, Cait Sith alerts
the team that the Sister Ray is overloading and
preparing to fire a second shot at the crater.
Hojo has taken control of the cannon and
there's nothing that Shinra can do to stop him.

Head to Midgar, but fly over it
instead of landing. The team dons
parachutes and enters Midgar
commando-style.

DONT JUMP! BEVORE YOU HEAD
INTO UPFFER MIDGAR, YOU MIGHT TAKKE
A MOMENT TOREVISIT THE SLUMS. TO
DO SO, YOU NEED THE SECTOR 5 KEY.

Park THE FUGHWIND AWAY FROM
MIDGAR AND WALK 1N, FlERE YOU'LL
FIND A GUY WHO MENTIONS HE LOST
THE KEY AT BONE VILLAGE. GO BACK

10 BONE VILLAGE AND BIG FOR A

NORMAL ITEM. WITH ANY LUCK,
YOUTLL FIND THE KiY QUICKLY, INOW

YOU CAN GET TIFA’S UITIMATE WEAPON,
PREMIUM FIFART, FROM THE BROKEN
DOWN TTEM SHOP IN WALL MARKET,
YOU CAN ALSO PURCHASE THE SNEAK

GLOVE, AN AGCESSORY THAT INCREASES

YOUR STEALING PERCEN FAGE, FROM THE

WEAPON SHOP IF YOU'RE WILLING TO

PART wiTH 129,000 GiL,

L et e e A SR B oy




ITEMS:
Megalixir

Elixir (X2)
Aegis Armlet
Starlight Phone
Max Ray

Power Source
Guard Source
Mind Source
Magic Source
“Weltem’ Materia
| Master Fist
Behemoth Horn
Pile Banger

NOTE:
® COLLECT THE
ITEMS AT THE END
OF THE RAMP TO
THE RIGHT OF THE
ENTRY, AND THE
ITEM U THE
LARGE LADDER
NEAR THE BACK
OF THE SEGOND
PLATFORM. You
CAN'T GO BACK
FOR THEM AFTER
THE FLOOR
BREAKS.

| "ENEMIES:
Crazy Saw
Cromwell
Manhole
Behemoth
Shadow Maker
Proud Clod (Boss)
Grosspanzer
Soldier: |st
Maximum Kimaira
XCannon

Hojo (Boss)

Bad Rap Sample
Poodler Sample

| Helletic Hojo
(Boss)

Lifeform Hojo

| to the Save Point and the next area.

Follow Cait Sith into the back alleys and then
underground. There are lots of items to get in
this area, but you must go out of your way to
collect them.

Follow the steps and ladder down to the
lower level. Head right and the floor will drop =
out from under the team. Climb the red pipes
and take the chute down. Follow the stairs up

| This takes the team to the train tunnels.
gl The Sister Ray is to the north, but you can
collect some items to the south.The ‘
choice is yours whether or not to take the
risk of going south. |

ACTER USE THE

DO NOTHING WITHOUT BEING KILLED BY Y’OUK m DUR?N(“ THE l;t-ﬂ'l‘l‘.ﬁ, m 2

“WAITEM™ COMMAND TO CHOOSE AN ITEM YQU'D LIKE Ton{c ZASE.

OND ITEM AND THE 'Fl'l{\"l I.th_(mU &?LEC‘I‘BD Wﬂ L mCREA .'I.IY y
GET - 5

.




2 Wihen Yot

time around.

Boss FIGHT:
RENO, RUDE,

ELENA

| again, but this time all three of them hare cogether.You re gwen
the option of not fighting them this = ;

This is a tough fight. Cast Wall (or Barrier and
MBarrier), Regen, and Haste on your party immedi-
ately. Then use attacks that damage
all three Turks at once. Summon
spells work really well in the fight, as
does Bio, which poisons the entire

group.
=—=\Watch out for Elena and Rude. Elena

b (it | —

Reno
(Midgar)

Area— Mg

Moamt STEaL

ATIACHS

i TouGHNEss VNt

Rino

mapk

P 25,000

Wi 80

k|~ (@)=

Nom
Nem
Ak
Norm
Norm

G__Imul
= Norm

— LR casts Confusion and uses a Fire

attack that damages the whole group.
Rude uses his fists, but can inflict critical

hits that cause

'EJ\GH oF THE as much as 4000
| v'runm IS CARRY=- K
TNE ' SPRGIAL points of dam-

§ ‘mm--mn sure| age.Reno is
§ YOU TAKE THEM. | always a threat,
but for some

Rude
(Midgar)

Area= Midgr

Monrn  Steat
WA nesmmcy

ATTACKES

Saen, Doww Tpes

[]

Atk
Narm
Haem

Morm
Morm

reason doesn’t seem to play a
major part in this battle.

Elena

Area— Midg

Monrri STEAL
Wa  Maossava
Bracuuer

ATTACKS
B, Smbs

L 53
Hi* 30,000

L J

Norm
Nbsh
Norm
Norm
Notm
Tarvul

+l@ R |er|=

form




Continue north and take the first left to reach
the cannon; or, you can take the second left,
which takes you to Shinra Headquarters. This
path enables you to pick up Cait Sith’s HP
Shout (Floor 64), the Glow Lance (Floor 63),
and two weapons from the gift shop. Keep in
mind, though, that you can't go any higher than
the 65 floor.

POOR BEHEMOTH:
YOL CAN FIND A NEW WEAPON
ror Ren XIT N THE STAIRWELL,
THE BEHEMOTH HORN. ALSO,
FOU CAN CLAIM THE TWO
SOURCE ITEMS IN IHE WORROUT
ROOM IE YOU TRIED TO USE THE
VENDING MACHINE ON YOUR
FIRST VISIT.

CONGAM b

REST FIRST: IE YOU FIGHT, YOU &
WANT TO RETURN TO THE SAVE. 1?01!_&?"*
AND USE A TENT TO HEAL YOUR | |
WOUNDS: YOU HAVE ANOTHER BIG FIGHT
JUST AROUND THE CORNER: 1

Recerved "Glow Lance™ 1 [/
| ~ 4 ._.I

- |

Boss FIGHT:

Choosing the left path places the
team at the base of the Sister
Ray, directly in the path of
Heidegger and Scarlet’s new toy.

Proup CLOD

Proud Clod is composed of two parts: armor and body. Proisd Clod- Mowk S, TR
Your first target should be the armor (the lower tar- WAL R e e
get). After destroying this, - 5 - S
you'll cause more damage to Area— Midgn f ::":‘l
the body. Proud Clod has i Hem
X N

more attacks than you can & Towal
imagine. The most powerful ——
ones are its side guns (500 to REE

o 1 =1 B K
1500) and the Beam Cannon Pl [ [ oe [ oy




(1000 to 1500 against
everyone).YVatch out

for the Rainbow Ray—it
doesn't cause any damage,
but it does cast Reflect on
one of your characters. If
this happens, use

DeBarrier to eliminate the ‘_ﬂ
1 spell so you can heal and =
protect that character normally.

You can normally set up with Wall, Regen, and
'| Haste and then use attacks against Proud Clod that
5| will damage both sections. Slash-All works well as do

8 most summon spells. In the end, the battle is likely to
§ become a slugfest. Of course, you could just cast '
"-' nghts of the Round once and call ita day You

I. Continue onward and scale the stairs to reach

the Sister Ray. Check all the chests on the way
up. Barret’s ultimate weapon, the Missing Score, §
is in one of them.

I BARRET'S ULTIMATE WEAPON: THE MISSING SCORE WON'T I

T ——

RE THERE UNLESS BARRET IS IN YOUR PARTY.

; At the top, the party finds Hojo busy overloading the Sister Ray. He’s not about to give
in, but he’s more than happy to show off his Jenova powers.

|
y
|
y
1
1
|




Boss #1:
Hojo

o

HOjO MoarH  STEAL ATTACHS
NiA Na L

§  Neem
®  Nem
! Nom
Nomn
Nomn
Tmiul

This can be the quickest of the three fights.
Concentrate your attacks on Hojo and leave his
- - Capsule companions alone, because
' 4 | they'll regenerate if you kill
=7 "\Zﬂiy " | them. Cast Haste on
ST “’5 the entire party and use

.. | Deathblow and strong magic
attacks to knock out this Boss.

Boss #2:

Norm

e
x
[]
7= Nom
[]
t Nom

HELLETIC HOJO

Take out Helletic Hojo's
right arm immediately,
because its hit points
are lower than the rest
of Hojo’s bady. Hojo
may later regenerate
this arm, but it’s what
causes most of the
damage. Helletic Hojo

Helletic Monen  Srean ATTACHS
Hojo WA Hia Hrw
LVL B y__Nom
i aata _ ® Nom
Ared— Nidgar TP 26000 —5—fo
i Nomm
X Norm
G lsvul
2= Norm
& Norm
t_ Norm
T iy )
D

can also cast Sleepel

not much of a threat, After the right arm is
destroyed, focus on the torso section.You can kill ¥
Helletic Hojo without ever attacking the left arm.

s




‘Boss #3:
LIFEFORM~HOJO

This Hojo form has super-fast attacks that cause close to 500

?!lg_f:orm “:::I" «-.u.”, o points of damage each, plus it can cause negative status effects.
| o Its Combo attack launches ‘several of these punches flgainst
" | Area— ricgu ___éTJoo ::m one or more opponents. If it attack§ a character equipped
700 = with a “Counter Attack’” Materia, each punch can be

— countered. So try equipping

one of your characters with as
many Counter Attacks as pos-
sible. If you're using Barret and
the Missing Score, he can
quickly kill this Boss by simply counter attacking if he has at
least three “Counter Attack™ Materias equipped.

Hojo uses a lot of status effects and spells that can hit the
entire party at once. Keep Esuna ready or you may find
your entire party poisoned, silenced, slowed, or put to
sleep.You may want to set up Wall and Regen at this
point in the fight, but Regen is really too slow to be of
much help. This is also the best time to use your
strongest spells and summons. Gravity is the only thing
that doesn’t affect Hojo.You'll pick up a Power Source
for winning this battle.

At this point, Shinra is defeated and nothing is left to
stop the team from battling Sephiroth.

'WARNI:NGI

ANTER ENTERING THE NORTIL szs. xn B!EGOMS-S nmm:m_r

TO LEAVE. THE PATH TO SEPHIROTH IS EXTREMELY LONG AND TOUGH. Iy

YOU HAVEN'T COLLECTED EVERYONE'S ULTIMATE WEAPONS AND LiMIT BREAKS,

TRIED CHOCOBO BREEDING, OR COLLEGTED THE ULTIMATE SUMMON (KNIGHTS OF THE
ROUND): YOU SHOULD REENTER THE HIGHWIND AND DO SO NOW.

MANY OF THESE SIDE QUESTS WILL LEAD YOU TO HIGH-POWERED ITEMS AND MATERIA,
WHIGH CAN MAKE A HUGE DIFEERENCE IN THE BATTLES TO COME. OF COURSE, THIS 15
ALL OFTIONAL, BUT THE FINAL FANTASY SERIES IS ALL ABOUT FUN AND DISCOVERY,
1 STRONGLY URGE: YOU TO AT LEAST CREATE A SAVE GAME OUTSIDE OF THE
NORTH CAVE SO THAL YOU CAN LATER RHTUHN AND TRY ALL THL
FHINGS YOU MAY HAVE MISSED. BUT MOST OF ALL, JUST
' HAVIE FUN,




A FEw MORE THINGS
To Do

The following list of things to do is completely optional. If you're not interested, skip
ahead to the Crater and go get Sephiroth. However, for the rest of you, you'll find lots
of hidden items and you'll be much better prepared for the final battles.

LEVEL 4 L1IMIT BREAKS

You'll definitely want to get everyone’s Level 4 Limit Breaks before you take on
Sephiroth. Check the following list to make sure you have them all.

Cloud—Omnislash

The Omnislash can be obtained at the Battle Arena in VWonder
Square.You'll need to earn 32,000 Battle Points to get it.

Barret—Catastrophe

Return to North Corel and speak with the lady in the middle
house on the west side of town. She'll give you Barret’s Level 4
Limit Break, Catastrophe.

Tifa—Final Heaven
Return to Tifa’s house in Nibelheim and play that famous tune on

her piano while she's in your party. (Do-Re-Mi-Ti-La Do-Re-Mi-
So-Fa-Do-Re-Do) She'll find it in some sheet music on the piano.

Yuffie—All Creation ¥ l ok
Defeat Godo inside the Pagoda of the Five Gods in VWutai and ?M.ﬂ]‘w ;:mi.r‘;{'[[mﬁ;
Yuffie will be given her Level 4 Limit Break. ikl JEENE

Cid—Highwind

Use the submarine to visit the crashed Gelnika off the shore of
the Gold Saucer. You can find the Highwind in the cargo bay.




Red Xlll—Cosmo Memory

Open the safe inside the mansion at Nibelhiem, and then defeat Lost ' ‘ e
Number to win Red XliI's Level 4 Limit Break.

Yincent—Chaos

Use the submarine to take Vincent back to Lucrecia’s Cave. He'll find
his Limit Break there if you visited the cave during the second disc.

ULTIMATE WEAPONS

Next you'll want to ensure that you've collected everyone’s ultimate weapon.You can
only get some of these weapons at specific times, so you may have already missed out if
you weren't following the text.

Cloud—Ultima Weapon

Defeat Ultimate WEAPON and it will cough up the Ultima
Weapon. Keep reading to find out how to chase down this behe-
moth,

Barret—Missing Score

If you didn’t pick up this one during your second visit to Shinra
HQ, you're out of luck! It was on the stairs of the Sister Ray.

Tifa—Premium Heart

Get the Sector 5 Key from Bone Village and then return to
Midgar. Check the broken-down item vending machine in Wall
Market to find Tifa’s best weapon.

Red Xlll—Limited Moon

After taking Bugenhagen to the Ancient City, return to Cosmo
Canyon with Red XlII in your party. Then pay a visit to
Bugenhagen to get Red XlII's ultimate weapon, Limited Moon.
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Cait Sith—HP Shout | & IR TET S — e

Once again, if you didn’t pick up this one during your second visit
to Shinra HQ, you're out of luck! It was in the employee locker
room on the 64t floor.

Yuffie—Conformer

You can find this one in the crashed Gelnika's generator room.
It’s in a hidden chest located on the bottom floor in the north-
west corner.

Cid—Venus Gospel

After the rocket in Rocket Town launches, talk to the old man
outside the Item Shop; he’s the one who'’s been so obsessed with
the rocket. If you speak with him several times, he'll eventually
give you Cid’s ultimate weapon, the Venus Gospel.

Vincent—Death Penalty

Use the submarine or a Gold Chocobo to take Vincent back to
Lucrecia’s Cave. If you visited here during the second disc, you'll
getVincent's ultimate weapon, Death Penalty.

ULTIMATE WEAPON

. During the third disc, you can chase down Ultimate WEAPON
Defeating it means you get Cloud’s ultimate weapon, plus you' il
gain access to the Ancient Forest near Cosmo Canyon. 3

J| Ultimate WEAPON will be hovering over the lake near junon.

To enter combat against it, fly up to it. Fight it as you've fought

!l most Bosses up to this point: Put up a Wall/Big Guard and
keep the party healed. Then pummel

| the creature with your strongest spells,

summons, and attacks. After sustaining

a few thousand points of damage, Ultimate WEAPON will fly off

just as it did in Mideel.




| favorite spots seem to be Nibelheim, M:dgar.
| Mideel, and Cosmo
Canyon. As soon
as it stops, enter
combat again.You
can ram it with the [§
Highwind without taking damage. In fact, it causes the

| Ultimate WEAPON to find a new target more rapidly.

Ultimate WEAPON can't heal itself after a battle and will
eventually head for Cosmo Canyon, its final resting place.
After defeating it at Cosmo Canyon, it plummets to the planet, destroying a large por- J

tion of the canyon. For defeating it, you

_ | receive the Ultima Weapon, Cloud’s ulti-
| mate weapon, and you can now reach the

“H Ancient Forest through the destroyed area.

SHADO‘W’ FLARE:
Gn‘rm«: THIS SKILL TAKES A LIT=
TLE mmo. WHOLVIR LANDS

CTHE FINAL BLOW AGAINST
ULTIMATE qu'o\ GETS HIT
w:n\‘u SHADOW FLARE. YOU JUST
NERD TO MAKE SURE THAT PERSON
1S WEARING YOUR FAVORITE
“ENEMY. SKILLY MATERIAL

R The Ancient Forest is i
ENEMIES ITEMS: just east of Cosmo ‘.
Diablo Supershot ST Canyon.You can't ;

| Rilfsak Spring Gun Clip reach it until you !
Epiolnis | .-:Sljasg;ﬁl‘l‘ bl;lizrilaa | either defeat Ultimate

F ] Mimerva ey | WEAPON, or you've |

i Atomlyie AN ¢ bred a Gold Chocobo.

| Elixir The earlier you can $

_—.s—L get here, the more worthwhile the items are.

For example, Cloud can obtain his




Apocalypse sword here, but if he already has his u!timate weapon, the Ult1ma Weapon,

the Apocalypse loses some of its luster.

The Ancient Forest is one huge puzzle where you must figure out how to use the frogs,
insects, and other items to get through the path.You can pick up frogs and insects and
move them to various locations. Placing them in the right spot initiates an interaction
with something. Insects can be used to close pitcher flowers and to lure out frogs. Frogs
can shut pitcher flowers, and then launch you to new areas as they bust out.

INSECTS

When placed in a pitcher flower, the flower shuts and creates a step or bridge.The
flower reopens after digesting the insect; the insect will no longer appear in that area.
Insects can also be sacrificed to lure a frog out of a hollow tree.When a flower or a
frog eats an insect, it won't reappear until you leave and reenter the area.

FROGS

You can place frogs in pitcher flowers just like insects, but the flowers can't digest frogs.
After a few seconds inside a flower, the captured frog bursts out. If Cloud is standing on
the flower when the frog breaks free, he gets catapulted to areas he may not normally
be able to reach.

BEEHIVES

Throwing a beehive into a mutant flytrap is the only way to get the flytrap to shut its
jaws. Unlike frogs and insects, beehives remain inside flytraps until you leave the area.

PiTCcHER FLOWERS

Pitcher flowers can capture insects and frogs inside their petals.While holding a victim,
the flower's lid creates a step or bridge that Cloud can use to reach far-off areas. Insects
are eventually digested and removed from the area, but frogs jump out of the flower
after a few seconds.

MuTANT FLYTRAPS

These snapping flowers can injure Cloud and his companions. Most of the time, you can
work your way around or over a flytrap, but sometimes you'll need a beehive to shut

its yap.




STAMEN

You can use the springy, pink stamen to fling Cloud to a different area or a higher ledge.
They're often the best way over an obstacle.

HoLLow TREES

By placing an insect in front of a hollow tree, you can lure out a frog. Each tree only
contains one frog.

AREA 1

—— Pick up the three insects near the start and move them all to the area
-| near the pitcher flowers. After you gather them, place each one in a

| insect in the pitcher flower and then stand on the closed pitcher flower
| to place the next insect. To get the item from the mutant flytrap,

; ' approach it from the right and barely step on it.You should be able to
| pick up the Supershot ST without alarming the flytrap.

AREA 2

Pick up an insect and then jump to the high ledge. Lay the insect
down on the left so that it jumps into the pitcher flower. If a
frog eats the insect, place the frog into the pitcher flower and
use the “flower bridge” to reach the opposite side.

Once across, pick up the nearby frog and put it into the left
pitcher flower. Then stand on top of the flower until the frog
pops out.The resulting force throws Cloud onto the high ledge |&i o o s DSl
to the left, where he can pick up a large beehive. Take the bechive and set it |us: to zhe
left of the mutant flytrap, which should cause it to pop into the middle of the flytrap,




causing it to shut.You
can now grab the
“Slash-All”” Materia |
on the right side of the
flytrap. Pick up the frog
again and put it in the
right pitcher flower, R oy S :
and then have Cloud stand on the flower until hes t:hrown to the rlght

AREA 3

Pick up the two insects and place them in the pitcher
flowers so Cloud can reach the springy stamen. This puts
him deep in the forest's canopy. Follow the limbs up and
all the way to the right to find the “Typoon’ Materia.

Go back all the way to the left and climb down the limb
to Area 2 and to the item that was previously inaccessible,
the Minerva Band.To return to Area 3, you need to hop
down and use the frog trick again.

Make your way back to the treetops and go about halfway

to the right.Walk behind the broken limb just before the three springy stamens to f‘nd
a path that leads back down to Area 3.

Place an insect in the open
77 pitcher flower to reach the bee-
hive. Put the beehive in the
mutant flytrap the same way you
did in Area 2, and then use the
| second insect to reach the left
area again. Grab an insect and
put it in front of the hollow tree
4 to lure out a frog. Leave the frog

- 2 .2l for a moment and go grab the

other insect in thiS area. Place that insect in the pitcher flower to the right, and then
grab the frog and hop back to the right side.

Run to the right and set the frog down near the rightmost pitcher flower so that it
jumps inside. Stand on the flower until the frog bursts out to send Cloud flying toward
the cave on the right.

AREA 4

There are no puzzles i
and Elixir). Exit the t

id the cave, just a couple of easy-to-find items (Apocalypse
o leave the forest.




SpeciAL CINEMA

After Cloud finds himself, visit the basement at Shinra Mansion again (in Nibelheim).
Upon entering the library area, you'll flash to a special cinema that explains how Cloud
ended up back at Midgar with Zack’s sword in his hand and why he decided to become
a mercenary.

THE AMERICAN
CREATURES

The two creatures added to the American version of Final Fantasy VI are quite possibly
the game’s greatest challenge. Those players with enough guts and power to destroy the
two new WEAPONSs will receive two very valuable prizes.

EMERALD WEAPON

The first of the new creatures roams the ocean floor and makes its first appearance
when the team acquires the submarine.You'll want to avoid this creature early on,
because your party simply won'’t have any chance of destroying it. Only after you've
acquired the Final Attack, Knights of the Round, Mime, W-Summon, and Mega All
Materias can you put up a decent fight.

So how tough is Emerald WEAPON!? Its basic attack causes about 7000 points of dam-

age, so it can immediately knock out a character. Once its smaller lasers open, it can hit

the party with eight consecutive attacks. Four of the attacks cause about 3000 to 4000

‘points of damage. The other four drain about 300 to 500 MP with each hit. To com- |

pound matters even more, it can also hit the team with its super weapon that causes

9999 points of damage to each character. As far as HP goes, the Emerald WEAPON has J

around 700,000 hit points and you have only 20 minutes to destroy it. .
1
|
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First, collect the “Underwater Materia” before you head into this battle. Having it
equipped eliminates the 20 minute time limit and makes the fight much easier. You'll |
need a lot of HP and MP to put up a decent fight. Mastered Materia are a must—you'll '
want to use each of your Materia as much as possible. Try using VW-Summon to cast two
Knights of the Round and make sure each member of your party is equipped with

Mime. If they can mime the summons, you can cast an endless chain of Knights of the :I
Round until the creature dies. Also, equip as many characters as possible with the Final
Attack—Revive Materia or Final Attack—Phoenix combination. This will help if the J
creature uses its ultimate attack or just gets in a lucky shot. Have lots of Turbo Ethers,
Elixirs, X-Potions, and Megalixirs on hand, because Emerald WEAPON can drain your (
MP quickly. If you win the battle, you'll receive the Earth Harp. On its own it’s not
much, but you can trade it in at Kalm for some incredible prizes. (Check the “Kalm
Traveler” section for more dertails.)

Rusy WEAPON

Ruby WEAPON appears after Ultimate WEAPON has been destroyed.You'll find it
peeking out of the sand surrounding the Gold Saucer.To initiate combat, fly into its head
and it will surface.

At the beginning of the battle, unless the WEAPON's claws are buried in the sand, its
torso is invulnerable. Attacking it at such a time prompts Ruby WEAPON to use its
quicksand attack, which instantly eliminates a member of your party. Typically, Ruby
WEAPON uses this attack twice, cutting your party down to one. This, of course, makes
the battle much tougher. So your first challenge is to equip a character with your best
Materia in hopes that Ruby WEAPON won'’t suck that character into the sand.
Otherwise, you probably won't be able to defeat it.

Try equipping your chosen character with his/her ultimate weapon and a Ribbon. You
need the ultimate weapon to inflict heavy damage, plus the Ribbon will protect the char-
acter from the plethora of negative status effects that the WEAPON's claws cause. Also,
give that same character the Final Attack—Revive Materia combination and an HP
Plus and MP Plus Marteria if the character’s HP and MP aren’t naturally maxed out.
You'll need to waste a slot and give your character a Time Materia so you can perform
Haste on him/her at the beginning of the battle. Finally, you'll want to give your charac-
ter W-Summon and Knights of the Round, and possibly Bahamut
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ZERO—Quadra Magic combination. If you have any leftover slots, you can fill
them with Counter Attack Materia, which speeds up the battle.

Once Ruby VWEAPON buries its claws, hit them at full force—use YW-Summon and
either the Quadra Magic-Bahumat ZERO combination or Knights of the Round. Aim one
summon spell at the claws and the other at Ruby WEAPON'’S body. This typically
prompts Ruby WEAPON to retaliate with Ultima, which isn’t a problem if you're willing
to use an Elixir or an X-Potion to quickly heal your character. Once Ruby Weapon pulls
back its claws, you can cause a small amount of damage to its body. However, you'll also
have to deal with its constant attacks. Its favorite attack tends to be Comet 2, which can
take a 9999 HP character down to under 2000. At this point, the battle now becomes
one of stamina, Just let Ruby WEAPON attack, and then use an Elixir if your character
needs both HP and MP. or an X-Potion if your character’s MP is full.

Eventually, Ruby WEAPON will run out of skill points and won't be able to use Comet 2
anymore. At that point, you can begin attacking it with Knights of the Round when its
claws aren't in the ground.You also won’t have to worry about its Ultima counterattack.
Just remember to keep your HP and MP up at all times and have patience: This battle
will take close to 30 minutes to complete!

For winning the battle, you receive the Desert Rose. It may not seem like much at
first, but you can trade it in at Kalm for a cool prize. (Check the “Kalm Traveler” section
for more details.)

KALM TRAVELER

Check the top floor of the rightmost building in Kalm. Inside you'll find a man who's
completely content with the world. However, once Meteor is summoned and the
WEAPONs are attacking, the man will become discontented. At this time, he’ll begin
searching for three items: the Guide Book, Earth Harp, and Desert Rose. Bringing him
any one of these items will prompt him to reward the party.

The Guide Book is located in the Underwater Reactor, but it's not in a treasure chest.
To get it, you need to Morph a creature called the Ghost Ship to pick up the item.You
can usually find this creature in the tunnels along the ocean floor. Take the item back to
the traveler and he’'ll give you the Underwater Materia. This item eliminates the 20
minute timer in the fight against Emerald WEAPON.
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The Earth Harp and the Desert Rose are prizes for defea € two new weapons.
You'll receive the Earth Harp after defeating Emerald WEAPON, and you receive the
Desert Rose for defeating Ruby WEAPON. Take the Earth Harp back to the traveler
and he'll give you the Master Summon, Master Magic, and Master Command Materias. In

exchange for the Desert Rose, the traveler will give you a not-so-fast Gold Chocobo.

MASTER MATERIA

If you master all of the Materia in a single group, revisit Bugenhagen’s planetarium and
examine the Huge Materia that matches the category you've mastered. By doing so, you
will receive the Master Materia for that group. In effect, Master Materia equips you with
all—or almost all—of the spells, summons, commands, or effects from that group. For
example, the Master Summon Materia equips you with every summon spell and enables
you to use each of them an unlimited number of times, provided that you have the MP

to do so.

ALL LUcky 7’°S

Any character whose hit points are reduced to 7777 after an
attack receives the All Lucky 7’s effect. When this occurs, the
character goes into a mad rage and begins attacking the enemy
non-stop, landing a hit for 7777 points of damage each time.

NO'TE: It MAY BE
POSSIBLE TO KEEP
THIS EFFEGT I8
YOU CAN FIND A

To get this effect, you must first get your character’s HP over
7777.This means the All Lucky 7’s effect can only happen to
high-level characters or those equipped with several “HP Plus”
Materia.You'll also need a lot of luck, because an enemy’s attack
must knock down that character to exactly 7777 HP It can happen,
but it's not likely to occur when you'd like it to.Also, after any battle
where a character’s Hit Points are 7777, that character’s HP is
reduced to |.What does this mean, you ask? You can't carry over
the All Lucky 7’s effect to another battle!

WAY T EQUIP
‘\‘_()UR _(“.HAI:U\C:'mR
WETH MATERLA

THAT ALTERS THE: |

CHARACTER'S HP
LEVEL SO THNT
1178 EXACTLY
F777- 50.BAR, I
HAVEN'T FOUND
A WAY TO DOCIT,
BUT THAT
DOESN'T MEAN I'T

ISNT POSSIBLE,
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BATTLE ARENA

At the Battle Arena, one member of your party can participate in a series of battles to win
Battle Points that can be exchanged for valuable prizes. The cost is 10 GP (not Gil) and there’s

very little risk.

The basic premise is simple. The chosen fighter can fight up to eight random encounters of
increasing difficulty. Any damage or negative effects from a previous fight are carried over to the
next fight. After any win, the player may choose to continue or stop. If the player stops, he/she
receives any Battle Points collected up to that point, Should the player choose to go on, your
fighter is hit with a random effect, chosen via a one-reel slot machine.

NOTE: FIGHTERS
AREN"T ACTUALLY
| RILLED N THE
BATTLE ARENA.
EVEN I THEY'RE
DEFEATED, THEY
LEAVE THE ARENA
WITH EXACTLY THE
SAMIE AMOUNT OF
HP AND MP wrri
WHICH THEY
ENTERED.

Before giving it a try, equip some of the following Materia and equipment. Equip
a powerful weapon with plenty of Materia slots and choose armor that drains
or blocks magic effects (Tetra Elemental is particularly effective). The Ribbon is
the must-have accessory for the Battle Arena. It can stop any negative effects
monsters might try to lay on your fighter. it can even prevent some of the slot
machine effects like Poison, Frog, and Mini.

Equip Materia slots with the essentials, including Restore, Time, Barrier, and Counter.
Counter Attack and Counter come in handy, as do Deathblow and Mega All. These
enable you to inflict as much damage as possible with every attack. The more
Counter Attack Materia you equip, the more times your fighter can take advantage
of an enemy’s attack. Also, equip the Added Effect—Contain combination to your
weapon. This will Stone a lot of your enemies before the battle gets underway.

The Final Attack—Revive combination will save you if the enemy manages to overcome your
fighter. Also, drop any “All" Materia that aren't combined with an attack Materia. It won't do any
good to have a spell like Cure—All when there’s only one person in the battle.

The effect of the slots can make or break any battle. Most aren’t too serious, but a couple can
really hamper your progress. In some ways, the worst effects are the most beneficial because
they bump up your battle points. Here's a quick glimpse at all the effects and what they do.

All Materia Broken

All the Materia you have is disabled,
but your HP rises quickly.

Command Materia Broken

All Command (yellow) Materia is
disabled and all extra commands are

lost.

Independent Materia Broken

All Independent (purple) Materia is
disabled.

Support Materia Broken

All Support (blue) Materia is
disabled.




Summon Materia Broken

All Summon (red) Materia is
disabled.

Magic Materia Broken

All Magic (green) Materia is disabled.
Mini

Fighter is shrunk at the beginning of
the next battle.

Frog

Fighter is transformed into a frog at
the beginning of the next battle.
Poison

Fighter is poisoned at the beginning
of the next battle.

Speed

Fighter’s speed is reduced to half of
current speed.

Sword Broken

Fighter's sword is broken, base
strength is used to determine
damage done.

Armor Broken

Fighter’s armor is broken; base
defense is used to determine resis-
tance to attacks.

Accessory Broken

Fighter's accessory is broken and its
effect is lost.

item Command Sealed

Fighter can no longer use items
during battle.

HP

Fighter's maximum HP cut in half.
MP

Fighter's maximum MP cut in half.
HP & MP

Fighter’s maximum HP and MP cut
in half.

Zero MP

Fighter's current MP reduced to
zero.

10 Leveis Down

The fighter’s level is reduced by 10,
which causes a loss in statistics.

5 Levels Down

The fighter’s level is reduced by five,
which causes a loss in statistics.

Time x30 Damage

Fighter losses HP equal to the time
in the fighter’s time bar at the

end of the last battle times thirty;
doesn’t kill the fighter.

Cure

Fighter is fully cured at the beginning
of the next battle.

Lucky 7
Fighter receives no handicap.

The maximum amount of BP you can have at any one time is 64,000, which is enough to
exchange for the best item. Spend any points you collect before you leave the Battle Arena or
you'll lose them all.You can exchange your points for the following items: Remedy 100;
“Enemy Lure” Materia 250; Right Arm 500; “Pre-Emptive” Materia [000; Regan
Greens 2000; “Speed Plus’” Materia 4000; Stardust 8000; Championship Belt 16,000;
Omnislash 32,000; “W-Summon’’ Materia 64,000

After collecting 64,000 Battle Points, you're offered the chance to compete in the special battles.
However, you must have also purchased the Omnislash and the “VV-Summon” Materia. This is a
tougher fight, but there are different prizes to win.The prizes include: "'Final Attack™ Materia,
Gambler, Masamune Blade, Combat Diary, and Autograph
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CHOCOBO RACING

There are lots of great items to obtain at the Chocobo Races, Most of them are only avalilable
to those lucky enough to pick a winner in an S-class race. This class isn't available to just anyone;
you won't get the chance to try it until you've become a full-blown Chocobo jockey.

Picking a winner isn't easy.You must factor in each Chocobo's top speed, stamina, attitude, and the
skill of the jockey. Stamina seems to be the most important attribute, but a poor jockey can run even
the best Chocobo into the ground.You should wait until you actually participate in Chocobo races
before trying to get the really good items. Otherwise, you'll end up spending a lot of Gil that could
instead be used to breed your own championship-quality Chocobo.

SPEED ARENA

A game of fast reflexes—shoot the various moving targets to gain points. Collect 3000 or more
points for a prize. Do extremely well and you'll receive the Umbrella in disk I, or the Flayer in
disk 2. Keep the power of your laser up. Don't press the “shoot” button too long—it makes it
weak. Use short multiple blasts, or in gamer terms, just tap it really fast. Of course, you can use
a turbo controller to really crank up your score.

Targets range in value from 30 to 70 points. There is one very special targec that is worth 1000
points. The item is the large UFO near the end of the course, Just keep the crosshairs on the
UFO and keep the laser’s power up.You can pick up 200 points in the desert by shooting the
yellow boulder on top of the canyon wall.

Here are the targets and their approximate point value listed in the order of appearance:
Ghost 40; Cactus 30-50; Blue Plane 50-60; Jet Plane 50-60; Yellow Boulder 200; Yellow
Ship 60; Paddle Wheel /; Star 40; Icicle 40-50; Spiny Ball 70; Balloon 30: Big Balloon
70; Lil' UFO 60; Zeppelin Engine Unknown; Rocket 50; Lava Rock 70; Chopper 40-50; Big
UFO /000; Spotlight 200,

WONDER SQUARE

There are lots of games to play at Wonder Square. Some are versions of the mini-games you |
played while working your way through FF7, but most are totally unique.

Arm Wrestling Mega Sumo—Cost: 100 Gil; Difficulty Levels: 2

Arm wrestle one of two opponents to win a small amount of Gil. The Sumo Wrestler is easier
than the Wrestler, but both opponents are fairly easy to defeat. Quickly tap the [Enter] button
until you pin your opponent’s arm.You get | Gil for defeating the Sumo; 2 Gil for defeating the
Wrestler.
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Super Dunk—Cost: 200 Gil; Difficulty Levels: None

Hold the [Enter] button for less than a second to charge your shot, and then release.When
charged correctly, you'll score a basket and get to shoot again. If you miss, the game ends and
you receive | Gil for each basket scored.You get to continue shooting until you miss, so the
amount of Gil you receive depends upon your own abilities. If you score 10 in a row, you'll get
the opportunity to play Double Chance. If you make the shot, you'll double your GP, but if you
miss, your GP drops back down to | and your game ends.

Wonder Catcher—Cost: 100 Gil; Difficulty Levels: None

This is the simplest game at Wonder Square. Deposit 100 Gil and you’ll either receive a small
amount of GF, a Potion, or nothing. This is the biggest waste of Gil in the arcade.

3D Battler—Cost: 200 Gil; Difficulty Levels: Increasing

This fighting game plays a lot like “paper, rock, scissors.” You pick an attack and your opponent
picks an attack. If the attacks are the same, no one takes damage. If one player’s attack beats the
other’s attack, the losing player takes a hit. The first person to deliver |0 successful hits to his
opponent wins. The attacks are:

[Enter] = Upper body attack; Beats Low, Loses to Mid, Ties Upper
[Ins] = Mid portion attack; Beats High, Loses to Low, Ties Mid
[Del] = Lower portion attack; Beats Mid, Loses to High, Ties Low

Fortune Telling—Cost: 50 Gil; Difficulty Levels: N/A

Okay, this isn't really a game. But for 50 Gil, you get a small glimpse into the future. Don't play
this several times on the same visit, because your fortune won'’t change until you leave that sec-
tion of Wonder Square,

Mog House—Cost: 100 Gil; Difficulty Levels: N/A

To help Mog fly. you give him Kupo nuts. If you don’t feed him enough, he won't have the
strength to fly; if you feed him too many, he'll fall on his lictle Mog bottom. So how many is just
enough? Follow Mog's reactions. If he's still hungry, he'll make a little grumbling noise and rub his
tummy. If he's had enough, he'll squeak and jump into the air. Stop feeding him at this point and
he should fly without any trouble. To make it easier, feed him five the first time and three the
second time.

Bonus! After defeating Mog House, talk to the guy behind you. In appreciation of your fine
puzzle-solving skills, he gives you 30 GP. Not too shabby!

G Bike—Cost: 200 Gil; Difficulty Levels:N/A

You can access this game the first time you enter the Gold Saucer. Enemy bikers chase a little
blue truck.You must protect the truck by knocking down enemy bikers. There are two types of
Bikers: Red and Orange.The Orange Bikers are decent riders, but they tend to dive right in
without thinking. The Red Bikers pose a much larger threat. Instead of coming towards you, they
run from you.The real danger here is that the Red Bikers tend to draw you away from the
truck, which enables the other Bikers to cause some damage while your attention is diverted.
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Stay close to or behind the truck and hit the enemy bikers : ‘approach. If one gets past,
don't go after him unless he attacks the truck. If he backs off, don't chase him~—make him come
to you. It’s possible to push over enemy Bikers with your hog, but it’s much slower than using
your sword.You can also topple enemy Bikers using the “domino effect.” If you knock over a
Biker in front of another enemy, it causes them to collide. Bikes are worth 500 points each, but
each time the enemy hits the truck, you lose 25 points. If you do well you'll receive a small
amount of Gil, but if you do really well you'll receive a decent amount of Gil and an item.

Snowboarding Game—Cost: 200 Gil; Difficulty Levels: 3

There are three snowboarding courses Beginner, Expert, and Crazy. The P
challenge increases by adding additional obstacles, increasing the speed, FIND A YELLOW
and tightening the turns. Throughout the course, there are balloons (Red BALLON AT THE
balloons are worth one point, Blue are worth three, and Green are MEGILINING OF. THE:

COURSE AND
YOU'LL ENTER TIME
ATTACK MoODE. SET

THE RECORI), AND
THEN TRY 10 TOP

worth five).

You get technique points according to how well you perform. If you make it
through the course without hitting a wall, you receive a perfect score. Not all

things deduct points; for example, you can hit a Mog while it's on ics sled and YOUR SCORE A%
not lose points, but if you hit it after it's fallen off its sled, you lose one point. YOU RACE THE
Do well on a course and you'll pick up a lictle GP and an item. MOG GHOST.

Torpedo Attack—Cost: 200 Gil; Difficulty Levels: 5

This gamé isn't available until after you've stolen your own submarine and fought with a Shinra
submarine. Before the game begins, you're given five choices.You can either reenact the battle at
the underwater Mako Reactor or you can choose from four original levels. The levels get pro-
gressively harder by increasing either the amount of enemy subs or the ability and toughness of
the enemy commanders. The amount of GP you receive is the same regardless of the difficulty
level.

During a battle, you can shoot as many as four torpedoes at a time.Try to lock onto your target
and unload the whole group, which is normally enough to take out an enemy sub. On higher lev-
els, however, it takes a few more shots. Missiles have a relatively short range, so get close before
opening fire. If the enemy gets a lock on you, speed up and dive deep. This will normally shake
the torpedoes off your tail.

Mines are the small polygons on top of the square columns.You can pass through the columns
without taking damage, but don’t go too high. Be careful when you enter the sonar screen—
you don’t want to accidentally hit a nearby mine!

Use your sonar to help better prepare for what lies ahead and to help relocate the enemy sub-
marines. If you lose track of an enemy on the sonar, exit and reenter the sonar screen. It's faster
than waiting for the next sonar pulse. For winning a battle, you receive 20 GP and an item.




GP EXCHANGE

VWhen you have a decent amount of GP, you can exchange it for a prize with the girl near the
entrance to Wonder Square. Remember: The higher the cost, the better the item.

Potion | GP: Ether 20 GP: X-Potion 80 GP; Turbo Ether 100 GP; Gold Ticket 300
GP: Carob Nut 500 GP; Gil Plus Materia /1000 GP; EXP Plus Materia 2000 GP

GIL EXCHANGE

A man who can exchange Gil for GP at a rate of 100 to | will sometimes appear next to the
little house at the back of the Gold Saucer’s ropeway station. He's not always there, but if
you enter and exit the Gold Saucer several times, he should appear. It may take awhile so be
patient.
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| THE FINAL '
CONFRONTATION

|
|
!
l' = R At the start you'll notice a cave, which is your
!
|
|
|

RYERTS: ENEMIES: way back to the Highwind just in case you
Save Crystal Gargoyle
need to return
| Guard Source (x3) Dark Dragon ol
' Mind Source (x2) | Scissors i Yk &
Magic Source | Parasite 50, take note
Elixir Master Tonberry of the first
“HP Absorb” | chest, because
I Materia inside is a very
. Power Source (x2) important _ 1
Hero Drink item—the Save |[%* :
Megalixir Crystal. 3
CREATING A SAVE POINT: DEATH'S DOOR: NEARLY EVERY !
THERE ARE NO SAVE POINTS WITHIN THE & ':f‘r:'::;:“ﬁ Cmﬁ:g;":‘ﬂi“
CRATER, BUT THE SAVE Cl_w':;'rm. ABIL: i NTLY KIL < -
ENABLES YOU 1'Q CREATE A ; ACTERS WlTi-l EITHER A DEATH 5!'!,[,1_ OR
POINT ANYWHERE YOU 1 0<E, KEED TH1s A SINGLE DEADLY HIF T‘\K_l} LO’{‘S aF

WITH YOU UNTIL omruwmr NOTED.
CCREATING nw S VE POINT TQO FAR
OUT CAN BE VERY FRUSTRATING.

Ready to go! Follow the twisting path into the crater. At the cliffs, take the right path
down, and then climb back up the left. This enables you to collect the various items
located along the path in the most efficient manner.

k L rEm—— 207



When you first enter the next area, go to the
left and explore the cave.You'll need to return
to the top and take the right path to actually
access to the next area.

You meet up with the rest of the group here and
get the chance to split the entire party in two.
Eventually,
you'll want to

This is

TWO ENEMY SKILLS: Ind THi' TIRSTA S
PART OF THE CRATER YOU'LL EIND ‘wm ]
NEW ENEMY SKILIS. THE PARASITES
YOU'LL ENCOUNTER CAN CAST' .len.& k
DEATH. IT IS TMPERATIVE, HOWEVER, | %i
THAT YOU BE CAREFUL WHILE 'ramc 1'03
LEARN THIS ONE, BECAU _'?
GI—I;\RACTE.R.S"L!—_VELS ARE D TWLES.: DF 1

1 IO USE MM\I‘PQI.AT!K
E BRAGON TO CAST I'T ON i
'gj-u. WAY, ‘rolr CAN h
MAGIC BREATH AND LB

KR FROM THESE ENEMIES IF you
MISSED THEM BARLIER. © . “-,H

explore both sides, but for now you must pick a side.

a decent spot for the Save Point, but you may prefer
something closer to Sephiroth.

CLOUD CAN JoK

3 Q@;uc,aﬁqyuknnc

DON'T GO ALONE: BE GAREFUL WHICH, WAY. YOU SBN’D YﬂUR
CHARACTERS. ON’LY THOSB SENT-DOWN ﬂmw ATH W‘ﬂ‘H

Each character will deliver an item to Cloud once he reaches the base of the crater.
However, any characters sent down the same path as Cloud won't pick up an item,
because the game leaves them there for Cloud to find.The following is a list of the
items each character will collect when sent down a path other than the one Cloud

decides to travel.

"I

CHARACTER RiGHT PatH Lert/UpP PaTH Lert/DowN PATH
Barret Guard Source Vaccine Remedy

Tifa Mythril Hero Drink Turbo Ether
Red XIII Mind Source “Shield” Speed Source

atomdih

et et |



R RIGHT PATH LEFT/UP PATH Wm

Megalixir “Counter” Vaccine
{ Elixir Remedy X-Potion
Vincent Megalixir Magic Source “Mega All”
Cid Speed Source Imperial Guard Elixir
NOTE:

I¥ You. SExND Ci.uup DOWN THE RIGHT PATH, ANY CHARACTERS
SENT TO rur’?ﬂ;gwﬁu_u: m&m TWITH EITHIER THE ITEM PROM
S, T Ln-'r/UP-oR‘“fn—: /DOWN PATHS.

'THE RIGHT PATH

P p - The right path is fairly easy. There are a lot of
I | ITEMS: ‘ ENEMIES items to find and you avoid the Master
' | Mystile | Malboro Tonberry enemies. It’s also the place to collect
| Elixir Death Dealer the final three Enemy Skills. Each enemy on
Speed Source | Dragon Zombie the right path has an Enemy Skill, so it’s also a
| | Tetra Elemental Parasite good place to catch up if you've missed a few
' || Megalixir (x2) Pollensalta on your way through the game.
Luck Source . |
| Az | ~ If you missed Shadow Flare during the battle

with Ultimate WEAPON earlier in the game,
m you'll be happy to know that the Dragon Zombies are
§ packing this powerful attack along with the new Pandora’s
| Box skill. Both skills are fairly easy to get.

i If you can find a Pollensalta, you can force her to teach you
{ the Angel Whisper skill. This powerful healing ability

| restores a character to full health and can even revive fallen
comrades.You MUST use
Manipulate to get
Pollensalta to cast Angel
Whisper.

The most frustrating task is learning Death Roulette
from a Death Dealer.This skill randomly hits a char-
acter (even bad guys) with death. Therefore, it can take
a long, long time to get Death Roulette to hit a charac-
ter equipped with the “Enemy Skill”’ Materia.The




easiest thing to do is send Cloud down the right |
path by himself, making sure to equip him with
the Final Attack-Revive combination.
Although this improves the odds, it can make
the fights tougher.You can also just kill off the
two allies not equipped with an “Enemy Skill”
Materia as soon as the battle begins. Just
remember, the character hit with Death
Roulette must be revived before the end of the
battle or he/she won't learn the skill.

The other skills you can find here are Magic
Breath, Level 5 Death (Parasite) and Bad Breath
(Malboro). Find them if you need them.

THE LEFT PATH

- —— The left path actually consists of two paths.
iTEMS: I E::‘E:;E_ls The “Up” path takes you through some very
Turbo Ether (x2) I Master Tonberry natural-looking terrain; the “Down” path is a
Speed Source | Allemange series of rocky ledges. Each path has great

[ “Mega-All" | Christopher items, so make sure you explore them both.

| Materia | Gighee

| X-Potion (x2) | Magic Pot

| Vaccine Armored Golem

| Remedy Movers '

| Elixir :

| Remedy

| Magic Source

| Vaccine

[ “Shield” Materia ==
|rnperia[ Guard NOTE: Ir vou $END CLOUD DOWN ‘MHE LEFT PATH WITH A

.\ Hero Medicine CHARACTER(S) THAT ASACT [N THE MAIN PARTY, YQU'LL GET THE

| “Counter” CHANCE TO SEND m.&ma(s} DOWN EITHER TIE “*Up”

| = o, “DowWN HOWHEN YOU REACH THE'SPLIT.

Materia SRS
“W-Magic"
Materia




EFT/UP PATH |

= This is the more challenging path of the two.There are a couple of
. ENEMIES: nasty enemies here, but you’'ll also find some valuable Materia.

i g:;';:se?Pher The two toughest enemies are the Master Tonberries and the
Master Tonberry Magic Pots. Master Tonberry can kill a party member instantly by

! Magic Pot counter attacking with the Everyone’s Grudge attack and can kill in
one hit with its Knife attack. If you can kill Master Tonberry before it

- reaches the party, you can avoid the Knife attack, but always be ready
to recover any fallen characters. If you're feeling brave, you can

Morph Master Tonberry into a Ribbon, quite possibly the best accessory in the game.

; Allemange

—

You'll notice that Magic Pots demand the party give them an Elixir. Until you do so,
they're basically invincible, which leaves you with a decision to make. It’s easy enough to
run from them, however, you risk losing items because Magic Pots like to steal. If you
can afford to throw away an Elixir or two, Magic Pots lose their invulnerability as soon
as they get what they want.

In the second part of the path, you can go underwater
next to the ““Shield’”” Materia or next to the exit.
This leads the party to the lone chest that until this
point has seemed inaccessible.

There are two well-hidden Materia crystals in the third
part of this path.The “W-Magic” Materia is located
under the leaves near the top, and the “Counter”
Materia is sitting inside the glowing area.

LEFT/DOowN PATH

P This path is super easy except for
| ENEMIES: the Master Tonberry

‘ Allemange enemies roaming around. There are a
| Armored Golem lot of easy-to-find items and you can
! King Behemoth pick up the 2222 Enemy Skill from a

Master Tonberry King Behemoth.

To get the “Mega-All”’ Materia
near the bottom of the rocky path, press [Enter] just
as Cloud lands on the step next to it. If not, he jumps
right past it.




HE

FINAL HOUR

When you reach the bottom of North Cave, talk to everyone on your

ENEMIES:
L Allemange

team. They'll all hand over items they've located on their way to the
bottom. This is also a great place to put the Save Crystal. If you have
trouble with the final fights, you won't have to trek all the way back

down to this point. Oh, it’s also the last place you can use the Save

Crystal...

Imagine that! When you're ready, head down the center path,

As you progress toward the center of
the planet, you're forced to fight sev-
eral battles against lron Men and
Dragon Zombies. Both of these ene-
mies could pass as Bosses in their
own right, so take the necessary pre-
cautions.

12
w
e

Wi

encer of the Planet?”

—

CREADY.

HOLD ON! BEFORE YOU GO, YOU SHOLULD EXPLORE THE TWO
PATHS THAT YOU DIDN'T TAKE. AT THIS POINT, YOU SHOULD
ALSO HAVE EVERY. SPELL MATERIA, SO You: CAN GET THE SPELL
MASTER MATERIA, AE YD]J'RB NTSRH. TED. THERB’S WO TURNING
BACK ONCE vou ‘ENTER THE: EINM AREA, SO MAKE SURE YOU'RE

Boss FIGHT:
JENOVA-'SYNTHESIS

When you reach the core, you'll

you enter this fight with Slash-All

| (having Mega-All equipped works the
2| same) or attacks that can damage all
three parts at one time. Doing so

enables you to knock out the weaker arms quickly.
When the arms fall, focus on the torso. Begin the fight

enter battle against Jenova-SYNTHE-|Jenova-
F 3 SYNTHESIS
SIS. This Boss is one part torso and
two parts arms. It's important that .
Arca—Crater

MorrH

STEAL ATTACKS

N/A N/A MMALCIENTOIMY
LVL Uskaewn S Mot
—— ®  Nomm
HE Unkaows 1 Norm
MP Utkiows s Nom
sy X __Nomn
EXP Unkronn G Nom

& Gl Ukroan  _=__Noma
T @ _Nom
AP Unimmwn ~§F Nomm

ED T

o [ 50 [ ubw | O [T [ B |

1 O EN B L0 ED

by setting up the usual defense of Wall/Big Guard, Regen, and Haste. This makes it
easy to keep up your HP plus it provides solid protection from Jenova’s attacks. VWatch
out for Jenova’s final countdown.After a count of five, it attacks the party with Ultima,

causing lots of damage.
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Depending upon how your fight against Jenova fared, you'll 'g’e prompted to split your
party into one, two, or three groups. One group is the easiest configuration and three is
the most challenging. No matter how many groups you make, the first group will face
Sephiroth in the final battle. However, the second and/or third group must still be well
equipped. The game ends if you lose any of the three groups during the fight against
Bizarro-Sephiroth.

Boss FIGHT:
BI1ZARRO~SEPHIROTH

The basic idea behind this Bizarro- MorrH  STEAL ATIACKS
4 Boss fight is fairly simple. Sephiroth  NA  NA 0 e
W

There are five parts to e T
Bizarro-Sephiroth: the Head, |Area—Craz: P Unkoown
Torso, Core, Left Magic, and '
Right Magic. The Head, Left
Magic and Right Magic are all
easily destroyed, but Sephiroth
can quickly regenerate them.
The torso is tougher and is healed each turn by the core.This
is what keeps Bizarro-Sephiroth going. If the torso goes, the whole creature dies. The
core is incredibly strong and cannot be damaged until its defenses are removed. Once
the Core is destroyed, the torso is easily conquered.

Horm
Horm
Morm
Norm
Norm
Norm
Norm
Norm
Norm

Mk~ 8 e

Lelulol

Because Bizarro-Sephiroth attacks with several types of magic, make sure that you keep
up Wall and use a generous amount of Cure spells. The team can also get hit with some
pretty nasty status effects, so equip your characters with any items that protect against
negative statuses. Sephiroth’s strongest attack is the Fallen Angel,
which reduces each of the affected party member’s life to one

TIPs For A QUICK|  poine This is easily countered with Regen and Cure 3, but can be

WIN, USE KNIGHTS -
R R deadly to a poorly equipped team.The core can also blast the team

TO HIT ALL THE with a powerful attack that not only inflicts a solid amount of dam-
JEROF age, but causes several negative status effects including Confusion,
Poison, and Slow.

SEPHIROTH'S
BODY FOR 70,000
BOINTS OF
DAMAGE.




In the single team fight, you'll want to éoﬁcentraté on Séphii‘dﬁs\'ﬂeﬁ' and Riéht Magics.
Once these are destroyed, the Core'’s defense drops. Destroy the Core, and then attack
the Torso section to finish off Bizarro-Sephiroth.

When using two teams, have the first team eliminate the Left Magic and the Head, then
switch to the right team when given the chance.VWhen the right team destroys the
Right Magic and Head (it may be necessary to destroy the Left Magic as well), the
Core’s right defense drops. Have the right team destroy the right side of the core, and
then switch back to the left team, The Core’s left defense should now be down. Attack
the left core until it is destroyed, and then focus your attention on the Torso.

In a three-team situation, you'll begin the fight

in front of Bizarro-Sephiroth. Switch to the left NOTE: EACH TIME YOU SWITGH TO A
5 *. - T s WYY sf

team as soon as the middle team destroys a R St R R
7 3 i £ FOUGHE. THEY CAN USE THE MAXIMUM
piece of Sephiroth. Follow the instructions for a LIMIT OF ANY SUMMONS OR ALL SPELLS
two-team battle until you've destroyed both THEY RE EQUIPFED WirH, EVEN IF THEY

ALREADY USED THE MAXIMUM AMOUNT

sides of the Core. Immediately switch back to RO
EARLIER [N'THE BAT TLE.

the middle team and have them finish off
Sephiroth by taking out the Core and then the
Torso.

Only one fight left... are you ready? I'll leave this one up to you. Just use everything
you've learned up to this point and you should be fine. The final battle can be difficult,
but it’s cake compared to the Emerald and Ruby WEAPON:s. If you have a lot of trouble
and just can't seem to get past the last battle, visit the BradyGAMES web site
(www.bradygames.com) and drop us a line. I'll be more than happy to send you strategy
for defeating the final Boss. Good luck!

-



ITEMS

Power Source

Raises [Strength]

frem NAME EFFECT Item NAME EFFECT
Potion Restores HP by 100 War Gong Uses “Berserk” on all
opponents
Hi-Potion Restores HP by 500 .
: Loco Weed Uses “Confu” on all
~ X-Potion Fully restores HP OPRONEDLS
URther Restores MP by 100 Fire Fang Uses “Fire2" on all
opponents
00 Ehen e pe L P Fire Veil Uses “Fire3” on all
C opponents
Elixir Fully restores HP/MP
? Antarctic Wind Uses “Ice2” on all
Megalixir Fully restores all members® opponents
HP/MP
Ice Crystal Uses “Ice3™ on all
Phoenix Down Restores life opponents
Tent Restores team'’s max HP/MP; Bolt Plume Uses “Bolt2" on all
use at Save Point opponents
Luck Source Raises [Luck] Swift Bolt Uses “Bolt3" on all
opponents
Speed Source Raises [Dexterity]
Earth Drum Uses “Quake2” on all
Mind Source Raises [Spirit] opponents
Magic Source Raises [Magic Power] Deadly Waste Uses “Bio2" on all
opponents
Guard Source Raises [Vitality]
M-Tentacles Uses “Bio3" on all

opponents

Grenade Explosive damage against stgust ::J;;songr?tl;‘ SEgieon Al
one opponent
Shrapnel Explosive damage against all Mol ouch e opelhononeally
opponents
Ink Uses “Darkness™ on all
Right Arm Explosive damage against all SrpAnSa
opponents ;
Vampire Fang Drains HP from one
Dream Powder Uses “Sleepel™ on all Spponen
opponents
Ghost Hand Drains MP from one opponent
Mute Mask Uses “Silence™ on all
opponents Dragon Scales Causes water damage on all

opponents




ITem Name EFFECT ITEM NAME 2
Impaler Changes one opponent to Remedy Cures abnormal status
a frog
Echo Screen Cures [Silence]
Shrivel Uses “Mini” on one
SRBAlCO: Cornucopia Cures [Small]
Molotov Causes fire damage on one Maiden’s Kiss Cures [Frog]
opponent
S-mine Explosive damage against S il
one opponént 3 ;
Antidote Cures [Poison]

8-Inch Cannon

Explosive damage against
one opponent

Sylkis Greens

Food for a Chocobo

Graviball Uses “Demi” against one Reagan Greens  Food for a Chocobo
opponent
Mimett Greens Food for a Chocobo
T/S Bomb Uses “Demi2” against one
opponent Curiel Greens Food for a Chocobo
Dazers Paralyzes one opponent Pahsana Greens  Food for a Chocobo
Dragon Fang Lightning damage against all Krakka Greens Food for a Chocobo
opponents
: Zeio Nut For breeding Chocobos
Spider Web Slows all opponents
_ Carob Nut For breeding Chocobos
Bird Wing Causes wind damage to all
OPRONGER Porov Nut For breeding Chocobos
Light Barrier gﬁf;i [Barrier] around all Pram Nut For breeding Chocobos
Hyper Cures [Sadness] Lasan Nut For breeding Chocobos
Saraha Nut For breeding Chocobos

Tranquilizer

Cures [Fury]

Vaccine Protects against
transformations

Eye Drop Cures [Darkness]

Hero Drink Raises a character's ability
once during battle

Speed Drink Casts [Haste] on one ally

Smoke Bomb

Enables characters to escape
from opponents during battle

Luchile Nut

For breeding Chocobos

Pepio Nut

For breeding Chocobos

Tissue

Has no use

1/35 Soldier

Has no use. Shinra armored
“attack” soldiers; 12 in the set

Save Crystal

Creates Save Point, Use inside
Northern Cave

Super Sweeper

Has no use. A new machine to
protect the reactor



Y ITEMS

Irem NaME LocATiON IveM NAME LocATioN
Wall Market Keycard 62 Shinra HQ Level 61
Keycard 65 Shinra HQ Level 62
on Dress Wall Market
Keycard 66 Shinra HQ Level 65
n Dress Wall Market
Keycard 68 Shinra HQ Level 68
Wall Market
Midgar Parts Shinra HQ Level 65
Wall Market
J PHS Ka]m
‘Blonde Wig Wall Market
Basement Key Shinra Mansion
Wall Market
3 Keystone Dio's Showroom in Gold
Disinfectant Wall Market Saucer
Wall Market Black Materia Temple of the Ancients
Wall Market Glacier Map Icicle Inn
[
~ Cologne Wall Market Snowboard Icicle Inn
| Flower Cologne  Wall Market Mythril Sleeping man in Eastern
4 Continent Cave
- Sexy Cologne Wall Market
b Leviathan Scales  Underwater Reactor
| Grass Tiara Wall Market
F Huge Materia North Corel (after stopping
Ruby Tiara Wall Market Coal Train)
Diamond Tiara  Wall Market Huge Materia Fort Condor
Mamber's Card wall Market Huge Materia Shinra No. 26 (Cid's Rocket)

Keycard 60

Shinra HQ Level 59

Huge Materia

Sunken Shinra Sub

Key to Ancients

Beneath Northern Continent




~ Cloud Strife

N N Wy

Buster Sword |
|

| Cost  NIA |
| Atk 18
| A% 9

Mg Xt ~ Lacation

Starting Eguigenent
Materia Slots
=]

Hardedge
!" Cost 1500
| Atk 32
| A% 98
| mg X1

Materia Slots

Location

Seee! from SOLINER: ¢

Giongngs

Mythril Saber

Cost 1000

Atk 23
A% 98
Mg X1

Materia Slots

4 ‘ )
Location
fiaztemy Torwn

Force Stealer

| Cost 2200
Atk 36
A% 100
Mg X2 Location

Materia Slols

Jvnan, Nerrh Care!

Butterfly Edge
,] Cost 2300

| Atk 39
A% 100
Mg X1 Location
oo Canyon
Materia Slots

Rune Blade

Cost 3800
Atk 40
A% 108

Mg X2

Materia Slots

Location
detr, b, fiznocs

®®® |s=@@@ ] EERee®
Yoshiyuki Murasame Nail Bat
Cost NA Cost 6500 | Cost 2800
Atk 56 Atk 51 Atk 70
A% 100 A% 100 A% 100
Mg xi Location Mg Xt Mg X1
= Rencher Towen Fernpiv of te Arcinti
Mareria Slots Materia Slots Materia Slots Junga
Note: Sword (s 1sed wher e e—
|s ® | Bl dadgiad TS ® | None
Organics Enhance Sword Crystal Sword
Cost 12,000 Cost 12,000 Cost 18,000
Atk 62 Atk 43 Atk 76
A% 103 A% 107 A% 105
Mg X1 Location Mg X1 Location Mg X1 Location
feicke i Gava’s CHE funge Aficioad
Materia Slots Materia Slots Materia Slots

|ww&sm |




Heaven’s Cloud

Cost 93
Atk 100
A% &

Mg 1

Materia Sioui
]t XXy __J

Location

Craahod Gelnide

Apocalypse

Cost 88

Atk 110

A% 3

mg 3
Materia Slots

LA R

Location

Ancirt Fones?

Ragnarok

Cost 97

Atk 105

A% 6

Materia Slots

5% T A, T

Location
Aler Defeniims
Mot Clod

Ultima Weapon

R

Cost 100
Atk 110
A% 8
l Mg 0 Location
e S IE After Ocfesting
Maceria Slots Lanmte WEASON
| R = R e l |
’
. -
Aeris Gainsborough
1
Guard Stick Striking Staff Mythril Rod |
| | Cost NA ’ Cost 1300 Cost 370
Atk 12 Ath 32 Ath 16
[A% 99 A% 100 { A% 100
Mg 1 Location Mg 1 Location mg 1 Location
Seariing Squipment Steal frim Eligor Wl Marker
Materia Slots Materia Slots Conguga. feran Materia Slots
& =
Full Metal Staff Wizard Staff Fairy Tale
I Cost BOD Cost 1800 Cost 2500
Atk 22 Atk 28 Atk 37
A% 100 A% 100 A% 103
(Mg 1 Location Mg x2 Location Mg I Location
Halm Town fedr, Corgl furon finngange. Junan
Materia Slots Materia Slots Materia Slots



8 Prism Staff Wizer Staff -T Aurora Rod
| | [cost 2600 | Cost 3200 Cost  5B00
| | Atk 40 Atk 51
ﬂ% 105 A% 10
mg 1 Location Location Mg 1
Coarnd Gy G Cave. sty
Materia Slots Materia Slots
veses
Princess Guard Umbrella
Cost NA Cost
Atk 52 Atk 58
A% 111 la% 18
Mg X1 Location Mg I.ocatmn
Tl of i Ancrenes N
Materia Slots Materia Slots
® &8 o0 @8 Nowe: K e
Broiiciy

Leather Glove Metal Knuckle Mythril Claw
Cost MN/A Cost 320 Cost 750
Atk 13 Atk 18 Atk 24
A% 99 A% 102 A% 106
mg  xi Location Mg Xl Location Mg xl
Seerving Eqeprment Wl Mokt el Tawn
Mareria Slots Materia Slots Materia Slots
8 =) (. ®
Grand Glove Motor Drive Tiger Fang
Cost 1200 Cost N/A F ' Cost 2500
Atk 31 Atk 27 ‘ Atk 38
A% 110 A% 106 A% 110
Mg xi Location Mg x2 Location Mg X1 Location
Sdyrbll G, e — st D Sal Cosma Caryon
Materia Slots Virdauge. Gongagy, Materia Slots Materia Slots
Fes ]

=S @@ |
PR




-~

Platinum Fist

Atk
A%

30

Cost 2700 '

Mg

Materia Slots
RS @®

Location

Nibeltheim, fenee

Diamond Knuckle

5800

51

Materia Slots
E= =y

Location
Whin

Work Glove

2200

Cost

Ath &8

A% 114

Mg x0
__Materia Slots
None

Location

Jemple of

Dragon Claw

Cost 10,000
Atk 62
A% 114
Mg x1

Materia Slots

|[esevns |

Location

ke inn

Kaiser Knuckle

Cost 15,000
Atk 44
A% 110
Mg |

Location

Whirbivind Mase, fisan

_Materia Slots
ERERES@ Dl

Crystal Glove

Cost 16,000

Atk 75

A% 115

Mg x1 |

Materla Slots

Crrmm

Location

Midany

God's Hand

Cost NI/A

Atk 86

A% 255
(Mg

Materia Slots

Premium Heart

Cost

Atk 99
A% 112
Mg

Materia Slots

Location

Wil Marke

Powersoul

Cost 4200 ]

Atk 28
A% 106
Mg *2

Marteria Slots

Location

o Nl fanom

CILTN [ees |
Gatling Gun Assault Gun Atomic Scissors
Cost MN/A Cost 350 Cost 1400

Atk 14 Atk 17 Atk 32

A% 97 J A% 98 A% 99

Mg xi Location Mg x Location Mg xl

Siarting Eqnpment didfeating Guerd g
Materia Slots Materia Slots SOnRON in Sectar ¥ Materia Slots

®

Note: Lovy Range

|

Note: Long Range

[seee |




Cannon Ball

I Cost 950 .

Atk 23

A% 98

Mg x1

Materia ‘_5‘!915

Location

el Tonen

s e

| | cost 2000

Atk 30
A% 100
Mg x2
Materia Slots

W Machine Gun

Heavy Vulcan

Cost 2700

|| Atk 39

_J\% 100

Mg xI

Materia Slots

Location
Cstroo Janpen

=

Note; Long Range

_ Materia Slots

e | ®®® L [emes Wore Zivy SIS
Enemy Launcher Drill Arm Chainsaw

Cost 3300 Cost 2000 Cost 6300

Atk 35 Atk 37 | Atk 52

A% 100 A% 97 A% 100

Mg xt Location mg  x2 Location Mg x1 Location

Miboieim Mansion, funen Socke! Fown, fimdiy e
Materia Slots Materia Slots

Materia Slots
None

Materia Slots
|mm & ® |

Note: Long fange

TRy | =8B ®
|
Rocket Punch Microlaser AM Cannon
Cost 3200 Cost 12,000 | ‘Cost 18,000
Atk 62 Atk 63 Atk 77
A% 110 A% 101 A% 105
Mg x0 mg  xl Location Mg x1 Location
Mele in Midesi

Materia Slots

Cor

Nore; Lang Range

Solid Bazooka

Cost

16,000
Atk 61
A% 100
Mg x

Materia Slots

Location
Casza Del Sal

Max Ray
Cost

Atk 97
A% 98
Mg

Materia Slots
‘ = Ew e ,

Location

Sector & Underincnd

Note: Lemy Ainge

Missing Score
Cost

Atk 98
A% 108

Mg

Materia Slots

Location
Mo Gennon

Nare: Loy Bange

Ll o

-




 {.point Shuriken

Wind Slash

Cost NIA A% 101 Cost 2000
Atk 23 mg al Location Atk 30
Soval freen Sorrztia,
A% 100 Materia Slois Ciongaga. fumter A% 105
Mg X1 Location s e Toehi Loy e Mg x2 Location
Starting Bquip Shinm Bogt, funcn
Materia Slots Materia Slots
Note: Long Ririge Twin Viper _'I..;‘_'_': Note: |ony Riaxge
| Cost 3200
Pinwheel Atk 58 Razor Ring
A% 108
Cost 2600 Cost 6000 1
Mg x2 Location
Atk 37 Mibefeim Minesr, fmon Atk 49 ‘J
Materia Slots
A% 104 : ’l W‘-‘—___' Note: Long Rarge | A% 105 il
Mg x1 Location Mg X1 Location |
Cosr Carpon Wiz 1
Materia Slots Materia Slots
Py Note: Loeg Range Crystal Cross Note: Lorzy Rarze
Cost 18,000
Atk 74
Hawkeye an 0 Conformer |
Cost 12,000 Mg Xl Location - Cost |
Micdeel
Atk 61 Materia Slots Atk 9 |
a% 107 KSR ion Aewe A% 2
Mg X1 Location Mg x0 Location [
fieiels tnn ; Crshied GeMihg |
Materia Slots Magic Shuriken Materia Slots |
[mases | | -hone Song e e &8 e 1
Cost 14,000 |
Atk 64
Oritsuru A% 15 Spiral Shuriken
M x1
Cost L L'm.'-:‘?\dg ?\GS’.C,:.‘JM i Cost 14,000
Materia Slots Jusicer
e e (ML 15
A% 116 A% 110
mg Xl Location Mg Xl Location
Da-shas Coste oi Soi
Materia Slots Super Ball Materia Slots
Note: Lomg Fan
® 006w e Cost 3000 ) e Lomg Revge
Atk 68 ).1
A% 120 )
Mg x0 Location
Fore Condar diatiie #4,
Materia Slots Junan

Note: Loy Sange




Diamond Pin

Cosmo Camyan
Materia Slots

i R R S P T e
Red XIII ™ Magic Comb
Cost 2000
Mythril Clip Atk 37
Cost 800 [ | A% 100
Atk 24 Mg x2 Location
i b Fort Comdor (Batrls #1)
A% 100 Materia Slots Juron
®
Mg xi Location b
Starting Equipment
Materia Slots
&5 @ Seraph Comb
Cost
Silver Barrette Atk o8
A% 1o
Cost 2500
Mg xl Location
Atk 40 Casmp Sanpon
—— Materia Slots
A% 10 2080
mg  x! Location

Cost 1300

Atk 33

A% 102

Mg x1
Materia Slots

Location
Seeal fromm Bagaadans,
Gongaga. ot

Plus Barrette

- &%
Hairpin
Cost 6000
Atk 57
A% 120
Mg 30 Location
W, funon

Materia Slots

Note: Long Range

Gold Barrette

Cost 3500
Atk 39

| A% 104
Mg x2

Materia Slots

B8 8®

o Wbt Jumon

None
Crystal Comb
Cost 17,000
Atk 76
A% 108
Mg At Location
Midoed

Materia Slots

[Foeoee

Location
fcicle b

Cost 6000
Atk 50 .
ASH 104 Adaman Clip
Mg X! Location Cost 11,000
Materia Slots oy Atk 60
A% 106
Mg x1
Spring Gun Clip Materia Slots
Cost &7
Atk 100
AR R Centclip
= : A]rfgf;l;::; Cost 14,000
Materia Slots A [
e e A% 108
Mg x1

Limited Moon

Cost
Atk 93
A% 114
wg

Materia Slots

CIrCs

Location
Coamo Canyen

Materia Slots

LRCR R R R R

Location
Costd Dol Sol

r




1“83“ == |

e e
Vincen sniper CR
I Cost 3300
| Atk 42
A% 255
Peacemaker Mg xl Location
M Mibel, Rirdn
Cost 3500 Materia Slols
[ ] Note: Long Range
Atk 38
A% 1a
Location Mg x2 Silver Rifle
Srrring Equipmend i’
Jriton Materia Slots Cost 3000 /
Note: Loy Rarge Noge: Loy Rdnge
0. Atk 62 ¥
A% 120
Mg X0 Location
Shortbarrel Tl of the Anciensy,
Materia Slots 3
Cost 6400 | None Note: Loug ieoge
Atk 51
"
A% 118 >
Outsider
Location Mg i Locartion
ekt Town VA Cost
Materia Slots Materia Slots
e Note: Long Rizngx Tewaw @ Note; Lorg Runge Ath 80
| A% 120
mg xl Location
= H Crashad Geliihe
Lariat Winchester Materia Slots
Nete: L Ramer
12,000 Cost 18,000 E@E@EEEe e d
64 Ath 73
120 A% 120 1 : Long Barrel R
x1 Location Mg ! Location
feicle inn Aol Cost 13,000
Materia Slots Materia Slots Atk 66
iy~ noE it
A% 255
Mg xi Location
. Loara ol Sal
Supershot ST Buntline Materia Stots
e e e . Moge: £oog aage
Cost Cost 6800
Atk 97 Atk 48 el
at na
A% 120 A% 124 ty
Mg 0 Location Mg x2 Location Cost
Angiers Forest T Hong Willage, fiumon
Materia Slots Materia Slots Atk 99
mg Location
Lazvecia’s Cane
Materia Slots

Note: Long Raaw

CL ) P—




White M-Phone

Location

Gomgsg, Jfunon

s ..o

Location

tabeibeim Manston funon

Trumpet Shell

Cost 3000
Ath 68
A% 118
Mg x0

Materia Slots
None

Location
Temple af the Anclenis
Juran

Cost 2300
Yellow M-Phone Atk 38
Cost 500 s A% 102
Atk 36 Mg 2
A% 100 ’ Materia Slots
Mg xi Location .o
Starfitg EQuIpDMEns,
Materia Slots Jfimon
=85 ® Silver M-Phone
| Cost 3300
| Black M-Phone = ~ Atk 28
e e A% 106
| Cost 2800
08| Mg i
Atk 31
— Materia Slots
A% ; [¢sssecce
Mg X2 Location
Gi Cave, funon
Materia Slots
YY) Red M-Phone

Green M-Phone

Cost 2400

Atk 41

A 100 :

Mg xI f Location
..... ] Losme 1"-_-n}\)\';

Materia Slots

.

Blue M-Phone

Cost 5500

Atk 43

A% 100

Mg ! | Location

g e = e TR War

| Cost 11,000
Atk 60
A% 100 Crystal M-Phone
Mg X Cost 18,000
Mareria Slots _Atk 74
A% 100
Mg il Location

Gold M-Phone

| Cost

15,000
Atk 58
A% 103
Mg xt

Materia Slots

[reveses |

Location

Ciara Gl 5ol

Battle Trumpet

Cost 1

Atk 95

A% 95

Mg xl
Materia Slots

Location
Undlerwater Roactor

| | Vg

HP Shout

Cost

Atk 95
| A% 110
£

Materia Slots
|G@ B8 o &9

Location

Shirtra Forwner

Widesi
Materia Slots
g '

Starlight Phone
Cost
Atk 88
A% 102 3
Mg 8 Location

Sece § Underground

p———




Slash Lance Trident
| Cost 6500 Cost 7500
Atk 44 Atk 56 Atk 60
A% 97 A% 98 A% 105
l:n‘ X1 Mg xt Mg xt
- Materia Slots Materia Slots Materia Slois
 Viper Halberd Mast Ax Javelin
| Cost 7000 Cost 13,000 Cost
Mk 58 Atk 64 Atk 62
A% 102 A% 99 A% 104
! u‘ x2 u‘ x1 u‘ x2
~ Materia Slots Materia Slots Materia Slots
!“ﬂ. [ ] ,
Scimitar Dragoon Lance
Cost Cost 6200
Atk 78 Atk 86 Atk 66
A% 100 A% 102 A% 100 .
Mg x1 Mg x3 Mg =1 Location
Exirchag, funvi
~ Materia Slots Materia Slots Matéria Slots
e
._-‘d
—
Venus Gospel Flayer
Cost Cost
Atk 97 Atk 100
A% 103 A% 100
Mg Mg xt Location
vl Squane
Materia Slots Materia Slots




R o T

Sya

Bronze Bangle Iron Bangle
I Cost  NIA b [Cosc.__itonamsn]
| D [ D 10
| & B T
| MD 0 MD z
M% o M% 0
| Location | MG X0 Location MG X1 Location MG X1
i Fririaliy Equippad Sevter 7 After defoating Air Basier
Materia Slots Materia Slots Materia Slots
g TNIA ® *®
! Mythril Armlet Carbon Bangle Four Slots
e [Cost__ 350 E: [ Cost____ 1300 J
€ D 18 D 27 D 12 '
) D% 3 0% 3 D% 0
Mo 6 Mo 8 MD 10 ]
M% 0 M% o M% 0 S|
Lacation MG X1 Location MG X1 K Location MG X1
W fdarie! Stea! from tdorh Slashey Ehirra Tower, Cosne del
Materia Slots Cosia del 5o, Newth Carel Materia Slots Sal Materia Slots

=] | cevorasa
— —= e s ——=
Shinra Beta : Platinum Bangle Silver Armlet
e . |
= Cost A ] - Cost 1800 — Cast 1300 A
D 30 o u D 20 ~ D 34 i
D% 0 - ide) D% 0 °_2 D% A i
MD [ : MD 12 WD 14
| M% 0 iy M% 0 : M% @
Location MG ET] i Location MG Xz h A Location MG X1 3§
| Sreal from Marioe an Caari del Sob. Seal from e After defeating Dyme.
! Shinrg baat Materia Slots Dench Slaw Materia Slots :::.'! Copmo Canysn Materia Slots
| B CIn
L- 3 . s ——— __——-%7. G = = = e -
] W
Gold Armlet : Edincoat " Diamond Bangle
R [Cost 2000 v Cosc  Baon Cost 3200
f"— - D 16 \ D 50 s 0 57
e 3 b%__ 4 A D% 0 b% 6
MD 2 I MD 33 MD 37 i
(Mm% 0 I M% D M% 0
Location r'\.'5(; X1 Lacation MG X1 Location MG X
Sten! from Dragon == Rucker Town. After Bone Village
L Nt Materia Slots defeating Patmer Maceria Slots Materia Slots
sssseses] | wveai]
W |
: = = = N e W N R
Rune Armlet Dragon Armlet Eid Aurora Armlet
3 R 1
- Cost__ 3700 Cost & s Cost A 1|
: .2 ) 41 D 58 i) D 76 H
1 K D% 5 D% 3 f D% 8 i
Mp 24 , MD 0 ‘ MD 54 j|
M% [ it M5 7 R M 3 Al
Location MG X2 = Location MG X1 A Location MG x1 )
i Bane Vitldge 2 Sl foom Ned Dragon A Aorgarzen City
Materia Slots : Materia Slots ' Materia Slots |
bl

@ee8®

]

=l

——



Wizard Bracelet Bolt Armlet Fire Armlet
Cost 12,000 Cosl A | Cost A
D 6 D 74 i} 72
DS 3 D% | D% :
MD 85 MD 55 MD 52
M% t] SR 3 "M% 3
MG X1 Location MG X1 Location lﬂ" X1
d Cornst Wty Gerea’s CHfY -
Jenave Life Maceria Slots Materia Slots Mareria Slots
| Neder Nllifies Ly M Nede: e s 1
| ereseses| il Sty hita e S e =%
Crystal Bangle Warrior Bangle Shinra Alpha
Cost 1 Cost NIA Cost WA
D 70 D 96 D 77
D% & 0% 0 D% o
MI!L 45 MD 21 M &)
M % i M% 0 M% ]
Location MG X1 Location MG X1 Location MG Xt
Midee! Snta froem Gl _ S from
Materia Slots o Materia Slots Veskcrmnster AP Materia Slots
oo I
Ziedrich Escort Guard Aegis Bracelet
Cost & Cost___ WA Cost__ NA
D 100 D 62 1] 55
D% 15 D% 5 D% 15
MD 98 MD 55 MD 86
M% 18 M % 0 M 50
Location MG X0 Location MG X1 Location MG X1
Stead froms Rude Shanky Geirikn Mg
Materia Slots Note: Maw's Armiet Materia Slots Materia Slots
A dermnss - | I - |
r-‘r-nr.: 1l i é:‘t‘:“'.’: i L !____”_J“ %
: _: i - -1
Imperial Guard Minerva Band Mystile
Cost WA [Cose  NA~ ) Cost NiA
D 82 D 60 D 65
D% o D% 5 {) D% 50
MD 74 MD 57 : MD 72
M% 0 M% 0 M% a0
Location MG X1 Location MG X1 Location MG Xi
Steal fromm Aeno Sheal froem Eiena AMefgur
Materia Slots ; - Materia Slots Materia Slots
Noae: Whengn 'y Armder
[ weeses) e
Froaioldtmriy/Naly

Location
Chocoba Riacing gift

Chocobracelet

Cost A

Materia Slots
sEE®




Accessories

Abbrev. What It Means
Name Name of accessory
Price Cost of accessory
Description, . Effectthedccessory has
Location Where:you can find the accessory
NAME PRICE DESCRIPTION LocATioN
Amulet 10,000 Luck + 10 Mideel
Bolt Ring 8000 Nullifies Lightning, turns into HP  Mideel, Sleeping Man
Cat's Bell N/A Restores HP as you walk Chocobo Race (prize)
Champion Belt N/A Power + 10, Strength + 10 Battle Arena (16,000 BP)
Choco Feather 10,000 Dexterity + 10 Wautai
Circlet N/A Magic + 30, Spirit + 30 Ultimate WEAPON
Curse Ring N/A Increases stats, causes slow stone  Mideel, Ultimate WEAPON
on equipped character
Earrings 7500 Magic + 10 Rocket Town
Fairy Ring 3500 Protects against Poison/Darkness Gi Cave, Mideel
Fire Ring 8000 Nullifies Fire, turns into HP Costa del Sol, Mideel
Fury Ring 5000 Automatic Berserk Gongaga.
Headband 3000 Protects against Sleep Junon
HypnoCrown N/A Increases Manipulation Rate Corral Valley Cave
Ice Ring 8000 Nullifies Cold, turns into HP After defeating Chekhov,

Mideel, Serpent

PRSREN e S




T T ey Ly ey

NAaME PRICE DESCRIPTION
Jem Ring 7500 Protects against Paralyze/Petrify/ Mt. Nibel, Mideel
Slow/Numb
Peace Ring 7500 Protects against Berserk/ Da-chao, after defeating
Fury/Sadness Rapps
Poison Ring N/A Absorbs Poison attacks Midgar after defeating
Motor Ball
Power Wrist 7500 Power + 10 Junon Harbor after defeating
Bottomswell
Protect Vest 3500 Vitality + 10 Shinra Tower after defeating
Rufus
Reflect Ring N/A Automatically sets up Reflect Whirlwind Maze, Ultimate
WEAPON
Ribbon N/A Immune to status attacks Gaea’s Cliff, morph
Master Tonberry
Safety Bit 7500 Immune to Sudden Death/Petrify/  Great Glacier
Slow/Numb
Silver Glasses 3000 Protects against Darkness Junon
Sneak Glove 129,000 Increase Stealing % Rate Wall Market
Star Pendant 4000 Protects against Poison Shinra Tower
Talisman 4000 Spirit + 10 Shinra Tower after defeating
HO512
Tetra Elemental  N/A Absorb Fire/Ice/Thunder/Earth Crater
Tough Ring N/A Vitality and Spirit + 50 Steal from Reno
(Midgar Sewers)
Water Bracelet N/A Drains water attacks Corral Valley

White Cape 5000 Protects against Frog/Small Shinra Boat, Mideel




I M @ P - TR 1
i t E E I The Legend
Item What It Means
AP Listings For each spell, the AP follows the name,
fo_l[owe_d by the MP in the MP/AP
Column. For the materia orbs them
selves. the AP fo Master is listed in the
MP/AP Column
STR 'St_reh'gt'h Adjustment
MAG Magic Adjustment
VIT Vitality Adjustment
MDEF Magic Defense Adjustment
. ~ MaxHP MaxHP Adjustment
Magic (Green) Materia | MaiP Sia3ME A Rgtens
Magic MDef MaxHP MaxMP
lce | Initially Equipped | 35000 -1 2%

|

[’, Name Location AP Strength
!

|

i

AP Magic Name AP Magic
Iee2 18000 22 lced 35000 52

Name AP Magic
Ice 2000 4

MaxHP MaxMP |

+2%

Strength Magic

+ 1

MName Location AP

Lightning Initially Equipped

Name AP Magic Name AP MagicT
Bolt2 18000 22 Bolt3 35000 52

Mame AP Magic
Bolt 2000 4

MaxMP
+2%

Strength Magic Vit MDef MaxHP
2%

Name Location
Restore Reactor #1

AP.  Magic Name AP
25000 30 Cure3 40000

Name AP Magic Name
Cure 2500 5

AP Magic
Cure2 17000 24

Regen

MATERIA



Name Location AP Strength Magic Vit MDef MaxHF MaxMPp

PR |

Fire Sector 7 Materia Shop I 35000 -1 1 2% +2%

Name AR Magic AP Magic Name AP Magic

Fire 2000 4 Fire2 18000 22 Fire3 35000 52
Namie Location AF Strength Magic Vit MDef MaxHP MaxMP | |
Poison ] Shinra HQ Floor 67 l 38000 -1 +1 2% +2% ‘

AP
5000

Name
Bio

Magic Name AP Magic Name AP Magic
8 Bio2 20000 36 Bio3 38000 80

Name Laocation AP

Strength Magic MDel MaxHP MaxMP

Earth | Shop in Kalm Town [ 40000 -1 -2% +2%

Name AP Magic AP AP
Quake 6000 6 Quake2 22000 28 Quake 3 4000 68

Name Location AP

Strength Magic Vit MDel MaxHP MaxMPp

Heal | Shop in Kalm Town J 60000 -1 2% +2%

Magic Name AP Magic Name AP Magic [
3 Esuna 52000 15 Resist 60000 120 !

h;am:
Poisona

AP
12000

Name Locatlon AP Strength Magle MDef

MaxHP

MaxMp

Revive | Shop in Junon |4sono ] -2 | -1 +1 -5%

¥ 5% [

s 2N

] S

Name AP Magie Name AP Magic
Life1 45000 34 Life2 55000 100

T,




"A‘Jf Name Location AP Strength Magic
o Seal Shop in Junon |2ouno ] -1 ] +1
4
3
El
i
E.
EF

Sleepel 10000 8

Name Location

MaxMP i

MaxHP

AP Strength Magic

Transform ‘Ml.CurelRailroaﬁTracks ] 24000 ] -1 l 1

2% +2%

Name AP Magic Name AP .\u_gjc 1
Mini 8000 10 Toad 24000 14

Name Location

AP Strength Magic Vit MDefl MaxHP Maxmp |

Mystify ] Shop in Gongaga

lzsum)[ -1 | +1 2% +2%

Name Location

AP Strength Magic Vit MDef MaxiiP MaxMP

Time | Shop in Gongaga

42000 +5%

Name
Haste

AP Magic
8000 18

Name Location

AP Strength Magic MaxHP

Gravity | Cave of the Gi

+1

Note
(After defeating Gi Nattak
in Cave of the Gi)

Name AP Magic
Demi 10000 14

 MATERIA



e

Name Location AP Strength Magic Vit MDel MaxHP Maxmpe
Destruct | SephirothiShinra Mansion | 45000 -2 +2 -1 +1 -5% +5%

e e |

Name AP Magic Namo AP Magic Name AP Magic
DeBarrier 6000 12 DeSpell 10000 20 Death 45000 30 |
| i
Name Location AP Strength Magic Vit MDel MaxHP MaxMP
Barrier Shop in Rocket Town 45000 -2 +2 -5% +5%
Name AP Magic Name AP Magic AT -
Barrier 5000 16 MBarrier 15000 24 Reflect 30000 30 Wall 45000 58
Name Location AP Strength Magic Vit MDef MaxHp Maxmp
Exit [ Shop in Rocket Town | 30000 -1 | +1 -2% +2%
Name AP Magic AP l\'lag{c
Escape 10000 16 Remove 30000 99
Name Location AP Strength Magic Vit MDef MaxHP MaxMP
Comet Ancient City | 60000 [ -2 [=%2
AP Magic
Comer 2 60000 110
Name Location AP Strengeh Magic MaxHP MaxMpP
Full Cure ‘ Cosmo Canyon Item Shop l 100000 I -4 +4 -2 +2 -10% +10%

Name AP Magic
FullCure 100000 99




F—— N N T

Name

Contain

Location

White Chocobo in Mideel

Scrength Magic Vit MDefl MaxHP MaxMP

+4 -10% + 10%

Name AP Magic AP
Freeze 5000 82

Magic AP Magic
Break 10000 86 Tornado. 15000 90

Name Location AP Strength Magic Vit MDel MaxHP MaxMP
Ultima North Corel [ 100000 | -4 | +4 T -2 | *2
Note
(after stopping the train or pay 50,000 Name AP Magle

Gil if you fail to stop the train) Ultima 100000 130

Name Location AP Strengch Magic Vit MDel
Shield Final Dungeon 100000 A |oorg o] 2 | +2

MaxHP
<10%

MaxMP

+ 10%

AP Magic
100000 180

Shield




Command (Yellow) Materia™ 7

Name Description

Description
Sense Inspect an enemy's stats D.blow Causes m“‘é?frﬁ}% fow hit
| AP Needed Lotation AP Needed Location
0 Fort Condor, Rocket Town,
Go

0 Kalm, funon, Midgar

AP for Master

AF for Master Status Change Status Change

None 40,000 Luck +1
1 Description Name Description {
Attempt to steal an item 3 Tuke comnand of an

l Steal om an enemy Manipulate enemy S
| AP Needed Location AP Needed Location ‘
1 0 Midgar, Kalm 0 Fort Condor, Rocket Town ||

S —————— w |
| Name Description AP for Master Status Change |
‘ Mug s e e 40,000 None | 4(

| AP Needed Location

40,000

AP tor Master Status Change

Midgar, Kalm

Description

. Enemy transforms inl item
Dexterity +2 Morph finished with Morph attack 4
R AP Needed Location

Temple of Ancients 4

Description

Throw unequipped weapon at
an enemy, weapon is lost

AP Needed Location

0 Fort Condor, Rocket Town
Name Description
i 1 1 : Allows player (o use mon- §

Coin Attack opponents with Gil E.Skill smras vy Sheills ‘

AP Needed Location AP Needed Location
I 45.000 Fort Condor, Rocket Town N/A Shinra HQ, Chocobo Sage,
AP for Master Status Change AP for Master Status Change
60,000 Vitality + 1 None Mime

‘”,.“' e




F

Name

Description

Name

Description

Mime

Player copies party's last
il i

W-Magic

Allows to cast two
vsp@! per twrn

AP Needed

Location

AP Needed

Location

0

Wutai

0

AP for Master

Status Change

AP for Master

Crater

Status Change

100.000

None

250,000

None

Double Cut |\

Name

Description

Name

, ) twice Allows player to cast two
2x-Cut Attacks one enemy twice W-Summ. summén Spells per turn
AP Needed Location AP Needed Location
i 0 Crashed Gelnika 0 Gold Saucer (Battle Arena)
Name Description AP for Master Status Change
4x-Cut LS 250,000 None
AP Needed Location
100,000 Crashed Gelnika
— |

AP for Master

Status Change

150,000

Dexterity +2

W-Item

Allows player to use two
Trems > per turn 4
i

{

Slash

AP Needed

Location

3 \ 0 Midgar Subway
Name Description AP for Master Status Change
Slash-All Hits all enemies 250,000 None
AP Needed Location
5 T L P A, T
0 Ancient Forest aiiﬂ'
| e RN '.*C'hgrf-::i-ﬂ".
Name Description Description
7 T T
Flash Hits all enemies with Death Equips Steal, Sense, Coin/Throw,
Morph, Dblow, Manip, Mime
AP Needed Location AP Needed Location
130,000 Ancient Forest 0 Kalm, Cosmo Canyon
L ——
E——— R - S . S
AP [or Master Status Change AP for Master Status Change
150,000 None

MATERIA




Deacriprion

Leve) 1 Srwrvuney coot amd jurne of patend
gl by HE
AF Needed Lestatlon
0 Crurey
Level Driaripticn
Level 2 Peigveesees evant and powe of pesiied
g by JO%
AP Heeded Location
10,000 Owtor
Level Dt ripiom
Level 3 Incrdasey ot vkl pireer of pedieald
gl by %
AP Nawded L ation
30,000 Criy
Level Description
%  OTRReS ke poskier f patred
Level 4 ———
AP Neoded Lostation
60,000 OCater
Larel Duscripeion
T Sravvianes S0l ad pewer of geiirod
Level 5 N R
Al Keeded Location
120,000 Crater
Master S Change
N/A NIA

Level Dpscripion
Level 1 e
e w i
AP Newded Locathan
0 Elideed Materia Care
Lewel Description
Level 2 Ues pairad il wanmmo for
s a1
AP Needed el
40,000 Mideel Materla Cove
Lavel Descriptem
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Independent
(Purple) Materia

Level 1 0

Description

Allorvs you (o find Chocobos

Level 1 0 Level AP Necded
Description Level 2 3000
Character profects teaminates 20% of the rime Description

Allows you to firkd Chocobos faster

L] DEescad ————
LCV(.‘-I 2 2000 Level AP Needed
Description Level 3 10.000
Character profects temmmates 0% of the nime Descrnption
_—— Allows fou 2o fbul Chocobos even faster
Level AP Needed fr— — = e
Level 3 10,000 Lovel B Need
Description Le\'&l 4 30‘000
. Charecter protects tearmmates 0% af the time Cescription
| —_— e ——— | The fastest way 10 find Chocobos
l Level AP MNeeded
[ Level 4 25,000 Status Change Lacation
Descilption Luck +1 Chocobo Ranch

Character protects teammares 0% of 1he nime

Level AP Needed

Level 5 40,000 Levat AP Noodid
Description Level 1 0

Charncter profects teammares 100% of the fime

Descripcion

Maxirmon HP inereases by 10%

Status Change Lecadon
Vitality + 1 Wall Market, Sector 5 Slums W
Level 2 10,000
Description

Maximum [P increases by 20%

Leved AP Neaded
Level 1 0 Level 3 20,000
Description Description :
Decreases enemy sncounter rate AMiaximum HP increases by 30%
_ — W
Level 2 8000 Level 4 30,000
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DRCrease enenty encomier rile even mone Muximion HP incredases by 405
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Level 3 50,000 Level 5 50.000
Description Description
A Maxinuon HP increases by 50%
Status Change Lecathon W
Luck +1 Chocobo Races None Coamo Carpove, Midowl, funces
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Maxtiraun MP focreases by 10%
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Lavel AP Noodod
Level 1 )

Description

Increases Lack by 10%

Lawel AP hoedad
Level 2 15,000

Description

fncreases Luck by 20%

Levol AT Necded
Level 3 30,000

Descriplion

Ioreases Luck by 30%

Lavel AP Neadedd
Level 4 60,000

Desgription

Increases Luck by 40%

Level AP Needed
Level 5 100,000

Description

Increases Luck by S0%

Sratus Change Location

None Temple of the Andients
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_
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Level 2 80,000
Uescripisan
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Description
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Wonder Square

Status Change
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Incregses

Lawvil

Magic by 10%

AP Neaded

Level 2

10,000

Description

Increases

Level

Aagic by 20%

AP Needed

Level 3

20,000

Descripilon

Level

Magiic by J0%

AP Needed

Level 4

30,000

Description

Level

Magic by 40%

AP Needed

Level 5

50,000

Descriptan

Status Change

Increases Magic by 50% I
L

Lpcation

None

Ancient Cicy

AP Needed

Level 1

0

Descripeion

FPargy gains 50% mare EXP from battle
Level AP Needed i

Level 2

60,000
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Party gains 100% more EXP from bartle I
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Increases enemy encounter rafe
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I Eenemy ¢ Tl EVET O
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Gold Saucer {(win as a prize)
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AP Needed
Level 1 0
Description
Increases Speed by 10%
Level AP Needed
Level 2 15,000
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Ineveases Speed by 20%
Level AP Needed
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fncreases

Speed by 30%

AP Noeded
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Increases

Level

Speed By 40%
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Toncrewses
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Speed by 50%

Location
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Battle Arena
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Levol AP Neoded

Level 4 50,000
Descrdption
Ecpuaipped ¢h & 2 B0% of the time when attacked

Level AP Needed
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Desoription
quipped ch liates 100% of the rime wihen artacked
Status Change Location
None Mr. Nibel, Chocobo Racing
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Speed +2 Barttle Arena
Lewel AF Neadod
Level 1 0
Description
1 All spells andd ¢ s effect all ies (x1)
Level AP Needed
Level 2 10,000
Descripdon
AN spoils and communds effect all enemies (x3)
- |
Lewwl AP Newded
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Desoription
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Summon (Red) Materia™ =

Choco/Mog

Shiva

Status Chg.
Magic + 1; MaxHP +2%;

MaxMP +2%

Heirel 2
Wad um e | PO AT s s

Level AP Needed Description

Level 1 0

Summons Shiva (x1)

Level 2 4000

Summons Shiva (x2)

Level 3 15,000

Summons Shiva (x3)

Level 4 30,000

Summons Shiva (x4)

Level 5 50,000

Summons Shiva (x5)

Elemental Wind, can cause Stop

Status Chg.
Magic + 1; MaxHP +2%; !
MaxMP + 2% ] Mik1 s i |

Level AP Needed Description
Level 1 0 Summons Choco/Mog (x1)
Level 2 2000 Summons Choco/Mog (x2)
Level 3 14,000 Summons Choco/Mog (x3)
Level 4 25,000 Summons Choco/Mog (x4)
Level 5 35,000 Summons Choco/Mog (x5)

Note:

Note:
Elemental Ice

Location:
Chocobo Ranch

Location:
Junon

Ifrit

Status Chg.
Magic + 1; MaxIP +2%;
MaxmPpP +2%

F T ) G —

Level AP Needed Description

Ramuh

Status Chg.
Magic = 1; MaxHP +2%;
MaxMP +2%

Level AP Needed Description

Level 1 0 Summons Ifrit (x1)

Level 1 0 Summons Ramuh (x1)

Level 2 10,000 Summons Ifrit (x2)

Level 2 10,000 Summons Ramuh (x2)

Level 3 20,000 Summons Ifrit (x3)

Level 3 25,000 Summons Ramuh (x3)

Level 4 35,000 Summons Ifrit (x4)

Level 4 50,000 Summons Ramuh (x4)

Level 5 60,000 Summons Ifrit (x5)

Level 5 70,000 Summons Ramuh (x5)

Note:
Elemental Fire

Note:
Elemental Lightning

Location:
Jenova-BIRTH

Location:
Corel Prison




Titan Odin
Status Chg. Status Chg.
Magic + 1; MaxHP +2%; Magic + 1; Mdef + 1; MaxHP
MaxMP +2 +5%; MaxMP +5%
Level AP Needed Description Level AP Needed Description
Level 1 0 Summons Titan (x1) Level 1 0 Summons Odin (x1)
Level 2 15,000 Summons Titan (x2) Level 2 16,000 Summons Odin (x2)
Level 3 30,000 Summons Titan (x3) Level 3 32,000 Summeons Odin (x3)
Level 4 60,000 Summons Titan (x4) Level 4 65,000 Summons Odin (x4)
Level 5 80,000 Summons Titan (x5) Level 5 80,000 Summons Odin (x5)
Note: Note:
Elemental Earth
I
Location: Location:
Gongaga Shinra Mansion
[ Leviathan Kjata
Status Chg. Status Chg.

| Magic + 1: Ndef + 1: Maxip
| +5%; MaxMP +5%

Magic + 13, Mdel =1, MaxHP
+5%; MaxMP +5

| Location:
Pagoda of the Five Go

ds

Sleeping Forest

Level AP Needed Description Level AP Needed Description
Level 1 0 Summons Leviathan (x1) Level | 0 Summons Kjata (x1)
Level 2 18,000 Summons Leviathan (x2) Level 2 22,000 Summons Kjata (x2)
| Level 3 38,000 Summons Leviathan (x3) Level 3 60,000 Summons Kjata (x3)
Level 4 70,000 Summons Leviathan (x4) Level 4 90,000 Summons Kjata (x4)
|Level 5 100,000 Summons Leviathan (x5) Level 5 140,000 Summons Kjata (x5)
Note: Note:
Elemental Water Elemental All
Location:




Bahamut

Status Chg.
Magic + 1; MDef + 1; MaxHP
+5%; MaxMP +5

TEE —'Wﬂ

Alexander
Level 1

Status Chg.
Magic +1; Mdef +1; MaxHP
+5%; MaxMP +5%

(= LTI
et | FRLTTED S s

Level AP Needed Description Level AP Needed Description
Level 1 0 Summons Bahamut (x1) Summons 0 Alexander (x1)
Level 2 20,000 Summons Bahamut (x2) Level 2 25,000 Summons Alexander (x2)
Level 3 50,000 Summons Bahamut (x3) Level 3 65,000 Summons Alexander (x3)
Level 4 80,000 Summons Bahamut (x4) Level 4 100,000 Summons Alexander (x4)
|
| Level 5 120,000 Summons Bahamut (x5) Level 5 150,000 Summeons Alexander (x5)
Note: Note:
Elemental Holy
Location: Location:
Temple of the Ancients Gaea's Cliff
Neo Ph .
oenix
Bahamut
|| Status Chg. Status Chg.

Magic +2: Mdef +2; MaxHP
+ 10%; MaxMP + 10%

Magic +2; Mdef +2; MaxHP
+ 10%: MaxMP 10%

Level AP Needed Description Level AP Needed Description
| Level 1 0 Summons Neo Bahamut (x1) Level 1 0 Summons Phoenix (x1)
Level 2 30,000 Summons Neo Bahamut (x2) Level 2 28,000 Summons Phoenix (x2)
Level 3 B0,000 Summons Neo Bahamut (x3) Level 3 70,000 Summons Phoenix (x3)
|| Level 4 140,000 Summons Neo Bahamut (x4) Level 4 120,000 Summons Phoenix (x4)
Level 5 200,000 Summons Neo Bahamut (x5) Level 5 180,000 Summons Phoenix (x5)
Note: Note:
Elemental Fire
"l Location: Location:
Crater Fort Condor
¢ by




=

Hades

Level 1

Status Chg.
Magic +4; MDef +4; MaxHP
+10%: MaxMP + 15%

4l Bahamut

ZERO

Status Chg,
Magic +4; Mdef +4; MaxHP
+ 10%; MaxMP + 15

Crashed Gelnika

Cosmo Canyon (Huge Materia)

| Level AP Needed Description Level AP Needed Description
|
Summons 0 Hades (x1) Level | 0 Summons Bahamut ZERO (x1)
Level 2 35,000 Summons Hades (x2) Level 2 35,000 Summons Bahamut ZERO (x2)
ILevel 3 120,000 Summons Hades (x3) Level 3 120,000 Summons Bahamut ZERO (x3)
Level 4 150,000 Summons Hades (x4) Level 4 150,000 Summons Bahamut ZERO (x4)
iLevel 5 250,000 Summons Hades (x5) Level 5 250,000 Summons Bahamut ZERD (x5)
Note: Note:
Location: Location:

Typoon

Level 1

Status Chg.
Magic +4; Mdef +4; MaxHP
+10%: MaxMP +15%

Knights of the

ound

Status Chg.
Magic +8; Mdef + 8: MaxHP
4+ 10%; MaxMP +20

(Gold Chocobo Only)

Level AP Needed Description Level AP Needed Description
Summons 0 Typoon (x1) Level 1 0 Summons Knights of the Round (x1)
Level 2 35,000 Summons Typoon (x2) Level 2 50,000 Summeons Knights of the Round (x2)
Level 3 120,000 Summons Typoon (x3) Level 3 200,000 Summons Knights of the Round (x3)
Level 4 150,000 Summons Typoon (x4) Level 4 300.000 Summons Knights of the Round (x4)
Level 5 250,000 Summons Typoon (x5) Level 5 500,000 Summons Knights of the Round (x5)

Note: Note:

Elemental Wind

Location: Location:

Ancient Forest Knight's Island Materia Cave




ENEMY SKILLS

With the “Enemy Skill” Materia equipped, you can learn some enemy skills from certain
creatures when they attack the character who has the Materia equipped.

FROG SONG
LeARN FroM DESCRIPTION
Touch Me, Toxic Frog Casts Toad and Sleepel on target; or will cure one target of

Toad effect

Location: Gongaga (Touch Me), Temple of Ancients (Toxic Frog)

LEVEL 4 SUICIDE
LEARN FrOM DESCRIPTION
Mu Casts Death Sentence on all targets

Location: Chocobo Ranch

MAaGgic HAMMER

LEARN FROM DESCRIPTION
Razor Weeds Absorbs up to 100 MP from one target

Location: Wutai NOTE: Must manipulate creature.

DESCRIPTION
Restores amount of HP to each ally equal to the caster’

current HP.

NOTE: Must manipulate creature.

DESCRIPTION
Casts Wall and Haste on all targets
'Locaﬂon-tord Be,ach NOTE: Must manipulate creature.
ANGEL WHISPER
| LEARN FrOM DESCRIPTION
-.:Pollens_al;gr o Full cure, refills HP, and cures all negative status effects
rl.odﬂon \C’!:% ; NOTE: Must manipulate creature

0 > R VN A
?éme: ENEMY SKILLS z &



DRAGON FORCE

LeArRN FROM

DESCRIPTION

Dragon, Dark Dragon

One character’s defense and magical defense increased
by 50%

Location: Battle Arena,
Crater (Dark Dragon)

NOTE: Must manipulate creature

DEATH FORCE
LearN FroM

DESCRIPTION

Adamantaimai

Casts Death Sentence on one enemy and kills it instantly

Location: Wutai, Beaches

NOTE: Must manipulate enemy

FLAME THROWER
LeaRN FroMm

DESCRIPTION

Ark Dragon, Dragon

Causes fire damage to one enemy

Location: Mythril Mine

LLASER
LEARN FrOM

DESCRIPTION

Death Claw, Dark Dragon

Cuts enemy’s HP in half

Location: Corel Prison (Death Claw),
Crater (Dark Dragon)

Marra MAGIC

LearRN FrROM

DESCRIPTION

Custom Sweeper, Bull Motor

Physical attack against all enemies

Location: Midgar (Custom Sweeper),
Corel Prison (Bull Motor)

BAD BREATH
LearRN FrROM

DESCRIPTION

Malboro

Casts Poison, Sleepel, Mini, Frog and Confuse on

all enemies '

Location: Gaea's Cliff and Crater

e -
s 4 » 5 y
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BETA
LeARN From DESCRIPTION
Midgar Zolom Causes fire damage to all enemies

Location: Mythril Swamp

AQUALUNG
LearN From DESCRIPTION
Harpy, Jenova-LIFE Causes water damage to all enemies

Location: Gold Saucer Desert (Harpy),
City of Ancients (Jenova-LIFE)

TRINE

LeARN FrOM DESCRIPTION

Stilva Godo Causes lightning damage to all enemies
Locatlbn: Gaea’s CIliff (Stilva),

Godo _&Pagoda“of Five Gods)

DESCRIPTION
Causes fire, ice, and lightning damage to all enemies

DESCRIPTION
Causes darmage to one enemy equal to difference between
the caster’s current HP and his/fher MaxHP minus the cast-

_er's current HP

emoth),

Strong physical attack against one enemy




CHOCOBUCKLE

L=ARN FrROM DESCRIPTION
Level 16 Chocobo Damage equals the number of times you've run from
battle

Location: Chocobo Ranch

LEVEL 5 DEATH
LEARN FROM DESCRIPTION
Parasite Instantly kills all enemies whose level is a multiple of 5

Location: Crater

DEATH SENTENCE
LearN FrROM DESCRIPTION
Gi Specter, Sneaky Step Target must finish the battle in 10 seconds or die

Location: Gi Cave

DEATH ROULETTE oy
LeaRN FrROM DESCRIPTION : ¢ o

Death Dealer Randomly kills one participant in battle

Location: Crater

SHapow FLARE
LearN From DESCRIPTION
Ultimate WEAPON, Zombie Dragon Inflicts heavy damage against one enemy

Location: Multiple (Ultimate WEAPON),
Zombie Dragon (Crater)

PANDORA’S Box P R
LEARN FrROM DESCRIPTION - e
Inflicts heavy damage to all'p_nebmi_a;_a- _v:';-;-_ ooy

Zombie Dragon

Location: Crater
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NOTE: You will notice that some items in the shops appear in two colors.This is to
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SECTOR 7 mEz_m

Tifa’s Seventh Heaven
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To Corneo'’s Mansion

WALL MARKET
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To Shinra

“Restore™ 750
“Cover” 1000
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THE PILLAR ASSAULT

General Store
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Hyper 100
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Tent 500
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Continued from page 281
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SHINRA’S HEADQUARTERS

item Shop

Potion 50
Phoenix Down 300
Antidote 80
Eye Drop 50
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Item Shop — Materia Shop Weapon Shop
Potion 60 “Earth” 1500  Mythril Saber 1000
i “Poison” 1500  Cannon Ball 950
i “Steal” 1200 Mythril Claw 750
"Sense” 1000 Full Metal
“Heal” 1500  Staff 800
Mythril
Armlet 350
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Traveler

Rest 60

To World Map -
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NORTH COREL

To Gold Saucer
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“Deathblow

"

Materia

Accessory Shop —
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Phoenix Down 300
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Soft 150
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Grand Glove 1200
Aromic Scissors 1400
Striking Staff 1300
Diamand Pin 1300
Boomerang 1400
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GONGAGA VILLAGE




Butterfly Edge 2800
Tiger Fang - 2500
Heawy Wulcan 2700
Prism Stafl 2600
Silver Barvette -~ 2500
Pinwheel 2600
Green Mphope 2400
Silver Armilet 1300

Cosmo CANYON
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+ Hi-Potien 300
Ether 1500
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Maiden's Kiss 150
Cornutopia 150
Saft 150
¥ 1 Hyper 100
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General Store
Potion 50
Hi-Pation 300 Mansio
Phoenix Down 300 - 5
Tent 500
To Mt. Nibel
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ROCKET TOwN
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To inside of rocket
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Weapon Shop

go 7 Hq; Murasame
¥, Diamond Knuckle 5800

‘¥ Chainsaw
=i Aurora Rod
Gold Barrette
% Slash Lance
Blue M-Phone

¥ Razor Ring
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6300
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5500
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Mind Source

> Item Shop
Potion 50
Hi-Potion 300
Phoenix Down 300
Ether 1500
Hyper 100
._.Eicmnm.. 100
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BONE VILLAGE/SLEEPING FOREST

1
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Item Shop
Diamond Bangle
Rune Armlet
Potion
Hi-Potion
Phoenix Down
Ether
Hyper
Tranquilizer
Tent

To World Map
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THE CRATER
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(¥ “Neo Bahamut”
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MIDEEL

Crazed Consumer___ Crazed Consumer. Crazed Consumer
Materia Shop Weapon Shop Item Shop
“HP Plus” 8000 Crystal Sword. 18,000  Hi-Potion 300
Inn “MP Plus" 8000 | Crystal Glove 16,000 Phoenix Down 300
Elixir Rest Free “Transform” 5000 | AM Cannon 18,000  Ether 1500
“Gravity” 8000 Crystal Comb. 17,000 Hyper 100
“Destruct” 9000 Crystal Cross 18000  Tranqullizer 100
Crystal M-phone 18,000 Remedy 1000
Partisan 19.000 Tent 500
Materia Shop Winchester 18.000
HP Plus 8000 i Crystal Bangle 4,800
MP Plus 8000 Rest  Free Wizard Bracelet 12.000
Transform 5000
Gravity 8000
Destruct 9000
Weapon Shop
Crystal Sword 18,000

Crystal Glove 16,000
AM Cannon 18,000
Crystal Comb 17,000
Crystal Cross 18,000
Crystal M-phone 18,000

: ¥ Partisan 19,000
3 e Winchester 18,000
—— Accessory Shop Item Shop Crystal Bangle 4,800 &
Amulet 10,000 Hi-Potion 300 Wizard Bracelet 12,000 m
Fire Ring 8000 Phoenix Down 300 l_
lce Ring 8000 Ether 1500
Bolt Ring 8000 Hyper 100 b Item Shop Accessory Shop
Fairy Ring 7000 Tranquilizer 100 ap Potion 50 Amulet 10000 |©
Jem Ring 7500 Remedy - 1000 Phoenix Down 300 Fire Ring 8000 | A
White Cape 5000 Tent 500 Antidote 80 Ice Ring 8000
Tent 500 Bolt Ring 8000
: Fairy Ring 7000
jemRing 7500
White Cape 5000
_ Materia Shop —
: FiEN 600
loe =5 600
Lightn 600

RIS 750
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