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~PLAYSTATION® GAME CONSO - PTATION' CONTROLLER~

Set up your PlayStation® game console according to the instructions in its Instruction Man
Make sure the power is off before inserting or removing a compact dise. Insert the LUNAR® 2:
ETERNAL BLUE COMPLETE disc and close the Disc Cover. Insert game controllers and turt
on the PlayStation game console. Follow on-screen instructions to start a game.

CONSOLE

@ BUTTON

DISC COVER
RESET BUTTON i
POWER BUTTON OPEN BUTTON RIGHT STICK / R3 BUTTON
POWER INDICATOR . /
/ START BUTTON
. Caves i orunfor  fow sccond
DIRICTIONAL BUTTONS I % Cancels commands o the C ..]

13 STICK

* Allows Hio o take the helm of the
Dragonstip Desiny or Gy's bt
Existhe Dragonship Destny o Gryn's

bt o rtuns Hiro o the .

- |

MEMORY CARDSLOT 1 : T | [ ©BUFTON
S R
CONTROLLER PORT 1 p SELECT BUTTON
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MEMORY CARD SLOT 2
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NOTE: You may have a controller that
ook like this, if so please follow the [
digital instruc dined above.

“* Opens the Normal menu.

GBUTTON [ * Allows Hiro to bound the Dragon
i Desiny
T




= YOUICHI MIYAJT, BXECUTIVE PRODUCER

-

Q. What were some of the chal-
lenges in creating LUNAR 22

INTERVIEW

‘scenario was more suitable for the teenage audience.
LUNAR 2, however, deals with a little older age group

A
theme to be able to express in
= the game setting. It was more
like a love story theme. Hiro
and Lucia are the main char-
acters. And the story we made
was aimed at a little higher age group. This was, also
due to the fact, because the player who started out with

adventure game. Within that restriction, | believe we
were able to express the theme we had in mind. That was

the point
that and we feel like we succeeded.

0. What are some of the differences between the story for
LUNAR 1 and LUNAR 22

A. LUNAR 1 deals more with the innocent type of love.

‘more like there was a girl who the boy set out to rescue

We aimed and tried
to express a little more serious love story. The flow of
the story is one where the heroine, Lucia, never associ-
ated with humans before. But by encountering Hiro, she
experiences emotions, one by one. So we deal
with this rather difficult theme. This is different from

likes her. In LUNAR 2, we had to describe and express the
development of the human mind within each event, one
by one. Therefore, as to the story, even though younger
children may not understand all the nuances, the adult

able to achieve that.

0. Is there any work being done on LUNAR 32

A. Right now, including the planning of this project, we
are working on it in many different ways. We aro in
the middle of discussions with a core group of people
involved in the early planning stages of the project. We
‘each express our about what we each want to
accomplish. | guess by the end of this year, we will

proj

ect and perhaps we will be able to see some of

her, he grows up. It was a rather simple story. | feel this

sure at this point.



—STORY ——

Welcome back tothe magical world of LUNAR! Over athousand
b 1 Aok i

crushed the evil ambitions of Ghaleon and rescued Luna. From
that time forward, LUNAR was at peace.
h ever, the details of th cconflict

in the ruins around

were lost. Bu nt writings scatter
LUNAR bear silent witness to LUNAR's mysterious past. A
boy named, oddly enough, Hiro, is fascinated by these stories.
He lives with his grandfather Gwyn, an archacologist who has
shown him the wonder of history. Now, Hiro and his longtime
; b 1 ors ol et

~
d them not to go without hi

The story that fascinates Hiro most is the one that tells of the
time when Althena lived in human form, a dragonmaster

{ Alex controlled the Four Dragons, and a magi

o they seem |
ent in the morning.

Gwyn's i

Many believe that the inhabitants of LUNAR lived on the
Blue Star before the Goddess brought them to this world.
Hiro hop
star by exploring the a

link between his world and the Blue
ndpa’s

nswered, a

ncient ruins near his G

There are so many questions to be

unfortunately for all, the answers are coming...



——CAST OF CHARAUTERS ——

Hiro is an adventurous youth who is greatly influenced by his grandfather's love
_ of archaeology. Legends of the Four D o " ent battles,

nd the Goddess Althena fascinate
secrets of the past, he wil be able to understa

He hopes that by unlocking the
the future. Although
ruins near his home without
ly break this rule.

supposed to explore the ancie

dfather Gw

1, Hiro and Ruby frequ
etty handy with a boom

~——CAST OF CHARALTHRRS ——

ightmares about the

1ot share.

naive when it

trouble containing her emo

ection. she is only concerned
d begs Hiro to help her find the Goddess. Will her mission
s world?

Ruby has been Hiro’s constant

companion for

can remember. she claims to be
the offspring of a dragon, but
Hiro doesn't quite bel

a bad habit of speak
at the wr

h
this little wisecracker’s bound to get
\ — Hiro into a lot of trouble




—~—CAST OF CHARATCTERS ——

e life to the study
ilar ruins, and has
taught Hiro and

Ruby how to explore the ancient ruins near his

ough he's warned them never to go

But, will Gwyn's quest for

hos

arn out to be his last?

fun and adventure

~——CAST OF CHARACTERS ——
At
»gyv‘k

Ronfar s rumored to have been a priest for the Goddess Althena. He pos-
sesses impressive healing powers. When he was unable to save his true
love from an evil spell, he swore he would never use m. . Henow

spends most of his time in bars winning people’s mor o

make decisions on a throw of the dice. His dice, like his charm, ‘seem to be
| because th let him down. He's antz y dab
ltoo happy to return his affections!

the fairer sex, and theyle s




— ~CAST OF CHARACTRERS— | ——CAST OF CHARACTERS ——

L0 "*‘““

nais the Junior Premier of the Magic Guild of Vane. Unlike
her mother, Miria, she doesn't seem to understand the legacy of th
great magiciarss that inhabited this ancient city, and doesn't seem
to possess any of their noble qualities. Instead, she seems to be 1
very selfish and arrogant girl who's only concerned with money
ple see a softer side. Despite her greedy

el ae extremely powerful. Can Hiro afford to
have her in his party?

Ley

\ Jean is a fan dancer in the Carnival and is highly valued
for her talents. She is a tom!

 with a big-sister complex,

who can be a bit overbea . She tends not to

say she was trained to fight as

tunately, her past is going ta-catch up with




——CAST OF CHARACTERS-

nch supporter of the Goddess
der of Althena's Guard, a

1d uphold the orders of the

st

This part-human, part-beast is
+, White Knight Leo is the
oldiers sworn to protect
Lord Leo the u

Althena. In
group of el
Goddess. Althena has gr
Destiny. The Destiny
of LUNAR to keep its inhabitants safe.
y human. He is searching for a Destroye

is unmatched by

a, keeping them out of harm’s way, He

has also established the town of Horam to further instruct people in
atest of

the martial arts. The people that know Lunn think he is the g
ut he views himself as a humble servant to the Goddess,

the
€ have come to question Lunn’s true motives. If only

| at least m]vulxh.v.

| they knew his secret....




~——CAST OF CHARATTERS

Despite his rather ghastly appearance, Black Wizard Borgan

el to have 2 heart of gold. His magic s without equal

world. upon

the power o the Black Dragon for is strength and magieal

7 abilis, he has an endles supply of power. i primary
A Lis to bring the Magical Guild of Vane b

palglory) bibin s glorlous ll-new atyh:iusdaxsnrd. He

most of his time in service to the Goddess Althena,

but he still finds time to help people develop their magic skills.

Will Borgan have a task for Hiro at the Guild?

——CAST OF CHARACTHRS
’vv\wwﬂ &ﬁ

Red Priestess Mauri, like her brother Le is whole-souled in her devotion to the
Goddess Althena. By drawing upo

er of the Red Dragon, Maur is able
luties for the Goddess. The pe
very quiet, yet friendly to be around. Befo

o carry out her pricstly

d Mauri to be

gone of the Four Heroes,
Mauri was in love with Ronfar. They were to be married, until f
ind deci

stepped in
. Mauri chose to give up her former way of life in order
| toserve the Goddess. Willfate step in again and decide a new future for hert

:d otherwi




——CAST OF CHARATTERS- ——CAST OF CHARATTHERS——

Ever since the dARINGF HRBTLSe drSghet v, A [ This mysterious stranger is the leader of the Dragon Kids (also kniown Sl
the Goddess AN | A0 - 2 0 1A 15 the Lostest Bays) of Taben's Peak, Because of his impressive fighting
hais runtared to RIS ULk d her<tlf diside the Rl | <kill and strong leadership, he's earned the respect of his loyal fol

st orphaned children who don't kiiow any
it s this guy, Due to
come to love and respect. In fact, the people are in a R jed o ffan Qgtigan

o gota master plan. Seek him out; he has many secrets that will no dou

of the holy city of Pentagulia. Despite the world being

better, but they need some

e to look up to,

at peace, Althena is not the same person that many have
his recent raids on travelers,

state of unrest, and the winds of chay

| Hiro in his quest.

Manyar are too oppres-

sive, while others are wonderi A a became an







M 0. Who are your favorie charac-
tersin LUNAR 27

-KRISUKE SHIGRMATSU, SCENARIO WRITER -
]  VTERVIEW

of writing, | surprised myself and posed the question to

A. The most
characters in LUNAR 2 are

And,
will be forgiven?"" But at the end, | did forgive them.

and Q.
those in LUNAR 17
A

UNAR210

inLuNAR Y,
. Hicultcharacter but aso a suc- d
cossul character, since Luca is not the character that ocrer ot LomitaIn LUNAR 2. Intho Magic uild, th tra-
players play. o ekl y.
" cult with our character adopting human emational char- L
acteristics, we were still bl to succeed. Lucia continues  "Mber and y

LUNAR 2, Hiro, | wanted to mak

ative as compared to LUNAR 1's hero, Alex. LUNAR 1's Alex, (.

1iad a some rather

or the characters on the enemy side, fist they appear
&5 readily apparent enemies. There are about four major

ing the scenario?

A. As for RPG scenarios, the most important thing Is to

reformed at the end of the story. First when | started writ-
ing about the enemy characters in the scenario, | never
«ireamed of them becoming reformed. During the process



——STARTING THE GAME——

The game will start at the Title Screen. If there is no save data present
on the Memory card, New Game will be the only available option
When there is a present on the Memory card, then there will be
two available options: New Game and Continue. Each of these com-
mands are described below.

et

Start the game. If this is the first time that the game is played, or
to start from the beginning, choose “New Game.” Press the & button.
After the opening animation is played, the game will start.

CO

Load a previously saved game. After choosing *
which Memory card to load the game from: Slot 1 or

@ button. A list of save files will be displayed. An empt

s capable of storing 15 save blocks; each block contains two save files.
To view other save files, press the L1 or R button to s
different save blocks. To help differentiate between save fi
file will list the following information: current location, Hiro's le

After selecting which say ¢ 10 load. Press the @ button. To confirm the decision to load the
file select, “Yes!” Press the @ button. The game will then load. To cancel, select “No.™

sa
@ Please do not remove the Memory card during a save or a load.

NORMAL MENU-—

ime, the Normal menu can be ac

e the g essed by pressing
the Select button or the  button. The Normal menu allows magic
and items to be used, weapons and armor to be equipped, a chara
fer's status 1o be checked, and system options to be changed. Move
the Directional Buttons to the right or left to switch between menu
options. The Normal menu screen is described below.

() SILVER
Current silver
being carried by the group.

PARTY MRMBERS
Displays the characters who
are currently in the group,
and their current status. The
status shows the character's
name, current level, and the

current/maximum @

amount of

MENU ICONS
Thie menu commands are in
the form of icons. The four
icons represent the follow-
Magic. Items, Equip,
and System. The name of
the currently selected icon
will be displayed above the
icons.

value of HP and MP.



;fi, Rl s | MAGIC - z

/ cm pells to bcm'!ll pdrl\ members. Each of the characters in
al skills. Whenachar-

learned will be displayed in the form nl icons. Thc ke tures of

the Magic screen is described below.

DISPLAY

Shows the magic or skills
that a character has learned
in the form of icons.

magic/skill .um mc muum
y . of magic points required to
MAGIC/SKILY, NAMR . : useit.
Displays the name of the MRSSACE WINDOW
currently selected magic or e
skill. Displays a brief description
of the currently selected
magic or skill.

et )
Displays the characters who
are currently in the group,
and their current status.

NORMAL MENU

Under the Normal menu, magic attacks cannot be used. Only
magic that aids a character can be used. Before casting a spell, first
make sure that the character has enough magic points available. If
ic points they will be unable to cast the
y highlighted icons can be used.

there are not enoug
pell. Note: Only

“To cast a spell, first move the cursor to select a character that will
SN cast the spell. Press the & button. The magic screen will then
be displayed. Next, move the cursor to select which spell to cast.
Press the & button.

If the spell only affects one party member, a cursor will then &
wound the characters at the bottom of the screen.
10 select which character will receive the spell. The cursor

be moved to select the person casting the spell. Once a character

has been chosen, press the & button to cast the spell.
button. The spell will then be exe- @

I a spell affects the whole party, simply press the &
cuted.



ITHEMS -

Item management. The characters share a common inventory in
which all of the items that have been collected during their journey
can be used. The maximum number of the same item allowed in the
inventory is 20 (i.e., there can only be 20 herbs), The ltems screen
is described below.

et AUl
Shows the items that are in
the inventory

TTRM AME
Displays the name of the cur-
rently selected item.

RANGR

Tected by the item.

Displays a brief description of
the currently selected item.

Displays the characters who

are currently in the group,
and their current status.

e —
Displays  who  will  be

MESSACE WINDOW

Under the Normal menu, certain items cannot be used. Only high-
lighted items that benefit a character can be used. Other items may
only be used during combat or other situations.

To use an item, first move the cursor to select “Item:
Normal menu. Press the @ button. The Items screen will then
be displayed. Next, move the cursor to select which item to use.
Press the & button.

f the item only affects one party member, a cursor will then appear
around the characters at the bottom of the
ich ¢ ter will use the item. Once a character has

been chosen, press xlu @ button to use the item.

ts the whole party, simply press the & button (o use

9



NORMAL MEINU
BOUTP —

Equip or unequip weapons, protective gear, or items, and view
a character’s current status. Each character can equip up to eight
different items: one weapon, one armor, one helmet, one shield, two
accessories, such as rings or charms, and two crests.

uip screen is opened the character's current stz
d in the upper left-hand comer of the screen (described
below): On the right-hand portion of the screen, above the party members” status boxes, the char-
aeter'’s current level (LV), current experience points (EXP), and the value that the experience points

must reach in order for the character to reach the next level (NE

T) will be displayed

CHARACTRER STATUS DESCRIPTIONS e
AGIrTY

Character's react

n speed during

can
tively during onefound of combat.

D13

Characters defense power

Character's ability t0 do a critical hit.
her the number, the more likely
acter will do a eritica

hit on the

@ v ! )
g e

Displays the character’s cur-
rent status. It also displays
what _effect equipping or
unequipping an item will have
on the character’s status.

AN WIDOW
Displays items that can be
equipped.

IPNIRITT AR
Displays the name of the cur-

are currently in the group,  Fently selectediiemy
and their current status.




EUTP (CONTINUED) e
Before equipping ant 1o see what effect it will
have on the cha acter’s stats show two sets of
numbers: the number on the left displays the current value, while
the number on the right displays what effect equipping the item
will have on the character. Numbers written in ged letters show
however. numbers that are written in green le

decrease in that st
ters show an increase in that stat.

Remember, it’s usually best only
10 equip items that increase a character’s statuss

equipanitem. Press the & button. N
e \Vindow toselect an item. Press the
pluuad in the character’s Gear window

To unequip an item, move the cursor to select which party munbu
will unequip an item. Press the & button. Next, move the

will be placd in the Tiem window. Move the cursor o a free arca, [oag
=

and press the & button, The item will then be removed and
@ placed in the Equipment window.

NORMAL MENU:

“To equipn item, move the cursor to select which party member will
. move the cursor in the ltem
button.

The item will then be

EQUIP (CONTINUED) == [

There are crests that characters can equip to give them different abili- [
ics. The crests have the following five attributes: Earth, Fire, Water,
Thunder, and Wind. Depending on how the crests are equipped., they
will cither benefit the character, or do nothing. It’s important to experi-
ment with equipping different crests together; the results can be very
beneficial to the party.

Forinstance, equipping the crests with compatible attributes (such
15 combining a crest with the Earth auribute with a crest that has cither the Thunder or Wind attribute)
will cause the character (o increase their magic ability, or improve their skills. Some of the benefits of
a character stats (attack, defense. speed, agility, etc.); allowing
them to lower the MP cost for nd finding special dragon spells
(White Dragon Protect, Red Dragon Anger, Blue Dragon Vigor, o
Black Dragon Grief). When equipping crests, if & message is written
in it means that anew ability has been found.

Itis important to remember the following when equipping erests.
First. combining rests that have the same attributes will cause
that single attribute (/b ‘more powerful. Second, combining.

v : fFect, or they

crests that €
by combining specific crests together, a

‘quipping crests correctly are: increasir

will not combine. Third,
new ability will be found. Finally. there are some crests that have.
no power until they are combined with another crest; they will only
ST be effective under certain circumstances, @




There are four System commands: Save allows the current game
o be saved: Load displayed previously saved games that ca an be
loaded Tmhn allows batte tacics to be confirmed;
allows e

e the game. To quickly access the save menu, press the START
button. In order to save the game, first choose which location the
Memory card is in: Slot 1 or Slot 2. Press the & button. The Save
creen is divided into two
displays two save locations, and the bottom area

displays in which save block the saves are located. The

save blocks, h block containing two save files, in which saves
can be located. To switch between save blocks, press the L1 or R1 button.

Once a location has been de:
the decision tosave the

me will thenbe saved. To cancel, select “No: ‘The game will not
ved. Please do not remove the Memory card during a save or
a load.

To load a game, first choose

Load a previously saved game. s
ot 1 or Slot 2. Press

which location the Memory card is in:
the @ button. The Loa

h block containing
To switch between

are 15 save blocks, e:
two save files, in which saves can be located.
. press the L1 or Rl button.

: loc’\llnn Hiro's current fevel, game
ime, and which Disc was in use. Once a save data file has been
ted. press the & button. To confirm the decision taload the game,

" Press the @ bution. The game will then be loaded.
r’m o cantel, select “No.” Please do not remave theMemory card
&5 | during a save or a load.

BT ]
L



Set attack formation and set battle tactics. There are two parts
10 the Tactics option: Order which allows the formation of the
characters to be changed (described below): and Tactics which
allows battle tactics to be assigned to a character (described on the
following page). The Tactics screen is divided into two sections:
the middle of the screen shows the Order window, and the right of
the screen displays the current setup for the three tactic options.

B ‘:5, waé (o)
X Change attack formation. When choosing a formation for the char-
acters it is best (o keep the strongest chi wmrm while
keeping the weaker characters in the;
generally attack the stronger chara
others alone.

“To change the order of the characters, choose Order from the Tactics
menu. Press the @ button. An arrow will be displayed over the charac-
ter that is ready to be moved. Use the Directional buttons to move the
character to a new location. Once the character has been moved, or if
the character is to remain in that location, press the & button. The next
character will then be selected. Continue moving all of the characters

uniil they are in the desired location. After the last character
Lo s been moved, press the @ button to finalize the settings.

character reac
figure up to three different predefined combat strat
Acts on the screen. The Tactics screen is divided into two are
the top portion of the screen displays the different acts, or ta
that the character is programmed to perform, and the left side of
ill display the characters in the party.

the screen

I system, carry out the following com-
L up:
ctic

“To create an effective tacti
mands. First, move the cursor to select which tactic to s
factic 1, Tactic 2, or Tactic 3. Press the @ button. Once a t;
has been chosen, it is time to decide how a character will react
during the battle. There are four combat icons to choose from:
Attack, Magic, Items, Defend. These icons will be described

below.
e e | |
A sclected

during the batte.

DENIND L.
e i W o e

himscfersel a

my's stack,

will be used

The an
10 attack the closestes

MAGIC
fi Tl e
aeic during combit.




TACTICS (CoONTIUED)

To decide how a character should react during battle, move the
cursor to select an icon. After their action has been s
the @ button. The character will then carry out that command. The
next member in the party will then be selected. If it is necessary to
change a character’s tactic, press the © button to select the previous
character.

ells a character has memorized

will be displayed. Move the cursor to select the desired spell
Bl Press the & button. The character will then cast the spell during
combat. Note: Once the character’s MP is depleted, their tactic
during combat will default to Attack.

If Hems isiselected, all of thevitems in the inventory will be
displayed. Next,move the cursor to select the item. Press the
£ button. The character will then use that item for themselves
during combat. Remember, only items that are highlighted can be
@wlmd Note: Once all of the items are depleted, the

character will then Attack.

NORMAL MENU———
TACTICS (CONTRNUED)

There are times when characters will not execute the tactical options that have been selected. This
is usually due to the fact that the character doesn’t have enough MP or items to carry out the s
ed action. Before combat begins, make sure each character has enough MP or items to carry out
their programmed tactic.
OPTIONS: [
Change game settings. Allows the following game settings to be
changed: Vibration, Window Style, Window Color, and Spell
Names. These options are described below.

WINDOW STYLR Sml. NAMRS

Act ivate vibration Change the background for the Displays the names of the magic
for the DUALSHOCK™ analog text and menu boxes. There are. spells on the Combat screen. Select
controller. There are three settings: two options: Solid, to have a solid *“On” to display the names, or “Off"
On, the vibration will always be color in the windows; and Clear, 10" to wm off the:
active; OFF, there will be no vibra- have the box remain translucent.

tion: and/Auto, to be able o wm__ ILE VOICES
o ot off the vibration by using the PYINDOW COLOR _ Determines if the character voices
Analog Mode Switch on the con* Chanee the color for text and. Willbeheard during Combat. Select
woller. menu boxes. There are five colors “On” (0 hear the character

1 chioose from: 1=bie; 2=green: VOICEs, 00O (0 have no

3=red: d=yeliow, and S=viii,  Voices during combat.




miSAO MIZOGUCHI MUSIC-—

0. What role do you feel that
music plays in the game?

I{TERYIEW

come to mean to us all. m.mn,lnumn
we were better In achieving

to Q. Did you change the way you mmpnsed me music for

LUNAR 27

A. When we were working on LUNAR 1, | wrote music for
it also. About four music writers were involved, but for
LUNAR 2 only Mr. Iwadare wrote the music. For LUNAR 2,
| wanted to be the sound producer. The main reason for

less complex as compared to movies that can express
‘shouldn' ol

(game. The way we were composing before LUNAR 2, was

lopic. | think that due to the fact that the

symbﬂllt, we can let the audience relate Mtar 1o the
jame with the use of music.

0. How did you zppmucn working on LUNAR 2 as com-

pared with LUNAR 1

A. Basically, we now felt that in LUNAR 2, that we
In

ty.
LUNAR 1, we were being introduced to the subject. The
backside of the scenario in LUNAR 1, or the treatment

Hollywood type movies. They often wanted similar sound

decided to reduce the number of instruments used in the

of the characters in LUNAR 1 were not
unique. In LUNAR 2, it has improved and the characters
have more depth. The scenario itself was talked about

ment. This was only possible because of the introduc-
tion we had by doing LUNAR 1. So after LUNAR 1, we
could reflect and think about what the LUNAR world had

The.
string player do not stop the variation, but it's one way of



Whe in areas in the game, th
fi face wi f the most gr

only way to successfully defeat these creatures is to master the 2
Combat menu. Take the time to become familiar with it; other- F==
wise, it's just sad to walk home crying all alone. It really doesn’t
make one a hero, just a pathetic loser.

——COMBAT MENU-—

The Combat menu is donc
in the form of icons. The
four icons represent the fol-

monster(s) and the number
that are attacking.

are currently in the group,
and their current status. The
status shows the cl

name, current level, and the
current value of HP and MP.

Shows the progression of the
batle.

. and ed, that represent the current status of
cter's HP or MP. Consult the box to the right for the HP or MP R =]
age values for each color.

e the majority of the enemies have the ability to cast magic spells, one of the party members is
bound to get nailed. A character's status can be in one of the following conditions: Good., Poison,
Confuse, Sleep. Mute, Paralyze, or Fa

POISON

et e )
I & character is pois m their HP will gradually
decrease during co

e e e s a e,
y‘\. Gone, comatose, dead, wasied,  The characer is

useless untl they e resurrected

e N e ]
The character will be unable (o carry. out com=
mands. After being attacked, they) en.

MUTR

fer has been silenced and is unable 10

ctcr will ot moves and it 5 duffcult 10




COMBAT MENU | COMBAT MENU———
CHANGES IN THE CHARACTER'S STATUS fourrenwn)~ |  BATTLE SYMBOLS {cormmugn)——

When there are changes to a charact tatus during a battle, a number will appear next to them The battlefield itself is capable of having its own attribute. There are five attribute: 3
showing the effect on the c! . The number will be color coded and have the following effect Water, and Thunder. When these symbols are displayed during the battle, the battlefield will hav
on the cha bute. By using the opposite attribute (for instance, if the attribute is fire, use a water spell), the character's
attack will be great. In contrast, the same attribute will cause only minimal damage.

WHITR CRREN

RED =] ORANGE thghlmpm;mul-luldwnhllwl.mlmnnr Wiicn fighting on a battcfield with the
e T ] =
iys a critical hit (0 the character's defensive . ncreases th charact

1se Thunder and Wind magics, bute, use Thunder and Fire magics.
;‘__.!mc W BLUR
lamage done when a character has a
tack

WIND
i
Increases the character’s defense.
d off

BATTLE SYMBOLS :

bute. use Earth and Fi
HORE
i Gghing on s b
¢ 4 Wi
“The monsters have been color coded to show how effective the selected attack or magic will be on them,
‘The colors are as follows: red (displays an “X” over the enemy), ylfiow, and green (displays an “O” over.
the enemy). The effects that these colors will have during an attack is described below.
the characters \vill battle vigomu\ly until the 'Llllll. is either won

e e
X or magic on an encny m Neutral. This attack will only produce an average, or lost.

that is red. the attack will only cause minimal hit *®
damage. Try using a different attack or m until the battle is finished or AL
againstthe enemy.

acter.

tlefield with the Wind atti-
e magics.

eld with the Thunder

10 with the Fire atri-

Artificial Intelligence. The computer will decide how all of the
characters will react during battle. Once Al has been activated,

Al simply press the @ button. After the current round of
combat, the Combat menu will be displayed.

e e <2 e,
Good. This will cause severe damage 10 the enciny.




.\Ir:xh.'gu:.\ that can be set up under the
icons, as well as the Record
icon. To use a tactic, select which tactic to use by moving the
cursor to the desired tactic. Press the & button. The character will
then perform their a: \Ig"Ld tactics. After the tactics are carried out
the Tactics menu will once again be displayed. The tactical option
lasts only for ONE round of combat.

lected for each individual party member. Each charactes
can choose from the following four commands: Attack. i
Ttems, or Defend. These options are described below.

DIAGIC

= Lae - If the Record icon is selected, the character’s last attacks that were
ombat. the character will use their Use spells or skills. y\llcrwlrﬂuvg!hch igic icom; sued by means of the (‘nmm! menu mill budi\plﬂytd To
o (0 try 1o obliterate the enemy.  Afier from the Command menu. a list of spells/skills & {ticse: to)one ok the
choosing Attack, move the cursor on the seren to character has | mnlv«lllhrdl\plu)ul Move the

select which enemy will receive the brunt of the

assault. button. The character will

attack the encmy. Press the © button. Once combat begins, t
acter will cast the spell,

tactics, will then be display
Tactic: Tactic 1, Tactic Z. or Iauu' 3. 10
mands. Press the & button. The net
10 that tactic.

LIRS DEFEND

Use items during combat. Afler selecting the Defend against enemy attack. Aller selectng the
Items icon from the ( n»mml menu, the items in the Defend icon, an apparition will app

inventory will be di the cursor to parition 10 a safe location on the scre
e Ihc  button. Once combat the © bution. Once combat begins, the ch

the item will be used.  ftems 1

by
@ |n,m-5|md cannot be used.

not will then move to that location.



COMBAT MENU
AVOIDING BATTLES

Sprint to safety. Sometimes it’s important to run from the ene-

COMBAT MEL
RUN -

Flee from battle. After selecting this command the entire part ot

will try to flee from the attack. However, escape is not always ies to avoid entering a battle. To run from a monster, press the ®

possible. If the party is unable to escape, they'll have to endure | button. Hiro will only be allowed to run for a few seconds before f§

an fight back. If they do run ¢ returns to normal walking speed. After his run, a few seconds
r will be awarded. will need to pass before he is allowed to run again.

Characters must receive experience. points in order (o increase their
levels. If their levels don’t increase, their physical strength, skl gical abilities will not increase.
“This will obviously lead to their getting a severe butt-whoopin’ during the next battle. Of course, nothing
can compare to the many frustrating hours that one would have to endure raising a character's level in
order to beat a boss. Be wise, don’t run away from batles unless it is absolutely necessary.

DEATH
Game over. If all of the party members are
killed during combat, the. Title screen will
appear. To ayoid unwanted setbacks, save fre-
Nothing sucks more than having to
ection of the game just to get

K to where the characters died. Remember,
save is your only friend.

'EECOVER HP AND MP-

Replenish a character’s strength. Before leaving a
town or journeying into  dungeon, make it habit y

These statues are rimored (o be in the form

/=" of Althena and can be used to recover the HP ¢

73" and MP of the party members. Be warned,
some of the priests require that they be paid

before they will let the party be healed. To recover

* HP and MP, simply press the & button while stand-
ing next to the statue. The HP and MP will be
recovered for each character.




I TERYIEW

Q. As an artist, how do you feel
about CG graphics?

A. Letmesee... ifwedoallof A

it with CG alone, due to today's
‘many

Q. Where does your inspiration come from for creating the
world of LUNAR?.

As for image, this is based on a model of a Roman public

of those have an obvious C6

had
an idea from my learning that they existed like this. If we

look.
combination of hand painted
Wiy e c3f 5 s i pcple 0 famile
Therefore, mﬁummnm'lmw

Japanese type of bath. | tried to avoid that and make it
look like a more luxurious setting. If it were only a two

' combintion ofcel and G, thn It kind o looks ot of
place. Sowe are still trying to figure outa better method of
iizing C6, and another factoris that CG takes too long to

the hot water coming out at this location. So you see, |
rather use my imagination treely. Anather drawing was of
aDojo for the

create. ng, etc.,
lmdﬂlﬂlwllh:l'—'ﬂlﬂ-ﬂ

1 How did you go about creating Lemina?
A. In my mind, | thought of Lemina as Mia’s offspring. |

Jean. | tried to create

Do-jos, | wanted It too look somewhat
exotic, like with the flavor of the Ainu. Usually when we
say, “Do-jo", people think of the typical Japanese Do-jo

thought that using the same character

{0 the fan’s interest, and | thought that by changing the
color of the hair or even clothing, that | could create a
different effect. However, as | continued to make draw-
Ings, I felt that the drawings of Mia didn't fit the char-
acter of Lemina. This character is more cheerful, so |

:-w.-hn-ﬁ. These columns are natu-
rally shaped in a form that is not entirely straight. Since
the time of ancient Japan, like Asuka, we have tradition-

ip.

1 thought that maybe blond would go good with black.

o



SHOPS-—

As Hiro and his party journey to new and exciting lands, make sure to visit all of the many towns
and villages along the way. Upon amiving in a new town, make it a habit to visit the local shops
10 upgrade weapons, protective gear, or items. If funds are becoming low. sell the ¢
unwanted equipment for some cold hard silver. Then use that silver to invest in the latest and great-
est weapons and protective gear. Doing so will make them more effective during combat. Don't
forget to stock up on items. Items are essential in keeping the characters in good health during
their journeys. There are four options in the Shop menu: Buy, Sell, Equip, and Exit

SHOP MENU SCREEN

, or items that are
for sale. Also listed in this
window will be the item’s

brief

Amount of money the
has collected

name, price, and

description of the

BMENU ICONS
The four Shop menu icons

represent the following: Buyy
Sell, Equip, and Exit. is highlighted, they can use
or equip the item. If there

faces are dark, they cannot
use or equip that item.

har
party. If the ch

SHOPS
BUY

Purchase goods. After selecting “Buy” from the menu, move the
ursor in the Item window to select something to purchase. Press

e @ button. When buying weapons or armor, highlight the char-|
icters to see how their statistics are affected

Next, a decision must be made onhow many items to purchase.
The number of items that can be puirehased is based on their cost,
d on the amount of silver that the party has acquired. Use the
up and down Directional buttons toselect the quantity to purchase.
Press the @ button. The item(s) will be purchased and placed in
inventor

There are a couple of things 0 remember whefl purchasing weapons, armor,
n item is not highlighted; the characters do not have
silver to purchase it Second, if a chagéicter is not highlighted, the
are unable 1o equip that for protective gear. Finally, i's usually
good idea to check to see What eharacter has equipped so that the s

item isn’t purchased for them. ‘msw-u save both time and money @

and items. First, if

eno

me




SHOPS— 2

SHOPS

n item, remember that most items will
be sold at half their purchase price. To sell an item, select “Sell
Press the & button. Next, move the cursor to select an item to sell
Press the @ button. If there is more than one of the current item
in inventory, use the up or down Directional buttons to increase or
decrease the number of items 1o sell. Once a decision has been
made, press the @ button. The item(s) will be sold and removed
from the inventory. Make sure not to sel may be needed I

cannot be sold.
EQUIP —

Equip or unequip weapons, protective gear, or items. Before
equipping an item, it is important to see what effect it will have on
the character's stats. The character’s stats show two sets of numbers:
ue; while the number
on the right displays what effect equipping the item will have on the
character. Numbers written in red letters show a decrease in that stat;
however, numbers that are written in green letters show an increase
in that stat. Remember, it's usually best only to equip items that increase a character’s status.

56

er. Note: Some items

EQUIP (CONTINULD) e
To equip an item, move the cursor to select which party member will
equip an item. Press the & button. Next, move the cursorin the ltem
window to select an item. Press the @ button. The item will then be
window.

placed in the character’s G

1o unequip an item, move the cursor to select which party member will unequip an item. Press the &
bution. Next, move the cursor in the Gear window to select an item. Press the @ button. The cursor
will be placed in the Item window. Move the cursor to a free area, and press the & button. The item
will then be removed and placed in the Equipment window.




~WEAPONS, ARMOR, & ITEMS-

BOOMERANG
This_acrodynamic _ projectile
rewms 1o its user afer being
thrown at (and hopefully strik-
ing) an enemy. “The Boomerang
is Hiro's weapon of choice.

of \h.up blades, which makes it
as dangerous for its user as for its
intended target. Only Jean has
the skill and dexterity to use the
Razor Fan without losing any of
her fingers in the process.

blunt weapon
fective at pummeling
your unﬁmun.m opponents. into

@ lunmng mush.

~WEAPONS, ARMOR, & ITEMS~

weapon are designed 10 inflict
maximum_damage on_oppo-

m blade

" umurmwwummcm
dess Althena. 1t's also one of the
most effective weapons a warrior
can use..if you can find it

Ing
device hook into
and grate through b

of cheese. Jeanis especially deadly
with this weapon in her arsenal.



~WEAPONS, ARMOR, & ITEMS~

AURA

This cranium _cloth_ will
inere:
ofthe w
astunning fashion statement.

rmor pro
superior defensive protection
from enemy attacks.

iful helmet ke
its wearer from  suffering
blunt trauma (o the head

~WEAPONS, ARMOR, & ITEMS-
ANGEL RING

This tiny piece of jewelry is one:
of the most valuable items in
the game. If equipped. it will
revive its wearer from a fain,
and restore their Hit Points.

sewn together with the thread
of holy silkworms.

fron
ed with magic.
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~WEAPONS, ARMOR, & ITEMS—] ~WEAPONS, ARMOR, & TTEMS~

e
This herb is an inexpensive:
way to heal small amounts
of lost Hit Points.

VITALITY VIAL

e,
Drinking the liquid within this
oly vessel dispels all disabili-
ties and generally just makes
you feel good all over.

These wings have lost some of their
power over the years, but they
transport characters out of dungeons.

s delicious, nutritious nut
anyone  who

Silve cn_festore
huge amounts of lost M
Points. However, they are

ANGRIS TRAR very hard to find, and all but

impossible to purchase.

This magical item pe
the s
White Dr:

disappears after being used.

pretideml et
These precious itemscan

fevive  unconscious party

members during combat. @

propertics  that
afflcted souls of
condition.




rp = N AG]

LUNAR is a world filled with magic. With all of the many differ-
ent branches of magic. Hiro and his companion
10 a certain field of magic. For instance, Jean’s magic
offensive, while Ronfar’s magic is used for healing. Magi
ties will increase and some magic will change into more advanced
magic as levels are gained. The following pages will preview
some of the magic available for each character.

Hiro

ivers a whacl A double-dose of
and comes back. flying wood,
Hio  starts A a more. powerful
version of the Boomerang

Magic Effect: Only affects the selected ally.
a Name: One Ally TRbbreviation: 1A

Today's forecast
fective rar ¢ forecast
A magic might || 2 2 o

 Effect: Affects all of the allies in the party before this storm.

“as ame: All Allcs, TAGbreviation: AR n A more powerful
IR ‘Magic Effect: Alfects only the allies that arc in a selccted arca.
- Name: Ally Zone. [Abbreviation: AZ VORTEX SUPER CYCLOLIE

2 ‘Magic Effect: Only benefits the person casting the spell

sta — What  happen A Mo
aa Name: One’s Self Abbreviation: OS 7
m | when  Althens ous funncls, and
E Magic Effect: Aflects only the selected foe eezes?  Every a more pow
found a4 Name: One Enemy. [Abbreviation: IE version of the Vortex,

lowing charts.
L Magic Elfect: Aflects cvery single enemy on the batlcricld.

Name: All Encaics TAbbrevaton: AL

Hiro increases his
own Agility, so he

S cn attack  the
= icky-poo monsters before they
attack him,

Magic Effect: Enemics located in a selected area will be affected.
Name: Enemy Zone: [Abbreviation: EZ

Magic Effect: Affects only the enemies that are in the line of fire
Name: Sngl Line TAbbreiaion:SL =




Gvyn

POR SWORD

Hiro hops high
and hits hard. Hiro
will use this attack

many, many times during the

course of th

a wind bomb.
(Insert your favor-

HRAL LITANY

ember  receives
Swedish

sue massage.

st restores HP.




Ronfar

RSCAPR LITAINY B

Restores some F

10 one ally ally and reston

all their HP in th

TRAY lg‘ULL LITANY DRSTINY DICR

Restores most HP. % Choose_odds o

all conditions,
thanks o th
power of Blue Cross health
insurance.

ANGER DICE
reliutr-Pathe
The higher Ron- h o
the mor from an_ enemy P from s b
ves them to and
one of your buds.




. ~—MAGIC
ean e
g i I > XJ‘U{. KISS

poisonous for
gl croup of unforty:

st
ross the battle:
1d, introdu

 foes 10 her feel.

s ook
lust  (and




already has this spell when she
joins the party

A powercd-up ver
sion of Flame

which Len

cams only two |

joins Hiro's party (a Level 20),

|

This spell

with fire. Br

ers the batleh

el

Ashes 10 ashes,
dust 10 dus
powered-up ver

sion of Buming Rain with twice
J the MP cost.

ne ally receives
toasty increase
of Attack power

alls upon  the
forces of Mommy Nature to
nuke your focs.

standing within range of
Lemina.




geted group of
from

stabs one enemy

ht in their d:

d a
up of bad guys.

Storm of the cen-
tury.




Solid Snake.
powered-up ve
sion of Rock Viper.

jon of Rock Crush.

co plunders an

ground. Leo start
with thi spell.




~SHOJ MURAFAMA, ANAMATION -
INTERYIE

(1. Describe the process of creating the animations.

/. Based on the art created by Mr. Kubooka, we meet
1o plan strategy with the animators. The animators
then create a lay out. The producer, the animation
director and the director check the lay out, and then it
Is returned to the animator. The animator then finishes
the original drawing and then they recheck the original
drawing. After that, the animations are put together to
create the final product. Finishing work is done on the

computer
ated on the then rendered. At that time
the background Is filled in with a water color drawing.

puter using a scanner. We also adapt 30-CGl for use
In these works. This 30-C6i consisting of Lightwave
faages; using his we make a compusit thal esulsin

ton picture and render t in a um-m image.
0. How do you go about editing the animations?

A. The order
inined by the art. However, it depends on the animator
because they each have their own personal
Istics. Using the work done by many different anima-
tors, i pn

and director edit and match the timing. The process
of producing in this fashion, shortened the timing of

‘express their emotions such as surprise. Also, setting

gam 1
This Is one of the greatest challenges for this type of
editing.

Q. What was the hardest scene to create?

A. The most difficult thing was to get along well with
the game creator. The most diffcult scene was at the

was very hard. I it were a regular movie, the scenario

yet be reached.

Q. How do you view the animations in the game?

A. The animation in the game is made in order to

improve the experience of the game. Even when there

are a lot of animations included in the game, the most

Bmml&” The animations are
the play

us
mnb-.u the game to improve t.



Legend, vanishing memories, endless pageant.

Deep sleep of solitude,
someday time will come to be awaken.
Now, the forgotten old book.

Only the past is recorded.

Circle of lights and shadows, the moon

is melting into the clouds.

Sound of wind, tune of journey,

in the unknown foreign town.

Someone is waiting for me for sure,

as if whispering in my ears, tells me secretly.

lue moon, dance the sky with a fairy.
Future in my mind in such a way.

Evenif the dark shadow brings the storm,
we'll turn the light on.

When the comet pulls the golden bow,

1will start sailing in the sea of the Milky Way.

50)

English Lyrics

Solarzmamlryfn.nn)\mrmmd

lllugmwn,dd;uytht sky with 2 ﬁlry.
Future in my mind in such a way,

<chorus 2>

Thenifit’s tobe,

1l find a glimmer of the lfe,
1should know.

Only that moment

can show me what | hold so dear:

Until that moment,
Il find in the love

Even i theadark shadow brings the 1
Tosoothe my doubt and calm my fear:

within my slumber.

Turn on your charm and hold me near

<crepeat chorus 1>



LUCIA’S THEME
Original Japanese Lyrics

LUCIAS THEME ———
Ergtish Lyries '

When 1 was alone 1 did not notice Youand1, ﬁraway,mbtbngzp.m 'wnmmsumam, 7 | Andmdllnwurwannmdma <horiss
the piercing blue sky. Meand blind, 1 3 oufh
1 dgan 3 Immaﬁr " Therekimagic ile,
Wher 1 was alone did hear, 'm;n‘ ik, o L N 1
Heart trembling, sound of wind. <repeat> T b A:) j
e fce, socold. <bri
"ww;"-wﬁ}ww'n- PRy — et iralnrdi :":um_w":‘:::t:»‘“ - ¢ wﬂhb:!ourwarmemlm,
Abwags being lose by me. - The piercing blue sky: > o Y Y When 1was a »
o When wasalone. myeyes were as blind, 1 know Evﬁfm}r A,
Sight tomy eyes, oy bril 2
""'"""""""““"@""““"““ andwarmth tomy heart, 1 couldn't behold. 1) e
4? / Your love has been such to me. f i
mu.i?..uﬁmm , 7y i When I asalone a ne, /i /m‘wk . A
Fullof sarshing ” pilgpernn - \S Myheartwasasicessocold /I /" theres magic inyour il
Time tobe wrapped in. - - p A M EES oo theres ot w cant o
Asmuch as possible with both wr 2% ¥ o VLA o
; hande y /& ; : yout warm embrace,
smuchandhold GhE. g 7 / <chorg o N Myheartwillfnd a place,
3 tires e Even from afar;
Ourlove eternal shall be desti
A seemsthersthingweeantdo. L S Q- e cternalshllbe destiny
And strengthen my leani
i - rm.gu love to healall g wounds. |

52)
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~S, SATA, MAP DESIGN EDITOR -
INTERVIEW

0. What kind of programming did you do for LUNAR 22
A Since I do the map

| personally think that the character dem-
onstration is very interesting them because it has

to enjoy the story and | believe it is much more enjoyable
o take your time in playing the game. If thero are some
mmmmuwmmmnz

‘might win in a quicker fashion.

separately. We construct

or combine them together on the screen and If they match

wel, then we proceed. As a programmer, my Job is o pro-

duce a product that s visible to the player without any

proiem. the raptic designr does  god b thn o
Job Is easy.

Huw did you go about making the character demonstra-

A mm_.mmmwmwmm
(raphic software called Gaudi. After we have made them
separately, we match them together on the screen. When
we match them separately on the screen, the color combi-
nation has to be right and the characters should look like
they are standing on the map in an appropriate fashion.
Our most important function is to make sure that the char-
acters are standing on the map and are able to be viewed

25 moving within the given map and we make appropriate
‘the restof

our job is to just create new data. It's not that hard.

A. | don't want the players to win quickly. | want them

Q

A
part of the game but if you don'tlsten to the story care-
tully, t,

then

you should be able to do fine.
0.Doyou play games?
A. 1 love gaming; ever since | was a little boy, | have boen

place

like.

3 I
Jumped for it. mmwﬂ.tmu'lﬂw

‘company, | really worked hard.
. You have an nteresting pen name don't you?

In Japan, that
this name Is so scary. When I use this name as a handle
name,

‘people who were surrised at first but once they
oo my el e, thon ey s, A oub
that makes sense because of the similar



———TRANSLATION NOTES

‘When doing LUNAR 2: ETERNAL BLUE COMPLETE, we had a ot to live up to in the minds.
of you, the fans. LUNAR: SILVER STAR STORY COMPLETE raised the bar both in presentation
and in interesting character interaction for RPGs. There’s nothing worse than going into a game or
movie with high expectations and not having them met, so we tried hard to make ETERNAL BLUE:
COMPLETE meet the high expectations we knew you'd have.

First off, in the packaging and presentation:department, it goes almost without saying that no!
USS. console RPG has ever had the kind of packaging and presentation present witl 2:
three game CDs, “Making of* movie CD, FULL soundtrack CD (not some lame “sampler”), a ful
set of character standees, paper map (no annoying fumes this time!), full-scale Lucia’s Pendant
hardbound manual, and for those lucky enough to preorder at a participating retailer-a Ghaleor
Punching Puppet!. We've literally Worked on putting this package together for about two years.
We hope you like i "

‘As for game changes, well there were quite a few. The save game system was ‘overhauled, net-
ting thirty saves per Memory card, instead of the original three. Yes, thirty saves is a bit of overkill,
butit’s REALLY niceifiyou want to save before animations or eve youlike. And, with the dual
Memory.card support, it's possible (0 have sixty saves online at a pin Analog support was addec
for our DUALSHOCK ™-using fans. It's a small feature, but it really does make things casier on
the thumbs, The system menu was changed so that spell names can be turned off in battle: An
due to popular demand from players of LUNAR: SILVER STAR STORY COMPLETE, battle voict
can'now be turned offs

Since ETERNAL BLUE has more voice clips in-battle than its predecessor, repetition is not
big an issue. But, the feature was added 5o you the pllyar, can decide iﬁhc battles have voice o
not. The dialogue box
coded 1o show spell-effec

tivene:
version. Shopping is a bit casi
chieck the stat changes of a weapon or item you want to Imy BEFORE b\lymg it.
ously, you had to buy & weapon to see what it would do for you. And finally, the I

- TRANSLATION NOTES——

hange since the demo we released with Vanguard Bandits was probably that the
was eliminated.

In the recording department, quite a bit of the Spoken dialogue in the game was reused from
the SEGA CD version be e the animations or events hadn’t changed. However, there were two
fairly major changes. Hiro was completely re-fecorded to better match the voice with the face.
Ruby was also re-recorded in manydreas to soften her‘attitude. In the original release, which
very faithful o the Japanese version, Ruby was pretty shrill and a bit annoying. With the re-
release, we made an effort to soften her a little and perhaps make her a bit more likable. Finally, we
ilded baek some audio events (like Ronfar’s haunting Mauri flashback) that were removed from
\he Japanese release for reasons unknown.

Finally, with regard to the animation Scenes; we. did our best.to make the U.S. Version look
belter than the Japanese version, The Japanese version was 256x224. resolution, with a video
window up to 64 pixels smaller than maximum. On the U.S. version, we upped the display resolu-
tion to 320x224, with the video window at full screen. To reduce artifacts, most scenes were run

i i i o changed 0 38Khz monoas

music slowdown

me lies with you now. We hope it rekindles fond memories
for those of you that played the originalsand creates new fond memories for those of you playing
it forthe first time, LUNAR really,is a special game that ranscends gaming in the traditional sense

S real. When you're done it seemsas if the characters are people you really knew,
ty indeed. We've had a great time'in the LUNAR universe and Hope (o see

m\l that's
you before you're too old to hold a controller with LUNAR 3.

a rare qu

Keep the cards, letters, and E-mail coming. We read them all, because it reminds us that we
really are nothing without you!, Thanks for your support, and we'll see you soon with Arc z

the Lad Collection!



Greetings and salutations, you beautiful reader, and welcome to the mini-walk-

2 | through. in which we've yanked a bunch of keen information straight out of the LUNAR

© 2: ETERNAL BLUE COMPLETE OFFICIAL STRATEGY GUIDE and reproduced it
here for your reading pleasure. This section will lead you through the first few hours of
the game, from the Dragon Ruins to the Blue Spire, while giving you a delicious taste of
what the Official Strategy Guide has to offer.

There are several unauthorized LUNAR 2 strategy guides available in stores and on
the Internet, but none of them feature detailed artwork, exclusive interviews, or any of
the other cool stuff that can only be found inside the Official Strategy Guide. (Some of
them aren’t even printed in color! I mean, ¢’'mon. how lame is that?)

Also keep in mind that the unofficial guides are based upon the Japanese version of
LUNAR 2, not the American version.
improved) during the localization proce:

¢ or entirely wrong. (Just ask our ci

nce LUNAR 2 was considerably altered (and
he information in unofficial guides is often
tomer-service department, which receives

. d of sales pitch, start of walkthrough. A few reminders before you
ead towe
1) Not all of the weapons, armor, items, and monsters are section-only
those that are found at the beginning of the game. The Official y Guide has com-
plete lists of every weapon, item, and monster, along with a cross-referencing index so
you know exactly where to find the goodies you want
2) This is an abbreviated excerpt from the Official Strategy Guide-abbreviated
because there was a ot of information o pack into the following pages. The Official
* Strategy Guide d I hots, along with plenty of insig-
" which document the differenc
between the old and new versions of LUNARZ interviews with LUNAR 2's creators, et
cetera) which we couldn’t squeeze into this section.
Okay, okay. End of disclaimers, start of walkthrough. Read on and have fun!

The next two pages contain descripti

armor, and items that

can

tures of the weapon:

found in this section of the walkthrough. Below is a
sample chart with explanations of all those mysterious categories:

This i the formal name of the tem,

Nicknames and allemate names
i’ Poker Thingi
inciuded.

This is a pithy description of
the item. Some folks thought the
descriptions were silly, but we told

them 1o pith off.

item. When sel

bought or sold.

e
oy i b ooy
price is shown, the item can't be

This is the mmh.m price of the

DESC./EFFECT

Thisisa b Pho-

op-processed picture of the
s seen in Ruby's inventory

"his shows which o the ganc’s

& Gic.
y -5) are shown in od. the
color of danger and pizza sauce.

five major

is minimal,
actions you i)
the item.

Gwyn, whose mh in the qmn

DAGGER

Daggers arentas powerful

) or anclul agaiant mx.ri“;ﬂz'k

W atacks instead of o

Half-step above a butter knife.
Attack +2, # of Attacks +1

they allow
m (gener-

ANCIENT DAGC

Old-sehool eritter-cutter.
Attack +6, # of Attacks +1

) Leaing

4




The only type of “armor thal everyone can
wear. Iron and ironing board not included.

1coN DESC.,'EFFECT

loth-caten and SO out of style.
Defense +3

These unusual objects serve special pur-
poses, and some are used 1o solve puzzles.

SPECIAL ITEMS

Oneot

RIGHT SAPPHIRE ®

on you
habit-
me 1o become
familiar with your foes! Please note that the game’s
bosses™ are presented in the big. bad Walkihrough,
which gives us more room to describe the different
attacks they use. and to tell you how not to get killed
by those attacks. Below is a sample of monster data
hat explains the various statistics:

el o

s g, T

This b what the monsters i yourejust an
ecquiomnce, 10 yoo shaukd b v ol Fos eunpl
youdrefr o this monscr s “MISTER Dung Becte”

The g s . h o damse s sl ks G,

el i
TTACKS
T e s oy sk e o con (o [

. the s damage it eceives

e ighers o’ e

o s e
prans

e |.p.m.w,\ ity ing. the sooncr it can

e (1 ot sk you bl Yo ca ke

ish sk s the

damaging “crcal hi

onsier' spec . the o ofcn it des your

ISDOM
The igher a monser's wisdom rain. the e damoge s mai
ol attcks caue

MAGIC END(URANCE)
The. sl endurance, the les damage

JEWEL

s collection. One of two

From Gwyn'
L JEWEL @,......\,.«,.,q......mm.m...spxn.

EEALING ITRMS [Mese musosl objects serve spec
poses, and some are used (0 solve pi

1

ter's movement range, the more e can

%
gher a monstcr's fuck atng,the higher the charce that s
stk willbe 3.

The biting attack of this

HiT FOINTS
r it o a st e e e o st

eore ok, Simple

EXERINCE POINTS

0
icates how any cxperience points s given to

k3 al 3
= owm bitof P e ly implics, o
opy. Any nl\.:m\u\
overs plenty of HF. (bonakl) Muey e
HEALING NUT “"“‘ Rleaty Or Y. 2005 10 squash the B
_ by srach :.::1 [ e
L ® ey EAST DESERT PASS
Revives flnted characters. [ty e s e appes i e s, T Whi
ANGEL'S TEAR [2) - e 6005 e T — T

and o
llr(tu Lrrileed spaimchi-foom

WEAKNESSES

e 0 i he e b esaly sl
W

RESISTANCES.
This s a st of magic 10 which the monster i especaly resitant
(s, you shoulr 1 e thos types f el




MUMA

DUNG BEETLE
[ATTACK

SAND CYCLOPS
e

The biting attack of this

BRAINPICKER
- [ATTACK

When the Cyclops looks ke
he does above, he’s gonna
use a biting attack; when

crappy. Any - character's [SUNERG G 1] | he'ssinking outof the
.mmm attack is enough ) ground, he's gonnausea sur-
h the Beetle; even | WEAKNESSES; prisingly strong fist-smash.
scratch and fire- . | | Fortunately.he's much more
breath atacks arethl, "s's\T.’ch“ likely to bite than punch. o
EAST DESERT PASS EAST DESERT PASS
SAND SHARK BANDAGE BOY

MAGIC END ......... 35
RANGE 30|

‘When thi

1

placidly floating, it's going |Hc ki

10 use a weak rolling til- [EXP POINTS..
whip: when t's gnashing its[SIE
jaws, it's going (0 spit a fire-
bomb (which does roughly

HERB (20%)

VER.
ITEM (DROP %):

4
9|

il i i
e Rl

unleash & spinming atack which
s ot ongeiosy et
chancter (0 move away from HERB (4%)
A

FIRE. WATER

twice the damage of the ail- | o HIREWATER Bandsge Boys kil the Mummy | ESISTANCES:
whip) into the air. NONE 1o killal the BBs ot onc. NONE
BLUE LABYRINTH BLUE LABYRINTH
SLIME BOMB ANGEL
T

Yes. itlooks.

The only action this_ pathetic

phin than a shark, but we
stick-

digress. Whenits.

ing outof the sand.it's
1o use a mild leaping atack
when its face is showin

going 1o blast you with a

RESISTANCES:
@ powerful sonic beam. NONE
EAST DESERT PASS

nember of
s 10 lumber towand  character
d punch him or ber for very
le damage (usually 1 HP).
Bandage Boysalways fight with
& Mummy as their leader; kill
the Mummy and all of the BBs
instantly dissppe

BLUE LABYRINTH

This green gob of goo-the
nd cousin of flubber—
bounces toward a charac-
ter and bites him for a very

When the Angel’s gun is
flashing, it's gonna fire
big bullet that damages all
characters within the blast

mild amount of damage Zone; when the gun isn't o
(When lime Jell-O goes flashing. the Angel will use | RESISTANCES:
) AL Cachame | CHARM. IARALYZE
badl) RESISTANCEs; | [ i weapon topokeachamc | - 5050 g
NONE terfor mild damage.
BLUE SPIRE BLUE SPIRE




CRYSTAL KNIG!
ATTA

P
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L
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BLUE SPRIRE




BOULDER BLOCKAGE
Walk up to the boulder and
press the © button to trigger a
comment from Ruby about how
you were nearly squashed. She
also obscrves that you're not
getting back into the Drag
Ruins unless you fin

other
entrance.

[ MOVE ALONG, PEOFLEI |

There’s literally nothing to do

Desert Pass

ON YOUR KNEES, BOY!

After your initial scrap with two Dung Beetles
a d Cyclops, Ruby suggests tha
a prayer at the state of the Goddess Althena.
Walk up (o the statue and press the @ button to
restore your HP and MP. (You don't hiave to use
ince you start the
Herbs and a Star Light, but you'll quickly use up
all of your healing items unless you avoid a few
monsters. Better (o fight them all and run back to

u say

iventure with five

‘When you reach this point, the Dragonship Des-
tiny crashes onto the screen, and Hiro and Ruby
have a chat with Lord Leo of Althena’s Guard.




Take some time in the East Desert Pass to experiment with [The Busic booty 10 b had in t]
Hiro's dash maneuver, and skay most (or all) of the sandy critters.
Retun to the statue of Althena whenever you're low on strength,
which will be often. If you fight every monster along the way, Hiro
{ will eam just enough XP to reach Level 7 (and thus gain the Poe
Sword attack). |

During your jaunt through the Pass, you have a close encoun-.

2 x 1€ of the third kind with Lord Leo, captzin of the Dragonship
White Knight Leo sure knows how Destiny. Leo explains that Althena’s Guard is here to locate and
to make fast friends. Why doesn’t  eliminate an evil being called the Destroyer. After telling Hiro to.

STORYCHIECH S sanp,MAN | [ (SIS IR
R o s

¥
[should retreve it all anyway, 10 get
into plenty of fights and boost Hirol
up t0 Level 7 (which cnables his Poc
» [ Sword atack).

he just call Hiro ugly. too? 20 home before he gets hurt, Leo sets the Destiny off a course for
Gwyn's place. Gwyn...as in Hiro's grandpa? Hiro:
‘ to head for home, not just to avoid a spanking for
but to find out what's up.

sword-swipe-he
with a tap of her paw-—so

and concentrate on killing the sand-beasts with
‘your Boomerang. When only Beetles are lef,
use your regular attack 10 kil two in one tm.




Just because Hiro is an adven-

G| trer doesn’t mean he can shirk

s around the

peek at the “Weekly
Dishwashing Duty” list revea

other peck at this list

much later in the game and

If you get through the East
Desent Pass without using the

of Althena, which you

GWYN'S HOUSE

hic
animate the  rippling
puddie of water outside
Hiro's House. Good old-
fashioned 2D artwork:
gotta love it

READING MATERIAL

Look at the map and the bookshell near the desk in the north-
west comer. The map describes the town and cities of LUNAR,
while the bookshelf has Gwyn's “Ruins Research List” detail-

shelf as you progress through the game, as Gwyn frequently
adds 10 them. You should also take the time to read all of the
books in the basement, as they 're packed with useful info.

OBSERVATION DECK

!

MAIN FLOOR



Hiro’s and Ruby's suspicions are confirmed as they di
the: Destiny double-parked outside of Hiro’s House, which
means Lord Leo is probably already inside, picking away at
poor Graridpa Gwyn’s wrinkled brain. You can board the Des-
tiny by walking onto it (on the world map) and pressing the
 button, although the guards on duty won't allow you to
ture below decks. (One member of Althena’s Guard amusingly
rambles about the first time he beheld Goddess Althena.) After
your brief tour of the Destiny, enter the House to find Leo and An obsessive member ll)|=
Gwyn in the midst of@iiheated conversation, with Leo trying to ﬁu-lrd Inlklhm%m

determine what Gwyn'’knows about the Blue Spire. e saw Bitme
SIORTHETR GWYN'KNOWS NOTHIN

Talk o the soldiers, then to Leo (twice), then to old man Gwyn.
Gramps.ifiroduces you to Leo, who impatiently demands that
Gwyn fell him how to enter the Blue Spire. Gwyn starts to
a theory, but Leo rudely cuts him off. If the Spire’s
entrance can’t be cracked, growls Leo, the Destiny's Dragon
Cannon will simply blast through it. Talk to Gwyn (who scol
Hiro for exploring the Dragon Ruins) twice more, then ch
with Leo, who invites Hiro to join Althena’s Guard, Ruby

rejects the offer-while making another cutting remark “And then I shall

(D) wbout Leo-andieo heads for the Spirc to setup a sur-_ doswt agre ity
alented

prise party for the Destroyer. agen

STORYCHIECKS ORINVITED GUESTS
H i)

ch

STORYCHIECI

After Leo and his underlings le
the building, Gwyn comments on
the wackiness of the conversation
that just took place. According to
Leo, the Goddess Althe

d well and doling out orders to

Althena’s Guard. Grandpa climbs
up to the. ob\crvulmn deck to l.nh.

SIP’A\IR{‘lKlL][N(G SIPIRIE

apeek amoment

the codépendea old coot s
ling for you. Go up to Grandpa
and watch the fireworks, as a twinkling light descends from the
Blue Star and disappears at the top of the Blue Spire. Gwyn has a
very bad fleeling about what just happened, but Hiro is pumped up.
Choose either of Hiro's comments (“Let’s g0 to the Blue S
or “Let’s check out that light!”) to convince Grandpa
trip is in order. He sends Hiro into the basement (o retrieve the
Ancient Dagger from the chest. Scurry downstairs and take it, then
talk to Gwyn, who hands you the Left Opal Jewel. (If you haven't
yet equipped the Knife, he scolds you, and if you have, he praises
you.) Leave the House and march north to the Blue Spire’s forbod-

ing entrance. '

a field

dhpM at spotting a group of hirsute

nudists on the

ne all the

Exa
get hooked on
crack open the
Dagger.

ch below the Spire.




BIG BLUE BUTTONS

Press the buttons in the northwest, northeast, southwest

and south-

THE JEWEL, FOOLS

| Grandpa Gwyn insents the Left

n Jewel into the dragon’s
head. but nothing happens, much
1 his chagrin. Wedge the Right
Dragon Jewel into the dragon’s
open socket (walk up to the socket
and press the © button). The

izes not only that Hiro has been
] exploring the Dragon Ruins, but f
that Hiro is all grown up.

BIG BLUE BUTTONS

Enter each of the four rooms, walk up o the
floating orb, and press the & bution to place
the orb onto the pedestal. The teleport 10 the
next floor is activated when all four orbs have
been plopped into place.




BIEVEIS IRERIE BEUE{SRIRER 1

BEUEISRIRERIH

MONSTERS
(LABYRINTH)

MONSTERS
(SPIRE)

BANDAGE BOY | BRAINPICKER

IBEUHSHIREIGARD EN] CRSTALRNIGHT

SIME

Spire have
wimpy (which

[Boys immediately disappear







SCOPING THIE SPIRIE
S TN N N NN SN SN SN SN SN
When Hiro, Ruby, and Gwyn
walk up to the statue of Althe
in the Blue Spire Garden, they
pause to soak in the lovely view

Gwyn expresses his amazement
at being so close to the Spire
after so many years of research-
ing it. but Ruby points out that
Gwyn needs to enter the

pire ““That has to be the most beautiful Gwyn, like. totlly trips out at the
before the real celebrating can pond of water I've ever seen! Oh, thought of exploring the structure
5 which he’s spent a lifetime ogling

GROPING THE GLOBE

begin. and the Spire is nice, too!

NN N N
As you enter the seventh floor of

Spire, Gwyn mentions i hidden
nd asks Hiro and Ruby
d for it while he stares
ngely fascinating walls
Talk 10 Gwyn, then walk to the

elowing globe o, the, niorth side h e f x

but I'll just go stare at the d Ruby is not at all fond of the tele:

ind Ruby are in the Trans- g my beard while you childn
mission Room. the work of locating it. Toodles!

do portation process

@9 __LOOKY-LOOKY! LUCIA!

N N N PN SN ~

The Transmission Room is brightly illuminated by a
tal on the north side of the chamber. Walk up to the
Hiro and Ruby starc in awe. Then the crystal stops spinning and
Hiro and Ruby flying. One super-
later, Lucia has arrived on Lunar.
asks for their

explodes with light, sendi

cool animation sequen:
After Hiro and Ruby introduce themselves, Luc
help in finding the
Ruby says no, but Hiro says,
yes. and Lucia transports
everyone back to the sev-
enth floor of the Spire.
When Gwyn finds out
that Lucia has come from
the Blue Star, he freaks
out and insists that they
leave the Spire before

oddess.

&

Hiro can't help falling instantly and
hopelessly in love with Lu

Leo shows up. Uh-oh.

®



MONSTERS A1

ND MIAGIC

NN N NN N

As you stroll across the sixth
floor of the Spire, which has
2 truly lovely view of the Blue
Star, you're attacked by a group
of five Crystal Knights. Hiro
proudly volunteers to slay the
Knights, but it's Lucia who lays
them 0 waste with a mighty
magic spell (Plasn ). Hiro A Hiro offers to protect Lucia, but with A Lucia docs, however, a
asks Lucia how she wields such w Rain at her disposal, - room for Jell-O.
power, but the
walks off, leaving Hiro dazed and
confused-and wondering if she’s the Destroyer

Just because Lucia won't explain her powers doesn’t mean you can't take advantage of them, of
course. Wander around the § d get into combat with every monster you find, having Hiro and Gwyn
defend themselves and allowing Lucia to do all the monster-slaying with her trio of super-spells. Keep
romping through the Spire with your invincible new friend until Gwyn reaches Level 12 and acquires the
Shattered Sword spell. You're definitely gonna need it. (If you run out of monsters, descend to the first
pire and retum to the second floor. The Spire is magically repopulated with beastie-boys
ro from the first floor to the second.)

spells like Plas

she can definitely take care of herself

floor of the §
every time you g

@

ZOINKS! ZOPHAR!
NN N N AN SN N N NI
As you leave the Spire and
rden, Lucia says
that she can't feel Althena’s power
inthis world, which will obviously
make the Goddess 4 little hard
1 find. Talk 1o Lucia afier the
animation and she asks if some-
thing has happened to Althena.
(You can also ignore Lucia and Unforunately, Lucia’s
try 10 leave the Garden, although speak as loudly as lm declarative  Don’t hide the truth fror
a scolding Ruby won't et you.) . No, really

Lu
question-not from Hiro, but from a very deep disembodied voice which she
descends upon the Garden, Lucia attempts to destroy Zophar by calling upon Dr
ing happens. and Zophar giggles like a demon-possessed schoolgirl. He tells Lucia that he’s s
the power of the Four Dragons, then strikes her down with a massive magical attack, Lucia collapses in
a heap as Zophar gloats about his imminent takeover of the universe.

As Hiro helps a punch-drunk Lucia to her feet, Gwyn says that her soul has been cursed-and that’s
just the bad news. The worse news is that Lucia will kick the bucket unless Gwyn can find a way to
break the spell in one of his many books. There’s another big drawback to the curse: Lucia now has a
single hit point, stripped of her magical abilities. As you walk south to leave
the Garden, Ruby laments the serious situation in which she and Hiro find themselves. (Yeah, it’s always
fun 1o goof around until someone has a curse placed on their soul, isn't it?) Make sure 1o use
Alihena’s statue before you leave the Garden, because the game’s inaugural big boss battle is
imminent

you trying to say, Gwyn?
us. Just give

words. itto us st

receives an answer o her

alls Zophar. As darkness
on Power. Alas, noth

aled a

nd has been complete




N NN

@5 . BEXTTHE GUARDIAN!

Ruby thinks it’s insane to take on the Guardian, but you don’t have a
choice. Walk south to provoke the Guardian into attacking—only affer
using the Order command to move Gwyn (o the far right and Hiro to the
far left, so that the Guardian only attacks Hiro during the battle. (You
should also walk out to the Garden and back into the Guardian’s chamber
to prompt & comment from Ruby about your impending doom.)

GUARDlAN

There aren’t many strategic decisions to make in this battle. since you only
have two characters to control. Hiro should attack with the Poe Sword on
every tum. If the Guardian casts its power-up spell, have Gwyn cast the
Shattered Sword and Fractured Armor spells, in that order. If the Guard-

ian weakens either Hiro or Gwyn to the point where they're in danger of
croaking, have Gwyn use a healing spell or healing item. Otherwise. simply have Gwyn defend. It
should take roughly a dozen tums before the Guardian goes down. Run back to the Garden and use
Althena’s statue after your victory to heal yourself up. as you still need to fight through the rest of
the Labyrinth

Mﬁ When  the  Guardi

flashing and stretching the
n (of ball-and-chain fame) between
its hands, it’s going to cast a spell on
itself to simultancously boost its Attack
and Defense ratings. Good for

him, bad for you.

is

ch:

Suardian twms ..it's prepa

ng 0 boost both

into a fasher its Attack and Defense.

When the
merely

(=]

dian is
nding in place,
slowly and clutching his chain
in his fists. he’s going to swing his r

breathin;

ce
and smash one character, causing decent
damage (or considerable damage if you
haven’t yet cast the Shattered Sword
spell on the Guardian).

M When the Guardian is

twirling the ball and ch:
above its head. it's preparing to smash
one character so hard that the shock
waves from the impact cause damage to
nearby characters as well. Ouch, babe
Big ouch. That's why P

‘When the Guardian is breath-
ing slowly and deeply..

s gonna use the time-hon-
ored skull-smashing swing

_you're gonna cat the
fan’s most damaging &




@®s _ __ __ GUARDIAN GANG

come o
As Ruby notes. one Guardian was tough enough
10 beat, so how can
Well, frankly, you
After Hiro (or Luci
out, Ruby places her head betw
e lmnhvh\\h1I\ﬂll>ﬂ-ni!\\\ That's when
oss the screen

i vapeics e Goaelars. Ruby wondens I
Lucia has regained her powess, but that theory is incorreet; the ser
with Lond Leo standing proudly
coning to the Spire despite his w

nwasastug: The [

[
P|. delc 2 four of them is impos-

and don't use a (0 nuke the harber
dnmmw Guandians,

scrolls downwand to e
n the bow. “Twas the Dragon Cannon that nuked the C
nings, and orders himm 10 head home. Which leads us to,

@we LYING TO LED

As you attempt 1o walk past the Destiny. Leo leaps off the bow and inquires a
ity of the worman in the red robe. Instead of answering, Hiro cleverly dodges th
question, and tels Leo th was attacked by a monster a the top of the Spire. An
) Lo dranws his sword and sprints into the Spire with a group of

wship Destiny,

i Leo scolds Gwyn for

ling behind him. Ruby congratulates Hiro on his fantastic fib, but G,
reminds everyone that Lucia is growing weaker by the moment. Leave the Spire and
retum to Gwyn's Place,

e
.

As you enter the Iiulm \\yn
and Hiro drag Lucia over to the
couch, and Gwyn runs down-
stairs 1o try and find a way to
break the curse. Run downstairs
and talk © Gwyn twi

come back upstai
witha (o and turnin’ L
She tries,to,stand up, but just
as quickly stumbles into Hiro's
arms. As Hiro lays
down, she explains what happened with Zophar at the
and why she’s looking for Althena. Turns out that Luc
come 1o save LUNAR. not to destroy it. Speak with Lu
second time and Gwyn returns from the

news and good news. First, bad: he can’t break the cu
2o0d: there’s a priest named Ronfar in the nearby v
Larpa Who might be able to cure her. The village is 0o far
on foot, so Grandpa pushes his boat outside in preparation for
some high-speed sailing. Before heading outside, Ruby tells “And I'd be cven
Luciathat Hiro is “ALL mine.” but Lucia ends up confused, and _retwmed (o the Spirea
Ruby ends up unamus hot babe for yoif




(C(O)I\\AIIE S/—\\]l]L AWAY

Ruby. 1 which Gwyn replies “Nuh.
10 stay behind at the house. due to
backlog of books to read.

When you appear on the world map, walk east onto the boat
and press the  button to hop i Sail directly to the west
and presS the ® button when the boat is just above the dock. You
automatically tie down your dinghy and return to dry land. Now
walk southwest and enter the town of Larpa, which is located at
the southern end ufaxnl' mountain range. 3

istond: age and vast

You've rescued Lucia from a most heinous fate at the hands of White Knight Leo, and you' n,aboul,ﬁ
10 set sail for the desert town of Larpa. You're also on your own..unless you buy the LUNAR 25
ETERNAL BLUE COMPLETE OFFICIAL STRATEGY GUIDE! Not only does our humble

hardcover (yes, hardcover) tome contain a complete full-color walkthrough, it's also loaded wi £

Animechecks! Transcriptions of every delightful word of spoken dialogue in LUNAR 25,
spiffy animation sequences.

Retrochecks! Nostalgic |u--nhym of the many differences between the cl:
newfangled versions of LUNAR

ic and

Boss Strategies! 1.
monsters-every attack they

m all you need to know about LUNAR 2's stronges
1l use against you, and every tactic you'll use to defeat them,

Bromides! Discover how to collect all the hidden portraits of LUNAR 2's lovely lads -
and ladies.

Interviews! Words of wisdom from the
you won't find on *“The Making of LUNAR 2" CD,

ctors of LUNAR 2 that

Stickers! A whopping three full pa cter, and bromide stic
ers. Trade ‘em with your friends! Put ‘em on your wall! Just don't use ‘em as Band-
Aids!

Poster Offer! Explicit details on how to get your grubby little hands on an
exclusive-and free, not counting the accursed S&H fee-LUNAR 2 poster.

To order the LUNAR 2: ETERNAL BLUE COMPLETE OFFICIAL STRATEGY GUIDE, or.
for more information, head for your nearest videogame retaler, c orking Desi
line at (530) 243-3417, or visit the Working Designs website at hip/wvww.workingdesigns.com.




,
:

““THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES ANDNO OTHER REPRESENTATIONS OR GLAIMS OF AN

" Gagne Support and Customer Service >
(530) 243-3417 extension 112 m&#
Where to find us online: &£ < \WORKING DESIG
Web Addresses: fittp/Awww.workingdesigns.com o
H hitp:/www.playstation.com P.0. Box 494340
Usenel’(lntemgl): rec.games.videp.sony ‘1*‘ " . 3 Redding, CA 96049-4340

— LIMITED WARRANTY

Working Designs warrants to the original purchaser of this Working Designs product that this CD Disc is fre
from defects in_material and workmanship for a period of ninety (90) days from the date of purchase. Thi
Working Designs product is sold “as is,” without expressed or implied warranty of any kind, and Working Design:
is not liable for any losses or damages of any kind resulting from the use of this product. Working Design:
agrees for a period of ninety (90) days to either repair or replace, at its option, free of charge, the Workin
Designs product. Send product postage paid, along with dated proof of purchase, to the address shown below.

This warranty shall not be applicable and shall be void if the defect in the Working Designs product has arisen
through abuse, unreasonable use, mistreatment or neglect. .

NATURE SHALL BE BINDING ON OR OBLIGATE WORKING DESIGNS. ANY IMPLIED WARRANTIES APPLICABLE
THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF ME NTABILITY AND FITNESS FOR A PARTICUL
PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD. DESCRIBED ABOVE. IN NO EVENT WILL WORKIN
DESIGNS BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE 0!
MALFUNCTION OF THE WORKING DESIGNS SOFTWARE PRODUCT. :

Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations

of consequential damages, so the above limitations and/or exclusions of liability may not apply to you. This

warranty gives you specific legal rights, and you may also have other rights which vary from state to state.
h .
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