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F i n a | F a n t a S y 7

FI NAL FANTASY VII FAQ v1.6
Part 1 of 2 - The Conpl et e Wl kt hr ough
for the Sony PlayStation (inport)

Feel free to do anything you want with this FAQ as | ong as you don't
use it for profitable/pronotional purposes or use it to get prizes or
recognition from ganme magazi nes, contests, etc. Please give credit
where it is due should you use part or all of this FAQin a guide of
your own or use it in any way not nentioned here. The Final Fantasy
series is (c) Square of Japan and (c) Square USA. |If you have a
question concerning this disclainmer, e-mail me--1 have the right to
do whatever | want if soneone ignores the disclaimer :)

This FAQis divided into two parts:

The Conpl et e WAl kt hr ough - The file you're currently reading. It
contains a guide for the entire gane, and
has information on how to play the ganme
as well as an item shopping list.

Extra Stuff You Should Know - You're not reading this one. This file

focuses on secrets in the game. In
addition it has extensive |lists of materia
orbs, limt breaks, nmobnsters and

specul ation concerning FF7 runors.

Both of these files can be found at the 'main' address (cgfnm's honepage)
O her sites that carry this FAQ may not have both files, or nmay have

ol der versions of the FAQ (it was just one file until v1.6). |If you're
asking why | split up this FAQ it's because it was too big for me to
edit on ny conmputer.... ~ ~; Both parts will be updated under the sane

revi si on nunber--you can find out which file was updated by | ooking
under the 'Revision Hi story' section. Sone sections can be found in
both files, sinply for ease of use and to create a nore uniform
appear ance.

CONTENTS - THE COWPLETE WALKTHROUGH

1. REVI SI ON HI STORY
2. I NTRODUCT! ON
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This FAQ is divided into two parts:
The Complete Walkthrough - The file you're currently reading. It
contains a guide for the entire game, and
has information on how to play the game
as well as an item/shopping list.
Extra Stuff You Should Know - You're not reading this one. This file
focuses on secrets in the game. In
addition it has extensive lists of materia
orbs, limit breaks, monsters and
speculation concerning FF7 rumors.


file:///IC)J/WINDOWS/Desktop/chrig/ff/ff 7fag.txt

3. LKTH - D
a. W©Mdkoro Power Pl ant
b. Mdgar Cty
c. Aval anche Base
d. Return to the Makoro Pl ant
e. Mdgar Gty Sluns
f. wall Market
g. The Sewers / Train Yard Revisited
h. Into The Sky
i. Shinra Headquarters
j. [Escape!
k. Kalm Town / Chocobo Farm
I. Mthril Mne / Junon Town
m  Shi nra Boat
n. Costa Del Sol / New Continent
0. Gold Saucer
p. Gongaga Town / Cosnp Canyon
g. Return of Sephiroth
r. The |Inventor
s. Betrayal
t. The Tenple
u. Excavator's Site / The Forest
V. Ancient Cty

4, MALKTHROUGH - DI SC TWD
a. The Cave
b. Frost Village
c. Lost in the Snow
d. Frozen Mountain
e. Junon Town Attacked!
f. Were's Coud? / North Corel Express
g. Condor Fort
h. Inside doud' s Head

100 Leagues Under the Sea
Underwat er Adventure

k. G d' s Rocket

I. Mdgar Cty Under Siege

[N —

5. MALKTHROUGH - DI SC THRER
a. Mkou Pit
6. BO S

- Frog Forest
- Vincent's Waterfall
- Bonus Materia Locations
- A Thief Anong Us
7. PLCAYI NG THE GAMH
- Term nol ogy
- Starting The Gane
- Controller Functions
- Fighting Battles
- Wrld Map and the Area Map
- List of Status Changes
- Nane Your Character
- Visiting Towns and Shops
- Having Fun
MAI N MENU
APPENDI X
- Transl ations
- Shoppi ng List

©
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12. REVI SION H STORY
13. | NTRODUCTI ON
14. SECRETS AND STRATEd ES
- Getting Yuffie Kisarag
- Getting Vincent Val entine
- The Safe in N vel heim
- The Sl eeping Man
- Piano Trick
- Key to Mdgar Gty
- Kanedour aku Fl yers
- Al 7 Fever
- FW Viewi ng Trick
- Always Run from Battl es
- Rai si ng Chocobos
- Uncharted Isles
- Gane Shark Codes
15. M SCELLANEQUS
- The Characters
- Materia Obs
- Huge Materia / Master Materia
- Materia List
- Eneny Skill List
- Learning Limt Breaks
- Limt Break List
- Transl ations
- Shoppi ng Li st
- Monster List
- Runors and Specul ation
- The Documents
16. SPECI AL THANKS
17. AUTHOR S NOTE

e e L L

1. REVI SION H STORY
e e L L S

VERSION 1.6 (June 20, 1997)

Fi ni shed the Materia List and revanped the ' Runors and Specul ati on’
section. Changed the order of sonme sections and updated | ots of
other stuff, including the Translation section. The Disc One

wal kt hrough is now conpletely rewitten--Disc Two shoul d be done

by the next revision or so. Also added the initial rel ease of the
monster list. |If you haven't noticed, the FAQ has been split into
two files, too. Also updated the 'Earn Lots of AP Game Shark code.

VERSION 1.5x (June 1, 1997)

Added the 'Materia Select' Gane Shark code, in addition to sone info.

about the hidden (or at |east undocunented) Materia Orbs; you may want
to take a look at the 'Underwater Breath' materia. Al so updated the

Runors and Specul ati on section, Materia List and added all renmining

master AP scores for the Materia O bs.

VERSION 1.5 (May 31, 1997)

Added the 'Item Sel ect' Gane Shark code! Fixed up m nor changes nade
in later releases of vl1.4 so everything is up to date at this point.
Al so added naster AP scores for nobst of the materia in the Materia List.

VERSION 1.4 (May 29, 1997)
New sections have been added: 'Shopping List' (to make help with
purchases), 'Learning Limt Breaks' (self-explanatory), and
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"Translations' (a list of itens, etc. and their transl ated nanes).
Several sections have al so been updated (like the Eneny Skills List
and Materia list). | amcurrently re-playing the game to fix

m stakes and clear up any poorly witten sections; Disc 1 is a
little over half conplete and I will work on the other discs soon.
As usual, nore corrections and updates have been nmade (especially
for my translations :)). |'ve added sone Gane Shark codes that
were submtted to me in the 'Secrets and Strategies' section, as
well as nore info on the FW Viewing Trick. Finally, the disclainer
has been tweaked a little (hopefully for the last tine :)).

VERSION 1.3 (May 6, 1997)

Updated the Eneny Skills List, Materia List, and Raising Chocobos
sections. Added information on other Bonus Areas and Cosno Canyon.
Added t he ' Kanedouraku Flyers' and "All 7 Fever' tricks, as well

as the "Infinite Limt Break Use' and 'Start with Gold Chocobo' Gane
Shark codes. There's also a new section, the Linmt Break List.
General updates and corrections have been made throughout the FAQ
Now that | have many of the 'correct' names for the itens, |ocations,
etc., nost of the names in this FAQ have been changed. The discl ai mer
has al so been changed somewhat.

Keep an eye out for a conplete listing of nonsters and their abilities;
the initial release will be added to this FAQ in an upconing revision
or be rel eased separately.

VERSION 1.2 (April 20th, 1997)

Conpl ete overhaul of the Eneny Skills list. Howto get the Bahanut
Zero materia, info. on red sub and events at Cosnp Canyon added. New
ASCIl title, and a new URL added (for those of you who want to
understand this gane's storyline).

VERSION 1.1 (April 14th, 1997)
Added the FW Viewing Trick to the 'Secrets and Strategi es' section.

VERSION 1.0 (April 12th, 1997)

The Di sc Three wal kt hrough is done, making this version the 'official
rel ease (since it now guides you through the whole gane). Added the
"Piano Trick', explained howto get the Al exander Materia and how to
reach the | ower chest in the east wing of Sephiroth's Mnsion.
Altered the Introduction and Revision Hi story sections a bit, and
updated the Eneny Skill List and Materia Orbs sections. Al so added
how to get back into Mdgar City.

VERSI ON 0.4x (April 7th, 1997)
Various corrections/updates, anmong themthe 'Character Select' code
and info. on the Sleeping Man, as well as the nonster in section 4a.

VERSION 0.4 (April 6th, 1997)

The wal kt hrough for Disc Two is conplete! This FAQ now provides a
compl ete guide for both Disc 1 and 2 at this point. The guide for
Disc 3 is currently underway.

VERSION 0.3 (April 5th, 1997)

Began work on Eneny Skill and Summon Materia charts. Fixed up sone
m sc. info. and other things in the FAQ and added the Mni-Battle
game strategy to the 'Having Fun' section. Added 'Body Heat' Gane
Shark code, and nore informati on concerning the 'Character Select'

code.

VERSION 0.2 (March 31st, 1997)
Fi xed information on the 'bug’ Mteria (it's actually a Learn Eneny
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Skill Materia). Added the 'Character Select' Gane Shark code, which
anong other things, lets you play with Aerith AFTER Disc One or even
use Sephiroth! The D sc Two Wl kt hrough has just been started and
will be added in good tine.

VERSION 0.1 (March 28th, 1997)

First release. Bare-bones wal kt hrough for Disc One and ot her basic
information. Still nore to add and correct. Contains the 'No Tinme
Limt' Game Shark code.

Began construction of VERSION 0.0 on February 14th, 1997.

++++++

2. | NTRODUCTI ON
++++++

"The town of Makon is under the tight grip of Shin-Ra, the infanous
conglonerate. The Shin-Ra El ectric Power Conpany has been exploiting the
life force of the planet, destroying its' precious nature.

Meanwhi | e, the underground rebel force with a m ssion, Aval anche, namnaged
to bl ow up Makon Furnace No. 1. Their goal is to destroy Shin-Ra and
stop their atrocities. It turned out that C oud, one of the forner
Shin-Ra sol diers, hel ped the expl osion

Can just a handful of brave soldiers save the |life of the planet?

Shin-Ra is much too big an eneny to fight against.

THE FATE OF THE PLANET IS ON THI S BATTLE. "

So begins Final Fantasy VII's saga, set in a futuristic world where swords
and sorcery are conbined with guns and machinery. This FAQ is designed to
gui de peopl e through the gane, providing not only a wal kt hrough for the
adventures contai ned on each disc but also information on basic ganepl ay,
secrets and tricks, and nore.

This FAQ is designed for the Japanese version of FF7. Therefore, sone
things in this guide may not apply to the English version of FF7 when

it is released (presumably on Septenber 7th, 1997). Furthernore, as the
witer of this FAQ neither speaks nor understands _any_ Japanese, this
guide is not 100% accurate. Although nmistakes will be corrected in future
revisions as soon as they are noticed, sone parts of this guide are bound
to be unclear on the subject or run the risk of supplying false info.

Any Japanese nanes that you conme across have either been subnmitted to ne
by sonmeone el se or | have translated them using a kana chart (and since
don't know the first thing about the Japanese | anguage, ny transl ations
may not be correct). Now that | am doing item and nanme translations,

(as of vl1.3 onwards) this is nore true than ever. |f you see a

transl ated nane and would like to know the English equival ent, (assum ng
there is one) then please refer to the 'Translations' section for details.

VWhenever possible, 1'll wite NSS (Not So Sure) after anything that nmay
be incorrect or unconfirmable. Furthermore, the I'll try to provide
nanes of nonsters, cities, |locations, magic spells, etc. when possible,
but many things may be referred to as 'the big brown hut', 'the four-
armed red frog nmonster', 'the item or 'the <color> Materia'. This FAQ
tries to be as understandabl e and cl ear as possible, but this is not

al ways the case. |n nost cases, the names of places/objects/other stuff
will sinply be made up, or borrowed fromearlier FF games (such as the
nanes of spells/sumoning materia/skill materia).

Due to the size of this gane, the FF7 FAQw ||l start off inconplete but
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be revised whenever it is necessary, and can be found at:
www. geoci ties.coni SiliconValley/Park/7990/i ndex. ht n

You can find revisions el sewhere (look at the top of the FAQ. Wile
updat e the FAQ whenever | have the spare tine, | can't guarantee that
other places will have the |atest revision

Al so, please don't e-nmail ne requesting a FAQ the e-mmil address | use
isn't mine and | don't have the tinme to send out copies to everyone.
However, if you notice any errors, have any information you'd like to
add to the FAQ or have sone suggestions, then e-mail ne via:

cgf mk@ooked.net. | may not be able to use everything | receive, but
whonever contributes sonmething that is added will have their nane
included in the Special Thanks section. Coments and questions are

wel conme, and I'I|l try to answer a question in the next revision of the
FAQ (assunming it doesn't already provide an answer or sol ution).

T I e

3. WALKTHRQUGH - DI SC ONE
T I e

(Note that the beginning of this game has been altered sonewhat fromthe
FF7 denmp di sc packaged with Tobal No. 1.)

ITEMS IN TH S AREA: Poosyon x3, Feni kkusu no Bi, Kaifuku Materia,
Asar et ogan.

At the start of the game, you'll have 3 Poosyons, a Feni kkusu no Bi,
and an Eeteru. You can't equip Materia until you reach section 3b, by
the way.

Once you |l eave the train, check the body of the closest guard twice to
get two Poosyons. Then head north. You'll be attacked by sone guards.
Take themout with your sword (you may win a Poosyon for killing them
and then nove |left to go outside. Now, talk to your teanmates (Biggs,
Wedge, and Jesse), then nane yourself and Barett. Make your way to the
nort hwestern door, and head up in the next roomto enter the heart of
the power plant.

Talk to Barett, (who joins you) and then talk to each Aval anche nenber
to open the doors. After opening the second door, head right to enter
anot her chanber with a treasure chest (Feni kkusu no Bi). Then, go back
and enter the elevator (you'll have to talk to Jesse first). Press the
arrow switch to activate it

Work your way down to stairs and go through the door to the left. Then
foll ow Jesse down the | adder. When he stops, search the area in front
of himfor a Poosyon (it's hard to see because of the steam. dinb
down the cross the pipes, descend the nearby | adder, and take note of
the Save Poi nt before headi ng down the wal kway.

Pick up the Kaifuku materia on the ground in the next area and set the
bonb. An alarmw |l sound and you'll have to fight the boss, a huge
scorpion-1i ke machi ne.
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BOSS Tl PS: GAADOSUKOOPRPI ON  (Guard Scor pi on) LV: ?? HP. 800 MP: O
Cloud's Sandaa magi c works well. Don't worry about the boss' infinity-
synbol - shaped ray and have Barett attack. Wen you've done enough

damage, the boss will start to shake and Cloud will talk to Barett. From

this point onward, don't attack the boss and heal yourself or sinply
guard until the boss attacks you. |If you try to hurt it during this

time, the boss responds with a damaging |aser ray shot fromhis tail. A
few nmore hits after it stops shaking and the boss dies. You'll get an
Asar et ogan (Assault Gun) when you kill it.

You now have ten nminutes to escape fromthe power plant. You'll need

to nmake your way back to the upside-down T-shaped entrance hall where
one of the Aval anche nenbers is waiting. (If you've played the denp
di sc, know that you don't need to 'search' for the other nenbers; just
talk to the one nenber waiting for you at the top of the stairs and

| adders to nmake himjunp over you and then get out. Since Barett gets
a new gun after the battle, be sure to equip it. Also, talk to the

ot her nenbers to open the two doors on your way back

I TEMS IN THI S AREA:  Poosyon.

After the Aval anche nenbers bl ow up the passage, head up the stairs.
You'll meet Aerith here, but she won't join you yet. Since Barett's
gone, you'll have to fight the enem es here alone. There's a Poosyon
to the southwest of the circular structure (near the | anpposts). Walk
south. In this next part, you'll neet up with guards and have the
choi ce of running (bottom choice) or fighting (top choice). After a
few nore encounters, Coud' Il junp onto the passing train and run into
t he Aval anche gang. After talking to them walk to the 'front' of the
screen and you'll junp off into another area. Talk to the people here
and one of the menbers (Jesse) will show you a picture of the Makoro
plant on the train's screen. Approach Barett and you'll end up going
to the group's base.

ITEMS IN TH S AREA: 1500 gil, Zentaika Mteria, Eeteru

Head west and go upwards. Talk to the kid by the fence, then head west
again (there's a Save Point nearby, too). Talk to the people here,

then check out the bar. At the top of the tallest building in the south-
east is a bedroom The kid here will let you spend the night for 10 gil.

In the bar, you'll neet Tifa, who is also a nenber of Aval anche, as well
as Marin, who is supposedly Barett's daughter. After namng Tifa, Barett
shows up when you try to | eave and reveal s the hidden base underneath the
bar. Talk to Tifa, and then when you neet Barett the next norning, he'l
give you 1500 gil. You'll also find that there is another Save Point in
the second floor of the tall building, inside the huge cage. The nman in
the right corner of this roomhas a Materia by his feet (Zentaika). Take
it and a chest will drop down that has an Eeteru inside of it. You can

| earn about the game's nechanics fromthe people in here (if you know
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Japanese, that is :)) |If you check the Main Menu, you'll see that you
can use Materia at this point, and that Tifa has joined your party. In
addition, the two buildings that were |ocked the other day are now open.

When you're ready, go back to the train station to prepare for
Aval anche's next mission. |If you like, you can go to the far right to
enter a train yard, but there's not much of interest there.

I TEMS IN TH S AREA: Eeteru x2, Poosyon, Tento, Chitanbanguru

Board the train. Wen the timer appears after you talk to Tifa, go
through each train car until Tifa junps off one of the cars and you and
Barett follow her. You'll end up in an underground railroad passageway.
If you go south (towards the 'front' of the screen), you'll go through
the sane screen 5-6 tinmes before comng to two guards who you can fight.
When the battle's over, choose the bottomoption to keep fighting or the
top option to run away. You can fight the sane battle over and over,

so when you get tired of fighting, just pick the top option. Anyway,
it's alot faster to just head north to where the green barrier is and
go down the hatch to the west (examine it and choose the top choice
twice). Pick up the Eeteru in the adjoining passage, clinb down the
two | adders, and talk to the Aval anche nenber in this area. Then go

up the | adder near himto reach a room where Jesse is waiting for you
Take the Poosyon that's next to himand clinb down the | adder on the

| eft end of the roomto reach a chanber where you can find a Tento,

a Save Point, and Biggs.

Go up the | adder here to reach the Makoro Plant. The roomyou're in
should be fanmliar. Slide down the pipe and then work your way back to
the heart of the plant (where you set the bonb last tine). After C oud
fiddles with the machinery, go back to the large roomand clinb up the
stairs and into the elevator. This tinme, you'll ride it to a new fl oor
Grab the contents of the treasure chest (Eeteru) and then head to the

| eft where there are three control panels. You'll need to hit your
panel as the sane time Barett and Tifa hit theirs (using the O button),
so give it a shot. Instead of waiting for themto raise their arns,
you'll have an easier tine if you tinme it to hit your panel _just_
before they do. You can't use the panels if you didn't go back to the
heart of the power plant. Afterwards, go through the opened gate
(there's a Save Point here), and head north.

In the T-shaped room you'll be stopped by a group of guards, and then
meet the president of Shinra. After that, a helicopter and a hydrofoil -
i ke machi ne show up. The Shinra president |eaves in the helicopter,
but the huge machi ne attacks you and your friends.

BOSS TI PS: EABASUTAA (Air Buster) LV: 15 HP: 1200 WMP: O

This machine turns to face (and attack) whonever hits him So, if one of
your characters is lowon |life, have the person on the opposite side
attack to draw the boss' attention away. Be especially careful of his
shockwave pounce--it causes tons of danage (but al so increases your
Limit meter quickly). Remenber that even if his back is turned, he can
use a weak machi ne gun attack on you. Use potions and the Kaifuku
Materia to keep up your HPs and use |kazuchi as well as your Limt Break
attacks to take this machine out. You'll receive a Chitanbanguru if you

file://IC|/WINDOWS/Desktop/chris/ff/ff7fag.txt (8 of 110) [6/12/03 6:46:22 PM]


cavity
RETURN TO THE MAKORO PLANT


file:///IC)J/WINDOWS/Desktop/chrig/ff/ff 7fag.txt

win the battl e.

ITEMS IN TH S AREA: Poosyon, Feni kkusu no Bi, Kabau Materia, Eeteru

After the battle, the boss will explode, sending Coud off the wal kway
in the ensuing blast. Wen you awake, you'll find yourself in a church
Aerith is here, and you can name her after talking to her several tines.
Reno (of the Turks, a group of hired thugs that are currently enpl oyed
by the Shinra) shows up afterwards with some guards. In the next room
Aerith falls down while trying to escape with Coud. You now have the
option of fighting the guards using Aerith or trying to bean the guards
on the head with barrels on the upper floor (if you miss, you'll have to
fight using Aerith anyway). Renmenber, she starts off in the back row,
so to increase danage, make her nove up by choosing ' Change' at the
start of each battle (do this by pressing left, then the O button).

The correct order of barrels to drop is: the leftnost barrel (in the
back), the far right barrel (in the back), and the far right barre
(inthe front). Sinply exam ne each barrel and choose the top option
to drop it. This way, Aerith won't have to fight anybody. When
Aerith neets you at the top of the chapel, she'll hook up with C oud.

In the next room clinb up the second beamon the left and junp out of
the hole in the roof. After you and Aerith make it back to ground |evel,
head left to find a Save Point. To the northwest is a town. Be sure to
meet the man in the pipe near the entrance. There are several stores
here, including one that sells Materia. To the far, far right is a path
that leads to Aerith's house and a garden. You can spend the night here
once you've nmet Erunmina, Aerith's nother. The next norning, |ook between
the desk and the bed for a Poosyon and a Feni kkusu no Bi. Then, sneak
downstairs (or Aerith will nake you go back to bed) and | eave the house
(you can do this by not touching the walls and not running, either). In
the I ower flower bed to the right, you can get the Kabau Materia and an
Eeteru. There's another Save Point near her house if you need to use it.

Leave the town and go left to the hole in the wall. Aerith will be here
waiting for you and will rejoin you. 1In the next |ocation, work your

way upward (by going across the hole-filled nmetal |ength, then down the
iron beams and through the passage, then up the brown pipe and finally
down the stairs and heading to the left). After Aerith | eaves you at the
pl ayground, head right, then up to arrive at the Wall Market.

| TEMS I N TH S AREA: Feni kkusu no Bi, Eeteru, Koufunzai

Aerith rejoins you (again) here. There's a Save Point in the upper-right
part of the village. The building in the lower left is an inn, where you
can spend the night for 10 gil. To the right of it is the entrance to a
brothel. The building in the mddle has nothing in it but a conputer

(I'f you touch it, a machine gun will fire at you and C oud junps away.
You can't do anything here until later). Just above that building is an
itemshop. North of the shop is a sushi bar. Finally, there is a
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clothing store to the upper left and sone sort of pottery store to the
upper right. A path by the clothing store |eads to another part of town.
Here, there is a gym a restaurant, and a weapon shop. |In the northern
area lies a large building. |If you go east fromhere, you'll reach a
dead- end area

Your objective in this part of the game is to sneak into the |arge
buil ding where Tifa is being kept. To do this, Coud will have to
dress up as a worman in order to get inside since nmen aren't allowed
into the building. So, follow these steps to get the itens you need
to 'alter’' Coud s appearance. You may want to read this entire
section before starting so that you'll know how your choices will

af fect the gane.

a) Go to the brothel and talk to the big guy with silver hair who's
chatting with the bouncer at the door. Talk to himand pick the
first option to inquire about Tifa.

b) Go back to the building at the end of town and talk to the guy
near the door. Aerith and Cloud will nove away and have a
short conversati on.

c) Return to the first screen, go to the clothing store, and talk to
the store owner by standing near the bottom edge of the counter.

d) Go to the bar in the second screen and talk to the lone man by the
door. During the conversation, you'll have to nake two deci sions.
So when you're asked a question, pick either the first or second
choice. After you're done talking to the man, return to the
clothing store.

e) At the store, you'll see that the man fromthe inn is now behind
the counter. Talk to himand you'll receive an item based upon
your deci si ons:

- If you answered: first choice, first or second choice, you'l
get the Kotton no Doresu (Cotton Dress).

- If you answered: second choice, first choice, you'll be given
the Saten no Doresu (Satin Dress).
- If you answered: second choi ce, second choice again, he'll give

you the Shiruke no Doresu (Silk Dress).

f) Cdoud will try on the dress, but won't actually wear it. Leave
the clothing store and go to the second screen. Enter the gym
and converse with the woman by the fighting ring. Wen you
have the chance, pick the bottomoption twice. As soon as you
cl ear her nessage with the O button, start pressing the S, X
and O buttons repeatedly in that order. The object of the gane
is to go fast enough to nmake Cl oud do nore squats than the
African gymast, but you don't want to press the buttons too
fast or Coud can't keep up. It's not too hard to win since
the other guy will often stop to scratch his head, but you only
have 30 seconds, so get in as many squats as you can

- If you are able to do nore squats than the gymast, you'll be
gi ven the Burondo no Katsura (Bl onde Wg).

- If you and the gymast have the sanme score, the lady will give
you the Cyapatsu no Katsura (?? WQ).

- If the gymast does better than you, then the lady will give
you the Kuzege no Katsura (?? WQ).

At this point, you can just return to the clothing shop and enter the
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stall; Cloud will dress up as a worman and you can return to the north
building to get inside. You can also choose to not change yet and
expl ore nmore of the Wall Market, picking up items that you can use to
make Cloud nore 'feminine'. |If you' re finished, then skip down a ways
to find out what to do next. Oherw se, keep reading.

g9)

h)

Go to the pottery shop. When you have to choose an answer, pick

the top one twice. (You can't talk to himunless you chatted with
the guard at the north building). Then go to the inn and pay 10 gi
to spend the night. In the mddle of the night, you'll find
yourself in front of the vending machine in the outer hallway. Pick
any option (I hope you have enough gil). The next norning, return
to the pottery shop and talk to the man to get an item

- If you bought the first item (200 gil), he'll give you the
Daiya no Tiara (D anond Tiara).

- If you bought the second item (100 gil), he'll give you the
Rubii no Tiara (Ruby Tiara).

- If you bought the third item (50 gil), he'll give you the
Garasu no Tiara (dass Tiara).

Enter the sushi bar and wal k past the enpty seat. Wen a nessage
appears, choose the top option. Then choose any option, (you'l
need 70 gil), followed by the m ddle choice to get a Kuupon
(Coupon). Now go to the itemstore and talk to the man behind
the counter. Choose one of the three options to get an item
then head back to the restaurant. Go to the bathroomand talk to
the person inside. Accept the first choice and:

- You'll get the Koron (Cologne) if you traded the Coupon for the
first-choice itemat the item shop

- You'll get the Furawaa Koron (Fl ower Cologne) if you traded the
Coupon for the second-choice itemat the item shop.

- You'll get the Sekushii Koron (Sexy Col ogne) if you traded the
Coupon for the third-choice itemat the item shop.

Talk to the large man in the white shirt who's standing near the
edge of the screen to get the Kaado (Card). He won't give it to
you unl ess you talked to the guard by the door of the northern

building. Head right to arrive at the brothel. If you talk to
the bouncer, he'll let you in once he sees the Card, but Aerith
refuses to enter. Inside the brothel, you'll find that the doors

on the right side are |ocked, but if you chose the bottom option,
you can | ook inside them and peer around using the control pad and
the Obutton. [If you look in the upper-right keyhole, you'll see a
famliar face...a snmall version of Cait Sith! |If you go to the
north roomand talk to the farthest girl on the right several tines,
you can choose the top option to nmake her dance faster and faster
You now have two choi ces: you can only do one or the other. They
are:

Examine the |ower-left door and pick the top option twice. In the
room talk to the girl and pick the top option three tinmes to take
a soak with Mukkii and his friends. Answer however you like while
in the tub and doud will be given the Bikini Pantsu (Bikini Pants).

O, exam ne the upper-left door and pick the top option tw ce.
Inside, talk to the ghostly O oud near the stone tub and d oud

wi Il have a psychotic episode. Wen you conme to, all your HP

and MP is restored, thanks to...Mkkii :( Talk to himand choose
the bottomoption. Then talk to the girl and you'll get the
Ranjerii (Lingerie).
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Al'l done? There's nothing left to do now but return to the clothing
store and dress up as a woman. \Wen you finish, go to the large building
in the north and talk to the man by the food carts again. He'll let you
into a posh-1ooking parlor. Now, go up the stairs and into the door on
the far left after talking to the receptionist. Then, go down the
staircase to the torture room(!) where you'll find Tifa and an Eeteru
by the smoldering coals. Once she's joined you, head back up the stairs
and go into the mddle door. Inside is Tifa's kidnapper, the nefarious
Don Corneo. He will exam ne each of you when you try to approach him
VWho he picks for his '"friend is determned by what itens you coll ected
in the wall Market:

- He'll pick Cloud if you're wearing the Silk Dress, Blonde Wg, and
have the 'best' extra itenms (the Dianond Tiara, Sexy Col ogne, and
Li ngerie or Bikini Pants).

- He'll pick Aerith if you're wearing the Silk Dress, the Bl onde Wqg,
the Lingerie and the Sexy Cologne (in addition to anything else you
may have).

- He'll pick Tifa if you're wearing the Silk Dress, Blonde Wg, and one
or two of the extra itens not nentioned above (or anything worse than
that).

If Corneo picked Tifa or Aerith, then read bel ow

In the next room exanmine the itembag by the bed to get a Feni kkusu no
Bi, and talk to the man by the television set after talking to the other
henchnen. After revealing your true nature to the |ove-struck goons,
they'Il fight you. This is followed by another fight with the other
three punks. Afterward, get Aerith fromthe torture chanmber and then
go into the mddl e door again (if Tifa was picked, then you'll neet her
when you go outside). When you're through intimdating Corneo, |ook
behind his bead for a Koufunzai, then stand by your allies. He'l

make you choose one of three options. No matter which one you choose,
you'll fall through a trapdoor.

If Corneo picked Cloud, then you'll end up in his room Search behind
his bed for a Koufunzai, then talk to himand answer anyway you like.
Your friends will burst in and Corneo will ask you a question; pick any
one you like and you'll still plumret to the sewers bel ow.

ITEMS IN THI S AREA: Poosyon x4, Feni kkusu no Bi, Nusumu Materi a,
Hai poosyon x3, Yamabi koenmaku, Eeteru x2

Once the cut scene with the Shinra flunkies ends, you'll find yourself
in a sewer. Before talking to Tifa or Aerith, clinmb up the stairs to
the south and go along the wal kway to nab a Poosyon. Before you can
escape, a blue nonster attacks your party.

BCSS TI PS: APUSU LV: 18 HP: 1800 MP: O

H s dark wave attack hurts all nenmbers, so use Potions and Kai fuku
Materia to heal your wounds. Luckily, the dark wave will danmage the big
bl ue guy, too (he uses this attack as a counterattack before dying if he
can nanage it). Wen he does the reverse dark wave, it causes |ess
damage to him Honou spells work the best on him Use Coud's Limt
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Break to harmthe boss and use Aerith's Limt Break to heal yourselves.
You' Il receive a Feni kkusu no Bi for winning the battle.

Clinmb up the | adder and head right. Go down into the sewage, then up the
stairs. Gab the Yellow Materia (Nusunu) and go down the hatch. In the
next room go down the stairs, then clinmb up the side of the curved
structure. Cinb up the I adder and you'll go outside. There's a Save
Point here and an itemon top of the nearby train car. Check out

the oil drumby entering the train car (near the Save Point) to get a

Hai poosyon. Get anot her Hai poosyon on the roof of adjacent car, then hop
of f onto the iron beam and check the oil drumto the north for a

Yamabi koenmaku. Walk right, then south and enter the nearby train car

to get a Poosyon. Cdinb up the |adder, head north, and clinmb down again.
Go north once nore through the train car then exit to your left to find

a second Poosyon. Then go north to arrive at the next screen

Here, circle left around the car to get a Poosyon. Keep going left to
find an oil can with an Eeteru inside of it. Hop on the train to nove
the other car out of the way. Cdinb atop the fornerly blocked car to
net a Hai poosyon. Now, ride the other train back backwards, clinb onto
the eastern train car, junp onto the train you just noved, and clinb
across it and the last car before going down the | adder to get back to
the front part of the Aval anche train yard.

Head | eft. The Aval anche nenbers will be fighting atop the power
generator you first saw when you arrived at the base. After Wdge
plumets to the ground, save your gane at the Save Point and talk to the
man on the left if you need to buy itens. dinb up the stairs and you'l
meet Barett, who is firing at the Shinra helicopter you saw back at the
plant. The same man who attacked Aerith in the cathedral will junp out,
and you'll have to fight him Good thing Barett joins you. Wen you
inflict enough danmage, the boss runs away!

BCGSS TI PS: RENO LV: 17 HP: 1000 WMP: O

This guy packs a wallop. He can inprison your friends using his golden
Piram ddo (Pyram d) attack, and if he does this to all your nenbers, you
| ose. To break the pyram ds, attack your allies (they won't be damaged).
Watch for his spark bolt attack (which can paral yze you) and use your
Limt Breaks whenever possible. Reiki works well on him For sone

pl ayers, this may be the first battle they lose! You'll get an Eeteru
for scaring himoff should you win.

I TEMS IN THI S AREA: Eeteru.

After fending off the boss, Shon (is he a Turk like Reno?) will Kkidnap
Aerith (and p**p slap her)! As he escapes, the entire city expl odes and
falls down a level, destroying it. doud, Tifa, and Barett all conme to
in the playground at the Makoro Slunms. After Barett yells for Marin,
Wedge, and his other friends, he and Tifa join you in the next area. Go
back up to get a sparkling yellow Materia (M yaburu), before returning to
VWal|l Market. The man in the pottery store will now sell you Materia, and
if you go back to the parlor, you have the option of freeing one of Don
Corneo's nmen fromthe torture chanber. Even if you got the Card the
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first tinme around, you can no | onger enter the brothel, BTW

When you' re done, |eave and go south fromthe playground. Return to the
Area 5 Town and go to Aerith's house. Talk to Erum na, her nother. You
can spend the night in the upstairs bedroom once the interm ssion ends.
Return to the Wall Market and go to the dead-end area near the parlor.
(you'l'l see a bunch of kids run in there). Cdinb up the pipe, and you'l
find yourself high above the town. |If you haven't gotten them al ready,
go to the 'Machine & Gun' store and talk to the nan at the left end of
the store; he'll sell you 3 Zinkubatterii (Zinc Batteries) for 300 gi

and you'll need themto activate the boxes in this part of the gane.
Wth that in mnd, exam ne the box-shaped object in the lower right to
try and start a nearby propeller. Head up, and you'll junmp onto the

propeller. Fromthere, make your way to the other box and activate the
pai nted barrier. Cinb up it, and use the O button to junp onto the
swi nging netal pipe. After that, clinb up to the next screen

Once here, clinmb up, then drop down to activate the next box and you'l
find an Eeteru. dinb down the |efthand pipe and nake your way back up
again. |Instead of dropping down, continue up, and you'll find yourself
at Shinra's headquarters.

ITEM5S IN TH S AREA: FEri kusaa, Zokusei Materia, Houshi no Pendant o,
Foursurotto, Zentai ka Materia, Feni kkusu no Bi,
Eet eru, Doku Materia, Tendan x2, Tarisuman, Teki
no Waza Materia, Poosyon x4, Msiru no Xxx, XX
Cyokki, Gaado Appu

There's a Save Point here. You have the option of either heading to the
left and clinbing up a stairwell or barging in through the front door.
Going up the stairs takes forever, but it's free of enem es and you can
get an Erikusaa that's Ilying on one of the |andings. On the other hand,
goi ng through the front door and taking the elevators in the back is
faster, but you have to fight several battles along the way. Not only
that, but you can chase around the Shinra staff before taking the
elevator :) You can't use the circular lifts by the doors yet, but you
can use themonce you reach the 60th floor. You can also |ook at one of
the nmonitors on the ground floor to see a short FMW sequence of the
silver car that Rufus rides around in during the Junon Town cel ebration
(which is alittle later on in the gane). There are sone chests here
that a woman won't | et you open, but you can get themlater. Renenber,
if you go through the front, check the control panel in the elevator (the
one that goes haywire) after each eneny encounter in order to continue
upwards. If you go up the stairs then change your mnd and go back down,
you won't have to fight anybody on the elevators, and the nain area of
the ground floor will be empty.

No matter what nethod you use, you'll eventually reach the 59th floor.
Head sout heast and kill the arnored guards to get the Kaado Kii 60
(60th floor Card Key), then take the lift to the 60th floor. Here,
you'll have to head to the roomin the upper-left and make it to the
ot her side without being seen by the patrolling guards. |In order to
stay hidden fromthem pause behind the gold statues, then lead Tifa
and Barett across using the O button. |If you nmess up, not only to you
get attacked (ambush-style conmbat), but you'll have to start all over
again. Keep in mnd that the set of guards on the right half of the
screen nove faster than the ones on the left.
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Take the stairway up to the 61st floor. Talk to everyone here. A man
who asks you about Aerith will give you the Kaado Kii 62 (62nd fl oor
Card Key) if you answer "......... ". On floor 62, talk to the man in
the room Domino, and the man in white, (Hatto) then check out the two
library rooms. Answer Dom no's question and he'll give you the Kaado
Kii 65 (65th floor Card Key). The problemwith this is that the
answer changes with each gane you play. It seens like it would be

easy enough to sinply try each answer until you get it right, but you
get a Zokusei Materia if you answer correctly the first time. So, it's
in your best interest to just reset and keep trying in order to get the
materia. You can buy hints fromHatto if you don't know the answer,
for varying prices (NSS)

The 63rd floor is tricky. You have to collect 3 Kuupons (Coupons) from
all three roons, but you're only able to renbve 3 gates at a tinme. You
can reset the gates by investigating the conputer in the right-hand room
but that also resets the location of the items. You can nove around
usi ng wal kways, but to enter themyou have to clinb into the bl ack, box-
shaped structures (there's one in the conputer roomj. You can't do that
unl ess you have at |east one of the three itens.

To get the itens, follow this procedure: activate the conputer, then
head to the top of the screen and open the gate farthest to the right.
Head right and open the left-hand gate, then walk right and go south

to enter the room where Coupon Ais. Choose the top option to clinb
into the black box and use the wal kway to get to the room where Coupon
Bis at. Finally, go through the door in this roomand open the gate
to the left, then go north to enter the room containing Coupon C. Then
use the wal kway to return to the conputer room

Now i f you want, you can just trade one of the Coupons for an item
but if you have all three then you'll get all three items. The trade
setup works like this:

- Trade Coupon A for the Houshi no Pendant
- Trade Coupon B for the Foursurotto Bracel et
- Trade Coupon C for the Zentaika Materia

To get your itenms (dependi ng on how many coupons you have) go to the
conputer and choose the bottomoption, then the top. Keep in mind
that you can only do this once.

On the 64th floor, you'll find a Save Point and bedroomto your |eft.
If you exam ne the | ockers in the back room you can find a Feni kkusu
no Bi, an Eeteru, and a Megaphone (a weapon for Cait Sith), but you
can only take the first two itenms for now Head to the 65th floor.

Here, you have to open a treasure chest, then exam ne a broken section
of the nodel in the circular roomand choose the top option to repair
it. This unlocks one of the other chests, allowing you to open it and
use the part inside to repair another section of the nodel. Wen you
have finished, you'll get the Kaado Kii 66 (66th floor Card Key). You
must fix the nodel in a counter-clockw se fashion starting fromthe
bottom The order of the chests you open goes |like this:

- Upper-left room bot t om chest

- Upper-left room top chest

- Lower-left room | eft chest

- Lower-left room top chest

- Upper-right room chest

- Mddle-right room you can now get the Kaado Kii 66 from here.

file:/lIC|/WINDOWS/Desktop/chris/ff/ff7fag.txt (15 of 110) [6/12/03 6:46:23 PM]



file:///IC)J/WINDOWS/Desktop/chrig/ff/ff 7fag.txt

On the 66th floor, you can either run into the nmeeting hall as quickly
as you can, or you can enter the stall in the bathroomlocated in the
nort hwest corner of the floor. Choose the mddle option, and you'l
climb on top of the toilet and enter an air duct. Mve forward to
see what the Shinra menbers (Riibu, Parunmaa, President of Shinra,

Hai dekkaa, Houj ou, and Sukaaretto) are discussing. dinb back out,
then clinb up the stairwell after Houjou (the pony-tailed scientist)
in the roomto the right of the nmeeting hall. Note that you'll end
up in the air duct even if you ran into the hall...strange. On the
next floor (67), talk to the people and keep follow ng the scientist.
After looking in the purple chanber (and after C oud gets another
headache), nove beyond the crates and to the right to find a Save
Point and a treasure chest with a Doku Materia inside.

Enter the elevator to the north, and then watch as the scientist toys
with Aerith. Now, choose who you want to protect Aerith, (either

Barett or Tifa), and then you can nane the lion creature (Red 13) that
was attacking Houjou. He'll fight alongside you when the nutant boss
shows up. Don't forget that Red 13 cones equi pped with his own Mteri a!

BOSS TI PS: SANPURU: HO512 (Sanpl e: HOB12) LV: 19 HP: 1000 MP: 120
SANPURU: HC512- OPT Lv: 7 HP. 300 MP: 48
Don't try to kill this guy's little guardians; he'll only create nore

I nstead, use |kazuchi or Honou on himand try Kaifuku to keep up your own
life power. Avoid using physical attacks, Reiki, or Doku. This neans
that Red 13 is better off using Fire against the boss. This battle is
easier if you have Barett, who can inflict nore damage. Don't worry
about getting poi soned since you can get infected again when the boss
uses the pink gas attack on your characters. You get two Tendans and

a Tarisuman should you kill the boss.

Tifa and Barett return after the battle. Wen you're in control of C oud
again, be sure to grab the Yellow Materia (Teki no Waza) that's left
behind in the sanple chanber. Then go up the | adder and head south.

Talk to the man in the gray coat to get the Kaado Kii 68 (68th floor

Card Key). Go back down to floor 66 and try entering one of the lifts;
you'l|l get caught by Ruudo (he's a Turk who you'll be running into
constantly throughout the ganme). He and Shon will 'escort' you to a
meeting with the president of Shinra. Afterwards, you'll end up in

the jail cells on floor 67. Here, listen to everyone, then go to sleep

The next nmorning, you'll find that your door is unlocked. Investigate
the guard, then talk to Tifa. Check the guard again to unlock the doors,
then look in on Barett and Red 13. After freeing your conpanions, return
to the lab and talk to Red 13. Talk to himagain after taking the

el evator up to the 68th floor, then use the incline to reach the wal kway
again. Co all the way along it until you find two purple Poosyons, then
climb back down and enter the door fromthe ground floor. The green bars
of light won't hurt you; run through them and pick up two nore Poosyons
before clinbing up the stairs to the 69th floor.

CGo out the center door to reach a Save Point. Then, run up either of
the purple stairs. Check out the dead Shinra | eader, capture Parumaa,
then enter the door to the north to exit the room CQutside, talk to the
man in white. He's Ruufausu, the son of the Shinra president.

The other characters will return to the fl oor below, and you nust | ead
them outside (I don't know what the difference is when Tifa nakes you
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choose an option when you're waiting by the door). Your team now
consists of Red 13, Barett, and Aerith; don't forget to re-equip your
Materia, then head to the |ift (by taking the | ower door). Wen you
activate it, you are attacked by a huge gun-w el di ng nachi ne while
goi ng down the side of the Shinra HQ

BOSS TI PS: HANDOREDDOGANNAA (Hand Red Gunner ?) LV: 18 HP: 1600 MP:0
(weak vs. 1kazuchi)

You can only use long-range attacks, so use Barett's attacks and his
Limt Break as well as magic to harmthis foe. Doku magic inflicts no
damage, while | kazuchi does the nbst damage. Red 13 is a sitting duck if
he doesn't have any spell Materia equi pped, so be sure to deck hi mout
with sonme magic spells (he can still use his Limt Break). Wen you
inflict enough damage, the boss starts to break down. After the second
break, he starts firing heat blasts that damage all nenbers, so be
careful.

After killing the boss, you nust fight a flying nachine.

BOSS TI PS: HERI GANNA (Heli Gunner) LV: 19 HP: 1000 MP: O
(weak vs. |kazuchi)

As with the other boss, don't use Doku magi c but do use I|kazuchi. You

may be weak after the last battle, so use Kaifuku, Potions, and Aerith's

Limt Break to restore life. You'll win a Msuriru no xx when the boss

di es.

The scene switches back to Coud. Heal yourself if necessary, equip
Materia, then press Start. Ruufausu will then attack you. Renenber,
Cl oud doesn't have any Materia equi pped, and he can only use Materia
that nenbers in the other teamaren't using, so be sure you have the
spare Materia orbs you need (I think the nunber of orbs you have is
changed dependi ng on what option you choose just before Tifa | eaves
Aerith and you fight the two previous bosses -NSS-).

BOSS TI PS: RUUFAUSU ( Ruf us) LV: 21 HP: 500 MP: O
DAAKUNEI SHYON (Dar k Nati on?) LV: 18 HP: 140 MP: 80

Kill the panther guardian first, then go after the boss. Although you
can't do anything about the panther casting Barrier on Rufus, you can
use magic instead to inflict damage. He can only hurt you with his
shot gun, so don't worry about healing yourself after each round (just
heal yourself when your life gets lower). Sock himwth your Limt
Breaks and he'll escape onto the circling helicopter after you' ve
damaged hi m enough. Coud will get a xx Cyokki and a Gaado Appu when
the battle ends.

Leave the rooftop and head back to where Tifa is waiting for you. As
Aerith, try to approach the front doors. After a short conversation,
you and the gang will escape by notorcycle (and truck). Your teamis
now made up of Cloud, Tifa, and Barett.

An option screen appears where you have the foll ow ng options:

S Left Attack
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X Switch nenbers
O Ri ght Attack
T Mai n Menu

Start Return to gane

Be sure to re-equip Materia before returning to the gane!

| TEMS I N TH S AREA: Houshi no Pendant o.

Use the controller to nove any any direction. Pressing S nmakes you sl ash
to the left, and pressing O nmakes you slash to the right. The object
here is to protect your friends in the truck fromeneny cyclists.
Eventual ly, you'll reach a dead end and fight the boss. The anpunt of
life you start off with during the battle depends on how nuch life you
and your friends lost during the high-speed escape. |f a character |ost
all his life, he begins with only 1 point when the battle starts, but
since the boss gets to nmake the first attack, they'll have to be revived
usi ng Phoenix Tails if there area any live party nenbers left. The boss
is a spiked, arnored robot with six wheels.

BOSS TI PS: MOOTAABOCORU (Mot or Bore) LV: 19 2600 MP: 120
(weak vs. I|kazuchi)

This boss gets a free attack from behind...sheesh. Mst of his attacks
do little damage, but his flamethrower and flying fire sweep attacks
can kill your party in a single blast (the fire sweep does around 220
damage)! The best way to beat this group is have your party consist of
Aerith and Barett. G ve the Zentai ka and Kai fuku Materia to either
Cloud or Barett, and give the other character |kazuchi. This way, you
can heal with one character, attack with another, and then use Aerith's
Limt Break to keep your life up at all times. Reiki works better than
Honou agai nst the boss (for those characters that don't have | kazuchi
equi pped). Renenber, your rows are reversed when attacked from behi nd,
so put Cloud and Barett in the back and Aerith in the front if you want
themto line up properly when the boss shows up. |If you beat the boss,
you'll get a Houshi no Pendanto.

I TEMS IN TH S AREA: Eeteru x3, Piisumeekaa, Gaado Appu, ' Sunmon
Chocobo & Mogli' materi a.

You'll find yourselves outside of the gate after beating the boss (you
could al so see this scene by going south fromthe church where you net
Aerith the first tine). Decide who will be in your group, then head
towards the screen to exit and arrive at the World Map (the outside
wor | d) .

Quter Wrld Controls

T Menu Screen
L2/ R2 Change from over head/ si de vi ew
L1/ R2 Sane effect as L2/ R2
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Turn left/right (during side view

Start shows World Map

Start x2 Shows Large World Map
Start x3 No map i s shown

Sel ect Same as Start

Head northeast to reach Kalm Town. GCGo into the inn to see the rest of
the gang waiting for you. Cloud will talk to the others about Sephiroth
via a series of sem-interactive fl ashbacks:

- You'll start off in a truck being driven by Shinra soldiers. After
talking to the soldiers and Sephiroth (Cloud's forner ally in the
Shinra arny and now a wanted crimnal), the truck will be stopped
by a dragon. You'll have to fight it, but Sephiroth (who is super-
powerful) can kill it intwo hits. 1In the flashback, Coud's
portrait is different; this 'Young Cloud is of alowlevel, but
Sephiroth is so strong that you need not worry about |osing battles.
However, you can't control Sephiroth's actions and you can't hurt
hi m (because of your low level), either. Although Young O oud cones
equi pped with a Sensei Kougeki and Sephiroth has several nmstered
mat eri a equi pped, you can't take them for your own (although you can
if you use a Gane Shark code...see section 8). Also, Young C oud
and Sephiroth can't use Limt Breaks (because they don't have any).

- After the battle, you'll end up in N vel heim d oud s honetown.
Talk to Sephiroth and the guards if you wi sh, then head north.
If you want to |l ook around the town, feel free to, but nothing
you do during this part of the gane has an affect on the rest of
your quest. One thing you mght want to do is go into Tifa's
house (the large building on the 'southeastern' side of town).
Choose the top option when you're pronpted to, then go up the
stairs and choose the top option again. Approach the piano in
t he nearby room and pick the bottom option; Coud plays a tune
on the piano that you can play yourself when you arrive at
Nivelheimlater in order to get Tifa's Linmt Break manual (see
section 8 for details). Also note that you can't get Vincent
Val entine during Coud s flashback because you can't exam ne
the safe :(

- Wen you' re done | ooking around town, go to the inn and head
upstairs. Talk to Sephiroth twi ce and choose the bottom option
The next day, talk to Sephiroth and get your picture taken, then
sit back and watch the FW/. \When you're in control of C oud,
head al ong the bridge and talk to Tifa, then talk to her again

further along the bridge and it will break. After you've
recovered, head northeast into the cave, then keep headi ng north.
Eventual ly, you'll arrive at the Jenova plant. Enter it, head

al ong the beans, then wal k onto the wood platformand clinb down
the chains and go after Sephiroth. Talk to himin the next area,
exam ne the chamber to the left of Sephiroth, then talk to him

twi ce, once to make hi mnove out of the way and once to make C oud
| ook inside the chanber. After Sephiroth goes ballistic, you'l
return to KalmTown. Pick the top option to save your gane, or
the bottomoption to continue. Coud s narrative starts off back
at Nivel heim where he enters the |arge nansion at the edge of

t own.

- Inside, clinb the two staircases and head to the right. Enter the
| oner door and nake your way into the next room if you exam ne
the circular part of the stone wall, a passage appears. Enter it
and clinb down the spiraling wal kway until you reach the bottom
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keep wal king fromhere to find a library. Leave after Sephiroth
finishes talking. After doud wakes up, return to the library.
Sephiroth gives a little speech then he exits the mansion; return
to the town square. Try entering the house to your right.

- Back at the Jenova plant, return to the area with the chanbers after
wi t nessing the struggle between Tifa and Sephiroth. Examine Tifa to
carry her out of harms way, then run up the stairs and enter the
door that Sephiroth opened. After the FW sequence, Coud's
fl ashback ends and you are returned to Kal m Town.

Note that you have to go to Kalm Town to proceed with the gane; you can't
make your way through the Mthril M nes beforehand, although you can
visit the Chocobo Farmif you want to. As for treasure, there's an
Eeteru in the door beneath the stairs in the house near the inn, another
Eeteru in the cabinet on the second fl oor of the house to the right of
that house, and the Piisuneekaa (Peacemaker; a gun for Vincent) in the
chest on the second floor of the third house (take the curving stairs).

If you take the normal stairs in the sane house, you can get a Gaado

Appu in the cabinet by the little girl. Finally, in the house on the
other side of the town, there is an Eeteru in the door beneath the stairs
on the north wall of the first floor. Oh, you'll be given the PHS (Party
Hensei System) when you talk to your allies on the first floor of the
inn; it allows you to switch group nmenbers whenever you want, providing
that you're in the Wrld Map or standing on a Save Point.

Leave the town and head east to reach the Chocobo Farm Talk to the
Chocobo at the front end of the pen and choose the top option to see
the big yellow birds dance; you'll get the 'Summon Chocobo and Mgl i
materia afterwards. Then, talk to Guringurin (the man with the hat)
in the stables behind the pen. Choose the first option, then the 4th
option, then the top option again. Providing you have 2000 gil to
spare, he'll sell you a 'Chocobo Yose' materia, which lets you attract
chocobos to ride.

To catch a chocobo, wander around outside on the chocobo tracks (in
this area of the gane, you can neet themon the Iight patches of
grass, too), until you are attacked. |If a chocobo is one of your
opponents, then kill off the other enenm es and when the battle ends,
you'll be riding the chocobo. |If you attack the chocobo, it wll
hurt you and the other enenies, then escape, so you'll have to try
again. Don't forget, you can only fight chocobos if you have the
Chocobo Yose materia equi pped. When riding a chocobo, your can nove
around normal ly, and you won't get attacked by enemi es. You can
press X to dismount, but if you do this, the Chocobo will run away
and you'll have to catch another one.

Alittle to the south and directly west of the Chocobo farmis a cave,
but a creeping snake in the narsh before the cave entrance will rise up

to attack you. Instead of trying to kill it now, go get a Chocobo
i nstead, who can outrun the snake and enter the cave. Yes, you will
still get attacked if the snake touches your chocobo.

BOSS TIPS: M DOGARU ZUCRUMJ (M dgar Zol en?) LV: 26 HP: 4000 MP: 348

This boss has two deadly attacks: one is a tail sw pe that knocks a team
menber off-screen and puts them out of conmission for the rest of the

battle. The other one is the Beta eneny skill, which inflicts around
1000- 1200 poi nts of damage (which spells instant defeat if your allies
are weak, although you should try to pick up this skill if you have a

Teki no Waza equipped). Along with his bite attack, this serpent can be
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a tough eneny if you try to fight himearlier in the gane. |It's easier
if youtry to defeat himafter you have C d's airplane, since you can
use Limt Breaks and powerful Shoukan and Mahou spells to kill it.

Unfortunately, you get a neasly anmount of EXP, AP, and gil for beating
the boss and what's worse, he reappears when you return to the Wrld
Map, so you're right back where you started

The first time you reach here, you'll see a |large snake inpaled on a

tree. Just exit the screen to continue playing. Al so, if you get

of f your chocobo while on the patch of grass before the nine entrance,
he' Il stay there in case you need to return to the farm (this doesn't
seemto happen all the tinme--1 don't know why, either).

I TEMS IN TH S AREA: Eeteru, Tento, Enkyori Kougeki materia, Mindo
Appu x2, Erikusaa, Pawaa Ri suto, 'Summon Shiva
mat eri a, Tendan or Poosyon x6 or Eeteru x6, Teki
no Waza materia, 1/35ths Shinra Doll x2, Rakku Appu,
Pawaa Appu, Gaado Appu, Supiido Appu, xx Megane or
HP Appu materia or Foosuiitaa.

Inside the Mthril Mne, head northeast to find a green Eeteru on the
stone steps. In the chest is a Tento, so be sure to grab it. |[If you
try clinbing up the brown vine on the western rock face, you'll find

a purple materia (Enkyori Kougeki). dinb back down, return to the
first area, then head left. Mke your way southeast to find a chest
with a Maindo Appu inside, then head west to reach the next area.

Here, you'll run into some of the Turks again: Ruudo, Iriina, and Shon
Once they leave, walk north. There's a chest with a Erikusaa inside
it and a Hai poosyon just to the north of the chest. Return to the area
where you nmet the Turks, clinb up the vine, and go through the door to
exit the mne and return to the Wrld Mp

Nearby is a rocky outcropping with a huge bird statue atop it, the Condor
Fort. Enter it and choose the second option when talking to the nan out
front. After clinbing up the rope, you'll find yourself in a town built
into the rock itself. There is a Save Point, item shop, bedroom (you can
sleep for free), and Materia shop here. Talk to everyone, then | eave and
go northwest through the forest to Junon Town by the shore.

Once you arrive at Junon, talk to the villagers, then go down the stairs
to the shore. Here, a young girl named Purishira is playing with a

dol phin. Qut of nowhere, a big flying boss shows up and attacks her,
then your party.

BOSS TI PS: BOTOMUSUWARU ( Bott om Swayer ?) LV: 23 HP: 2500 WMP: 100

There's not much to worry about; just attack with | kazuchi or Doku spells
and keep your life up. Since this guy's flying, sone characters can't
attack him (like Barett), while sone can (like Coud). Find out which
guys shoul d be casting magi ¢ and which should be attacking early on in
the battle. Sonetines, the boss puts an hp-reduci ng bubbl e around a
character. It only disappears if you cast a magic spell upon it (this
won't hurt the 'bubbled person). If you have the Zentai ka Mteri a,

you can use this to cast a spell on the bubbled person and the boss at
the sane tine. Before dying, the boss will attack with a wave, (he
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can do this normally, but always does one before he di sappears) so watch

out and rmake sure your hp is high enough to withstand an attack. |[|f you
want, you can equip characters (like Barett) wi th weaker weapons so that
they can attack the boss, but it may not be worth it. You'll receive

a Pawaa Ri suto when the battle is over

After killing the boss, you'll have to revive Purishira. To do this,
wat ch the |ung-shaped meter that appears in the upper right. Press

the S button once to nake the meter start to raise. Just as it reaches
the top, press S again to make C oud breathe into the girl's nouth.

It will take a couple of tries. Afterwards, go to the house near the
entrance to town and talk to the person there (for sone reason, choosing
the top option won't nmake C oud go to bed, but if you go back in the
house and try again, he will go to sleep).

During the night, Coud will have another bad dream [In the norning,

| eave and go to the house above the stairs (your friends will be
gathered near it). Purishira will give you the Shiva sunmon nateria,
a gift for saving her life. Follow her to the shore, then talk to her
a second tine. Barett will show up and the girl will keep talking;
when you have the chance, choose the mddle option. Your goal in this
part of the gane is to |leap atop the iron beam above the electrica
tower so that you can sneak into the heart of Junon Town. Your
controls are:

X Swi m f aster

S Makes the dolphin flip you into the air

If you get to close to the electric blasts traveling along the tower,
you'll get shocked and will have to try again (just pick the second
option). The easiest way to get up there is to sinply not nmove and
press S. The dolphin will mss and deposit you near the bottom of
the screen. However, you'll be perfectly positioned, so if you press
X again, Cloud will Iand on the beam Once you're on it, head to the

left to get a good view of the flying airship 'H ghwind . Mke your
way south (towards the 'front' of the screen) to continue.

The next area has a higher and lower level. |[If you investigate the box-
like switch, you'll be taken to the lower level. Fromthere, head south
to find a building. There is a projecting roof nearby which has a door
underneath it; just press against the edge and you'll enter a hallway
filled with soldiers. In the halls, go up to find a | ocker room Check
out the half-open | ocker and choose the second option to dress up as a
guard. Wien the captain of the guards asks you anot her question, pick

t he bottom answer.

Then, |eave the | ocker and take note of the Save Point before heading

t hrough the door (follow the other soldiers). Now that you're outside,
go into the first alleyway. You' ll cone across a group of marching

sol diers. The head guard will want you to join in and march with them
perfectly, so it my take a couple of attenpts before this event will
end. You al so have to nove your gun in tinme with the soldiers by
pressing and releasing the O button. Depending on how high or |ow the
counter was during this scene (the one in the |ower right-hand corner),
you wi Il get the foll ow ng:

PERCENT NANMVE TRANSLATI ON  TYPE
21% = Tendan (Borb) I'tem
37% - 39% = Poosyon x6 (Potion) I'tem
45% ( ?) = Eeteru x6 (Et her) Item
(11 figure out the rest later....)
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Afterwards, you'll have to stand at attention while Rufus and Hai dekkaa
talk to each other...press in any direction and the captain of the guard
will tell you to get back in line. After the rest of the soldiers |eave,
the captain will give you an option; choose either option and you'l
return to the locker roomfor some training on the next event. There,
you can try to follow the captain's orders, if you wish. Wen he asks
you a question, choose the top choice to try training again, or the
bottomoption to finish the training. Once the soldiers |eave, follow

t hem out si de.

Now s your chance to do a little shopping and treasure hunting. You'l
run into Ruudo in the basenment of the first weapon shop, but he won't
recogni ze you in your Shinra guard uniform Go through the third door
and talk to the guard near the back of the room then junp down to an
area with several Shinra guards and some holograns. In the far corner
of the roomis a yellow materia (Teki no Waza). This place (I believe)
is simlar to the 'House of Learning' back in Area 7 Town where you
could | earn about the gane's nechanics. On the second floor of the
same building, you can get a 1/35ths miniature Shinra guard doll and a
Mai ndo Appu. In the roomw th the cats nearby is a Rakku Appu. On the
third floor is a red Pawaa Appu and a green Gaado Appu

If you enter the fourth door on the other side of town, you'll find that
that Iriina, Rudo, and Shon of the Turks are here. [It's a good thing
that you're in that uniform:) Go through the sixth door to find a room
with a soldier; you can check the silver trashcan for a message and pick
up a yell ow Supiido Appu in the side room On the floor above, you can
pi ck up another 1/35th miniature Shinra guard doll

In the next area, Hai dekkaa and Rufus show up again. You have to do
your salute according to what the captain of the guard tells you to do
(remenber your training)! At the very end, all you have to do is be
facing forward: pressing any button will make you do the 'spinning gun
salute. Unfortunately, the order of commands is random each tinme you
pl ay, so just do your best. Afterwards, you can press the follow ng
buttons to make C oud do funny things:

S Scratch back with gun
X Put one leg forward

T Shr ug

Pad Stand at attention

Dependi ng on how well you did during the salute, Heidekkaa will give you
an item Each 'button press' action was worth 10 points, and the fina
salute was worth 30 points. Changing direction was worth O points, but
unl ess you were facing in the correct direction, any action you perfornmed
was worth O points. Also, performing an action was worth O points if you
didit too late (although you'll get full points if you do the action
early). Your total score determines what you will receive (notice that
Rufus' reactions change depending on what itemyou will be given):

SCORE NAME TRANSLATI ON TYPE

000 - 050 = xx Megane Accessory

060 - 090 = HP Appu (HP Up) I ndependent Materia

100 - 190 = Foosuiitaa (Force Eater) Wapon for d oud
200 = (I"Il figure out this one later....)

After everyone el se | eaves, Red 13 (who was watching fromjust inside the
boat) will talk to you if you try to | eave instead of boarding the boat.
Ei ther way, you'll end up joining your friends in the boat's hull.
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ITEMS IN THI S AREA: Eeteru, Zentaika materia, xx R, Howaitokeepu

Open the treasure chest to get an Eeteru, and be sure to pick up the blue
mat eri a (Zentai ka). Talk to the people here, then go up on the deck and
talk to everyone else; you'll notice that some of them are your conpani ons
(don't miss Red 13 :)). The man in white will sell you itens if you talk
to him Once you're done, go back down and talk to Aerith, then return

to the deck and go all the way to the left; one of the guards has left,

all owing you to sneak to the front of the ship.

Here, talk to Barett, who is spying on the Shinra menbers. After talking
to hima couple of tines, an alarmw ||l sound. Go back to the center of
the boat to find your friends. Then, assenble your party. |[If you want
to change the setup, talk to your friends again. Wen you' re ready, go
downstairs and head through the door that the one guard was standing in
front of. In the next room watch out for enemies and clinb up the

| adder, the wal kway | eads to a chest with a xx R (a weapon for Yuffie)
inside. Did you get all the items on the boat? Wen you' re ready, go
and talk to the captain of the guards. It turns out that he's dead.
Then, Sephiroth shows up, and sumons a huge nonster for you to fight
before he flies away.

BOSS TI PS: JENOBA*BI RTH (Jenova*Birth) LV: 25 HP: 4000 WMP: 110

Dai chi, Honou, and Rei ki magic work well against it, but don't use Doku
Attack with your Sunmon Materia and hit it with everything you' ve got.
Keeping your HP up is a priority, since it can use |lasers to attack one
or all menbers. Only use physical attacks if you are running | ow on M.
The boss can cast 'Stop' on a single ally so nake sure that you're not
too dependent on any one character during the battle. Sonme Phoenix
Tails will also conme in handy, since the boss sonetines uses a | aser
that hits all allies (Terror Laser) twice in a row (which can inflict

| oads of damage). You'll get a Howaitokeepu when the battle is over

ITEMS IN TH S AREA: 'Summon Ifrit' materia, Pawaa Appu x2,
Moot aador ai bu, Honou no Yubi wa, W Mashi ngan, Eeteru
Taabo, Henshin materia, W zaadoroddo, Houshi no
Pendanto, x no x x2, Feni kkusu no Bi x10, Mi ndo
Appu, Tento.

Grab the red Materia (Sumon Ifrit) after the battle and wait for the
boat to dock. Talk to the people here and then go up the stairs. A
short automatic sequence follows. In the next area, go into the door

to neet a shady guy who will sell you this roomfor 30 gil; you can

sl eep here for free anytine you want afterwards. dinb down the stairs
in the bottompart of the roomto reach a basenent with a sl eepi ng nman.
You can get a Pawaa Appu, and a Mot aadorai bu here, as well as a Honou no

Yubiwa fromthe treasure chest. You'll neet Mikkii (fromthe cabaret in
the Wall Market) in the bar, as well as sone of his friends. |If you go
down to the beach, you'll run into Houjou (the scientist you net in the
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Shinra HQ. You can talk to himif you want, but you won't get anything
out of it.

Qut si de of the town, head through the nountains and across the bridge.
You'll find a cave-like entrance. Talk to the man on the hill, then
keep heading north. Eventually, you'll reach a wal kway that |eads to

a | arge Makoro furnace. Head south and follow the train tracks; there's
no point in |ooking around here. Keep going, and you'll cone across
some curving tracks and a Save Point. As you walk along the tracks, you
can get the following itens: W Mashingan, Eeteru Taabo, and a Henshin
materi a.

These tracks are rickety, and when you wal k across themin certain areas
a nmessage will appear telling you to press O so that you don't fal
through them It's better to let yourself fall, because you can then
hold left or right and rapidly press Oto | and beneath the tracks. Then,
press Up to clinb back up. If you landed on the |eft side of the tracks,
you can pick up a Wzaadoroddo. |If you landed in the mddle, you can't
get anything, but if you landed on the right side, you'll find a Houshi
no Pendanto. There are three places where you can fall through the
tracks, so be sure to get these itens.

Take the upper rail path to the next area. Are your friends waiting for
you on the lower track? |If they're not, then go back and take the | ower
path. You'll get an option to summon them using the PHS system (NSS)
Assuming they're there, take the upper path and keep wal king until you
find a wooden shed. Enter it and pick the top choice when you're
pronpted to nake a decision. This will |lower the tracks on the bottom
path. Before returning to the lower rail path and followi ng after your
allies, you can walk to the end of the path you're on and clinb the wall;
you' || hear birds chirping if you're in the right place.

After finding the nest, you can choose to take the treasure in the nest
(the top option), or leave the birds alone (the bottomoption). If you
choose the top option, you're attacked.

TIPS: KOKATORI SU (Cocatrice) LV: 17 HP: 420 WMP: O
This guy's easy; just attack until it dies. You'll get 10 Feni kkusu no
Bis should you kill it. You can get two x no x fromit; one by stealing,

the other by killing it with Henka (Morph).

You' Il get 10 Feni kkusu no Bis after the battle is over. Cdoud will then
return to the train tracks. Keep in mnd that this is a one-shot deal;
whet her you decide to take the treasure or not, you can only make a choice
one tine. As you're traveling along the lower rail path, you'll see a
part where the track splits in two directions. Take the left path (the
one that turns back). Walk north (towards the bridge), then right (under
the first bridge). It may sound confusing, but you'll end up in alittle
shack where there's a bunch of itenms and a man resting on a bull dozer.
There's a Mai ndo Appu and a Pawaa Appu here, and the chest has a Tento
inside of it. Leave and follow the other path across the bridge in the
next area to reach the town of North Corel

ITEMS IN TH S AREA: ' Summon Ramuh' materia, x no xx.
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There's sone nmerchants here at North Corel and an inn. You can also

| earn nore about Barett here, whether he's in your party or not. When
you' re done shopping and chatting, go to the sky lift. After Barett has
a flashback about his friend Dain, take the lift up to the Gold Saucer.
You can return to the Wrld Map by heading right fromthe bottom area of
the town, but there's nothing to do out there (aside from saving your
game or riding around on a Chocobo).

You'll see a Save Point in the background of the first area of the Gold
Saucer, but you'll need GP (not gil, like what you' ve been using) to

activate it. Pay the nan to get in (the first choice is for a one-tine
entrance, the second choice will let you enter as often as you'd like),
and t hen choose the path of your choice after your conpani ons separate.

If you try to leave the Station Square (the area where you're at; all
the areas in the Saucer are divided into 'squares'), Aerith will join
you. As you explore the rest of the Gold Saucer, you'll discover that
Shinra sol diers are snoopi ng around, |ooking for Sephiroth. Wen

you're ready to nove on, go to the Wonder Square. Here, you'll neet
Cait Sith, a would-be fortuneteller. He'll automatically join you since
you only have two nenbers (you and your friend) at this point.

Go to the Battle Square and you'll find a bunch of dead bodies; the
handi wor k of Sephiroth. As you're talking to the few who are stil
alive, Dio, the proprietor of the Gold Saucer shows up and pronptly
bl ames you for the carnage. Cait Sith makes a dash for freedom but
after following him the party is trapped. Dio and his henchnen then
sumon three large robots that throw you and your allies through the
'CGateway to Heaven' to a desolate area, the Corel Prison, which lies
at the base of the Gold Saucer.

Here, you'll find Barett. After he runs away, exam ne the dead body
and talk to the other guy before going though the southern gate. There
is a treasure chest here (in the chanber at the base of the |adder), but
it's already opened (anyone know if there's supposed to be sonmething in
it that you could have gotten earlier?)

In the second area, talk to everyone here. The building to the far
southeast is a bar, and a nan inside will sell you itens. After |ooking
around here, enter the building to the east (it doesn't nmatter which
entrance you take). Barett will show up once you're inside, as wll
Tifa and Aerith. After Barett's flashback (in which his best friend
falls down a gorge and North Corel is razed to the ground), reassenble
your team and go back to the first area. Exami ne the guard (who is
dead), then either |eave through the gate. |If you exit by going through
the area between the gate and the building to the right, you'll end up
wandering around in a wasteland until a caravan (the sanme one that Tifa
was captured in) shows up. Wen it does, pick the top option to get a
ride back to the area beyond the gate or choose the bottomoption to
stay where you are (in the mddle of nowhere...you' |l have to keep
wandering around until the caravan shows up again).

Anyway, once you've gone past the gate, talk to the man out here and go

to the _right_. Any other direction | eaves you stranded in the desert
(read the above paragraph again if you want to get back on track). This
takes you to the caryard. Go up fromhere and you'll run into none

other than Dain (the guy fromBarett's flashback). He tells Barett
about Erenoa and Marin (who is actually his daughter), then (for what
reason, | have no idea), decides to attack Barett. 1In the battle,
you're forced to fight using just Barett.
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BOSS TI PS: DAIN LV: 23 HP: 1200 WMP: 20

The easiest way to kill this boss is sinply let himhit you; his attacks
increase your Limt neter quickly. Use the Kaifuku Materia to restore
lost Iife, then hit himw th the Heavy Shot when your neter maxes out.

A summoning Materia (like Shiva or Ifrit) is also a good way to inflict
added damage. Just make sure you have all the MPs you need, and you can
winin no time. The boss can pull off a final attack before dying, so
keep your life up (but he can't do it if you kill himfast enough). You
get a x no xx (a bracelet - 34/4/22/2c/2s) for beating him

After Barett's friend dies, you'll find yourself back in the trailer
After talking to Kooshi (Coach?), you'll be invited to becone a Chocobo
racer. In the elevator shaft, choose the top option to have the racing
process explained to you (NSS), or pick the bottomone to skipit. In
the roomwith the other nen, check the al cove by the Chocobo poster for
a red Sutmon Materia (Ranmuh). Then, talk to the girl in pink (Esuto) to
start racing.

Your controls as a Chocobo racer are:

S Speed Up

X Speed Down

@) Dash (uses up your Dash Meter)

Sel ect Swi tch between Automatic and Manual contro
R1+R2 Hol d these buttons to refill your Dash Meter.

The nore you Dash, the slower your wal ki ng speed is, so conserve your
Dash Meter for when you really need it. You have to keep racing unti
you win, so get good fast! Esuto will explain the controls to you again
prior to the race if you choose the top option, or you can concl ude your
conversation with her and start racing by choosing the bottom option

If you can't get the hang of it, then just keep racing using the

Aut omat i ¢ Sequence nobde until you get first place

After winning, you'll receive the Bagii (Buggy) as first prize, and can
now roam freely about the overworld and even pass through shallow rivers!
(Look for lighter-shaded fords along the rivers.) Your controls are set
up in the foll ow ng manner:

X Exit buggy

@) Enter buggy

T Mai n Menu

Select/ Start World Map (press repeatedly to enl arge/ hi de map)

L1/ R1 Rotate view (or return to side viewif in overhead view)
L2/ R2 Change vi ew

You can_ run into enemes in the buggy, so be careful. Also, you can
only return to the Golden Saucer if you take the sky lift fromNorth
Corel Town; you can't get there using the buggy. |If you go across the
river south fromthe Gol den Saucer and | ook around, you'll find a house

on a peninsula; you can't explore it yet, so ignore it for now BTW
you can return to the desert if you get in the buggy, enter the dirt pit
surroundi ng the Saucer, and touch the houses at the base of the Saucer
However, you'll find that there's nothing to do here but wander through
the desert--do so | ong enough and the same cart that Tifa was abducted
inwll pull up and offer you a ride back to your vehicle. Choose the
top option to accept and the bottomoption to stay where you are. And
as the help nmenu indicates, it's possible to return to Junon Town and
take the Buggy with you. After you've conpleted the scenario with Cd,
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you can explore the house on the penninsula; you can also get Aerith's
Level 4 Limt Break manual at that point in the game (see section 14
for details).

ITEMS IN TH'S AREA: Fiiariteiru, Ekusupoosyon x2, 'Sumon Titan
mat eria, Hi ssatsu materia, Tsuika Kouka Materi a,
Eet eru, Burakkunegahon, Ekusupoosyon, Fiiariringu,
Eet eru Taabo, Wi zaaroddo, Juuryoku Materia
(later you can get an Erikusaa, Myjikku Appu, and
a Ful kea materi a)

Your next goal should be to head south fromthe Gol den Saucer across the
river to a forested area. Go into the black structure (it's called
Jungl e, for sonme reason). Reno and Ruudo are here. After Iriina shows
up and alerts the other Turks to your prescence, you'll be asked a
question. No matter what your answer is, you'll have to fight

Reno and Ruudo at the sane tine.

BOSS TI PS: RENO LV: 22 HP: 2000 MP: 80
RUUDO LV: 23 HP: 2000 MP: 135
Use Summoning spells to even the odds at the start of the round, then go
after either one. Once you injure one enough tines, he'll |eave, then
the other one will. It nay be better to attack Ruudo, since he can hea
hi nsel f and Reno, but then again, Reno can inflict nore damage. |In any
case, this fight isn't too hard either way. You'll get a Fiariiteiru

and a Ekusupoosyon should you win the battle.

After the Turks | eave, head northeast, then go north to reach a pile of
scrapped nachinery. As you're |ooking around, Sukaretto and Shon show
up in the Shinra helicopter and tal k about 'Huge Materia' (which you'l

|l earn nmore about in Disc 2). After they | eave, exam ne the area where
Sukaretto was standi ng and choose the bottomoption to get the ' Sumrmon

Titan' materia. Then go back to the first area and head left. 1In the
second area, there is a Hissatsu materia near the left path (which
returns you to the Wrld Map). |If you take the north path, you'l

arrive at CGongaga Town.

Be sure to visit the stores (don't forget that you can clinb up the pole
in the Accessory Shop to reach a room where you can buy weapons) and

get the treasure chests fromthe inn (Ekusupoosyon) and the old nan's
house (Howaitonegahon). |If you go into the far right house, you'll neet
an ol d couple who apparently know C oud (or soneone just like hin), and
soneone el se named Zekkusu. \When you're done here, return to the Wrld
Map. Head southwest, then turn toward the river and go over the
shal | ows, and then nmake your way up through the nountains to reach Cosnp
Canyon. |If you try to drive past the town, the buggy will short out,

so you don't really have any choice but to enter the town (and you can't
get anywhere el se without the buggy, so even if you didn't drive it past
Cosno Canyon and entered on foot, it wouldn't matter....)

When you approach the man at the gate, Red 13 will talk to him (he'l

ei ther bound up the steps past your party if he's not with you, or he'l
just | eave your party and start talking if he was with you previously).
Everyone here knows Red 13 by the nane 'Nanaki'. After Red heads up the
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stairs, talk to the guard and choose the bottomoption to be let into the
town (Red 13 will reappear to nmake sure you guys get in). |If he was in
your party, you'll have the option to nmake a new team otherw se, you can
| ook around town freely. Don't miss the Save Point located in the
Tigerlily Arms Shop. In the Item Shop, there is a passage with a red
rope across it that prevents you from checking out the roomin the back
Keep this place in mnd because if you return to Cosnb Canyon in Disc 2
or 3, the rope will have been renoved and you can get an Erikusaa, a
Maj i kku Appu, and the Ful kea materia orb fromthe back room

Eventual Iy head up to the observatory, where you'll run into Red 13
and Buugen Haagen, an old geezer who knows all kinds of things. After
Red 13 | eaves, go back down and talk to your friends in order to nake
a new party. Then talk to Red 13 in the room connected to the inn
before returning to the observatory. Enter the side door, chat with
Buugen Haagen, and you'll see a short FMW sequence.

When it's over, return to the large bonfire to the right of the
entrance. Your friends are here. Talk to everyone here, then chat
with Red 13 a second tinme. Buugen Haagen will show up, and you'l

make a new group (with Red 13 as a permanent nenber). |f you want
soneone else, just talk to another ally (it doesn't matter which one).
Fol | ow Buugen Haagen back to the seal ed door above the weapons shop
and talk to him then choose the top option. He'll open the door for
you. Enter and clinb down to the very bottomof the shaft, then head
left.

In the next area, head right and up until you see a hole facing left*.

Enter it and you'll be given an option. Pick the top one to make an
openi ng appear nearby. Go through it, then head up and left. You'l
slide on the oil and hit a spiked wall, reducing every nenber's HP by

500 points. Then go south, through the hole, and head right to reach
the Conbination materia you couldn't get in the first area (Tsuika
Kouka). Go back and carefully walk_ along the edge of the path to
avoid slipping across the oil. Then go right, up, left, down the
stairs, and through the underpassage to reach a chest with an Eeteru
inside of it. Then return to the stairs and go left, then down to
find a second chest containing a Burakkunegahon. Then clinb back up
the stairs and head to the upper-left to |leave this area.

* |If you enter any of the other three holes, you'll be given the
same option, but if you choose the top choice, you'll be attacked.
Doing this doesn't seemto alter the level in any way, but you're
better off doing this after you' ve cleared the _whole_ area out
instead of doing it right now, 1'd rather be safe than sorry, in

my opi ni on.

There are five passages in this area; you only want to take the 2nd and
4t h passages fromthe left. First, take the 4th passage. Wen you
touch the web beyond it, you'll have to fight a giant spider (Stinger).
When you've killed it, followthe path north to find a chest with an
Ekusupoosyon inside. Then go back and take the 2nd passage fromthe
left. Kill the Stinger that attacks you when you touch the web and then
head | eft and down. As you're going through the tunnel, hold right and
you'll find an alternate path that | eads to yet another treasure chest.
You'll find a Faeriiringu init. Go back up to where the web was and
wal k north to find another web. Past it is the exit, but try holding
left and Coud will go along a passage hidden by the rock that leads to
a chest. There's an Eeterutaabo inside.

When you approach the giant face in the next cavern, it begins to nove
and you are attacked.
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BOSS TI PS: G * NATATAKU LV: 29 HP: 5500 MP: 200

Don't worry about the Soul Fires this boss has with him just use your
Sunmon Materia, then concentrate on attacking and using Limt Breaks on
the big guy hinmself. |If your spell Mteria has hit second |evel, then
Rei ki and | kazuchi work nicely on him You don't even need to worry
about your life much; the boss can be taken down before any serious
damage is done to your party. You'll get a Wi zaaroddo for w nning the
battl e.

Grab the spell Materia (Juuryoku) that's |eft behind and fol |l ow Buugen
Haagen up the steps. After the sequence with Red 13 and the ot her
creature (his father, who was transforned into netal or sonething?),
make a new party and | eave the town. Don't worry, Red 13 will rejoin
you when you try to leave. Oh yes, the Buggy will be working again
when you | eave Cosnp Canyon.

ITEMS IN TH S AREA: Rakku Appu x2, FErikusaa x2, Purachinafisuto, Eeteru
Taabo, Shirubaanmegahon, Shiinvai paa, Enem iranchya,
Maj i kku Appu, Shounetsu Materia (and if you open
up the safe, you can get a Kosunonenorii and the
"Summon Qdin' materia, not to nention a Key Item
(the gold key), Ruunbureido, Purachinabaretta,
Oobaasouru, Zentaika Materia, Zokusei Materia,
Sunai pa CR, Jyueruringu, Kauntaa Materi a.

Get in the buggy and continue past Cosnpb Canyon. Head north to find a
river with a shallow ford you can cross. Past it, the nountains are

of a different type than what you usually see. Near themis a small
town, Nivelheim Look fanmiliar? |It's the sane one Sephiroth and C oud
went to in Coud s flashback

First, gointo the inn. Talk to the black creature in the back to get

a Rakku Appu. You can get an Eri kusaa from another one of the creatures
in the Item Shop, and a second Rakku Appu if you talk to the snal
creatures in the upper floor of the southeastern house. The |arge house
to the east is Tifa's hone, and you'll be given a Purachi nafi suto and an
Eeteru Taabo if you talk to the creatures here. There's a piano in
Tifa's roomthat you can fool around with (see section 14 for details).

Now, go into the large mansion at the edge of town. Left of the
entrance is a piece of paper witten by the Turks (?). It has

several hints on it that clue you in to the conbination of the safe on
the upper floor (but it's useless if you don't know Japanese :)). So,
head right and | ook for the sliver of light near the stairway, it's

very hard to see. It's an opening that | eads to the | ower section of
another room There's a chest here, with a Shirubaanmegahon inside.
Go back out and go into the northern door beneath the staircase. In
the adjoining hall, head right and and up to find a chest with a

Shiinvaipaa init. To the left is a roomw th a broken piano (which
you coul d have al so reached by | ooking for the opening near the |left
staircase in the main roon

Go up the stairs and head left. In the circular roomis a chest that
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has an Eneniiranchya within it. There's nothing in the northern room
except for a | ocked safe--you' |l need the right conbination in order
to open it (see section 14 if you don't know how). [If you want to
try your luck, examine it with the O button and choose the top option
to enter the conbination or the bottomoption to quit.

Open the safe (or not), then go right and into the right wing of the
manor house. |f you go up, you'll find a chest with a Majikku Appu
inside. Then go into the | ower room and exam ne the curved wall to
open a secret passage. Go down the spiralling wal kway, and then head
right. |If you got the gold key fromthe safe, you can open the
northern door (refer to section 14 for details). Continue to the
right to find a libarary. Then go north and you'll run into none
other than Sephiroth, who will pelt you with a green materi a before
flying away. Be sure to get the materia (Shoumetsu) before |eaving

t he mansi on.

Once you're back outside, |eave Nivelheimfromthe northern entrace
and contine along until you see a passage |eading into the nountains.
In the next area, follow the path until it splits, and take the north
pat h, which waps around the back of a spire and | eads to a chest
with a Ruunbureido inside of it. Now go back and follow the origina
path. You'll notice that just before the bridge, there's a path that
curves away to the north. Followit up into the nountains and when
it curves south, take that path instead of continuing in the sane

direction. The path curves several tinmes, but eventually you'll make
it to the top of the nmountain, where you can get a chest with a
Purachi nabaretta. It may help if you press SELECT so that you can see

yoursel f when a nountain is blocking your view, and if you can't seem
to get any further, press in other directions (like dow) to scale the
back of the mountain.

Go back down to the nmain path and head up the bridge. Inside the
cavern, take the | adder down instead of the tubes, or you won't be
able to get all the treasure in this area. You don't have to worry
about the |large boss near the door just yet. Feel free to nake use

of the Save Point, then clinb back to the top of the area. Enter the
pipe labled '2' to end up on a rocky ledge. There's an item bag here
with the Qobaasouru inside; get it and then press down to junp down

to a lower | edge, then press down again to reach the floor. dinb back
up one last time and go into the pipe labled '"4'" in order to reach the
treasure chest on the bottom | edge below, there's a Zentaika materia
lying within. Wl k against the right edge of the |ledge to drop down
to the floor.

See the path heading south, just below the path that the boss is

bl ocking? Follow it to go outside, then try to keep wal king and you'l
drop down to the lower | edge. Followi ng the path here |leads to a dead
end, so enter the cave instead and take the righthand path once you're
inside. |Ignore the exit at the other end of the cave and work your way
sout hwest, then go through the small hole. Walk up, then left, then
down in order to reach the treasure chest you coul d see when you first
came in here. Inside it is an Erikusaa. Now go through the exit to
arrive at a wooded area. On the ground, to the left of the mass of
crystalized Materia is a Zokusei materia. Take it and proceed north,
goi ng through the opening to go back into the caves.

Inside, head to the right, then go up as far as you can and wal k | eft
past the stone walls to reach a chest containing a Sunaipa CR  Then
go back and take the rightnost passage. It goes south and | eads you
back to the outside. Fromhere, head left (going right |eads you to
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a dead end). You'll eventually end up at the Jenova Plant you visited
in Coud' s flashback. There's nothing to do inside the plant, so
continue beyond it to the door set in the rock wall. Enter it and

you' Il end up back in the chanber with the pipes again.

It's true that you could have taken the door and done this entire
sequence in reverse, but then you couldn't have scaled the | edge and
you woul d have to go all the way back, instead of taking the express
route like you just did :) Now clinmb down and exami ne the boss, and
it wll attack you.

BOSS TIPS: MATERI AKI | PAA  <Materi a Keeper> LV: 38 HP: 8400 WMP: 300

Don't use Honou-related attacks; it'll only heal him Red 13's Limt
Break B1/1 works well, as does Cloud's B2/1 Limt Break. 1'd also
suggest using the ' Chocobo and Moogli' materia as nmuch as you can--it's
ability to stun this boss is very useful. Physical attacks should do the
trick if you have good weapons; save your MPs for healing yourselves
Keal ra and Zentai ka Materia are a good conbination (remenber to |ink

t hem when sel ecting holders) if you want to stay alive, since the boss
can inflict 300-800 points of danmage with its stabbing/ mauling attacks.
Al so, he can heal hinself (around 1000 hp's worth), and use the danagi ng
Tryne skill, which causes about 500 points of danage to all those stil
alive. |If Red' s learned his Bl/2 break or soneone knows Haste, it would
be a wise idea to use it at the start of the round. Since the Materia
Keeper is one of the few enemi es that can use Tryne, it comes highly
recomended that you have a Teki no Waza nateria equi pped so that you
can learn this eneny techngiue. You'll get a Jyueruringu should you

be victorius.

After the battle is over, exam ne the purple materia that is left behind
in order to take it (Kauntaa). Then follow the path outside--it |eads
back to the Wrld Map.

I TEMS IN TH S AREA: Pawaa Appu, xxxxX, Doriruaamu, Ejinkooto.

Head sout hwest, then turn north (you're making a big C around the
mount ai ns). Keep wal king and you'll see Rocket Town up ahead. In

the Accessory Shop, you'll recieve a nessage if you go to the left end
of the counter and exanmine it (anyone know what it nmeans?) |If you go
into the house farthest to the right, you can find a chest with a

Pawaa Appu inside of it in next to the stove. Then talk to the old man
standi ng near the house that's just left of the rocket's |aunch pad.
Talk to himagain, and he'll ask you a question. Pick the top answer
and the view will pan up to show the rocket. Then the old geezer will
gi ve you the xxxxx (a weapon for Cloud - a56 d100 2s).

Go into the house to the right of the old man. This is the hone of
Shiera and G d, although neither of themare around at the nonent.

There's a chest here with a Doriruaamu inside it. |If you go out the
back entrance, you'll find a light airplane in the backyard--it's one
of Gd s inventions, the 'Tiny Bronco'. After |ooking at the airplane,

Shiera will show up. Wen she |eaves, go outside and head north to
arrive at the rocket--clinb inside it to find Gd. After chatting with
him name him You can then ask hi mseveral questions; you have to at
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| east ask the first one (top choice) in order to proceed with the gane.
Then | eave the rocket and return to Cd' s house. Shiera will show up,
then Gd, too. After Cd goes out back, Shiera will explain how G d

was going to pilot his rocket into outer space sone tinme ago, but
aborted the launch when he di scovered that Shiera was still making | ast-
m nute checks and hadn't |eft the | aunch pad yet; she would be burned

to ashes since the launch could only be aborted, not delayed. By saving
her life, Cd s dreans were shattered, since he did not have the
resources to repair the falling rocket.

C d comes back into the house, then Parumaa shows up--an enpl oyee of
Shinra. Go outside and you'll run into Rufus and a Shinra guard, who
have come to 'borrow the Tiny Bronco. After Shiera brings you back
i nside the house, go out the back entrance to find Parumaa standing
atop the Tiny Bronco. Talk to himand he'll attack you

BOSS TIPS: PARUMAA <Pal ner > LV: 38 HP: 6000 MP: 240

Hi s gun causes a fair anount of damage since it has the effects of
Faira, Blizara, and Sandara, so mmke sure Aerith is in your party or
that you have sone Kaifuku Materia. Use Haste + Zentaika on your party
and Sl ow magi ¢ and/ or Summon Chocobo on himto even the odds a bit.
You' Il want to have Cloud's B2/2 by now-it comes in handy. You'l
receive an E i nkooto when the battle is over.

After the boss gets wasted (heh, heh), your party and Cd will escape
on the Tiny Bronco. Although it gets danmaged during your escape it
can still be used to skimacross shallow water and traverse rivers
(al though you can't go up or down waterfalls). Here are the airplane
controls:

X Exit airplane

@) Enter airpl ane

Sel ect/ Start World Map (press repeatedly to enl arge/ hi de nmap)

L1/ R1 Rotate view (or return to side viewif in overhead view)
L2/ R2 Change vi ew

You now have several options that are available to you: you can get
Aerith's Level 4 Limt Break manual (see section 14 for details) or
go on Yuffie' s sub-quest (if you have her in your party, see section
6 for further information). Even if you don't have Yuffie, you can
purchase sone pretty good weapons and find sone treasure chests
lying around in Uutai, so you may want to stop there anyways. You

can even go back and kill the big snake you had to flee fromin
section 3k, if you' ve been itching to do so (you'll now have enough
HPs to learn the eneny skill "Beta' fromit wi thout dying). In any

case, it would be a good idea to explore other areas and pick up itens
you m ssed/ buy stuff you couldn't afford before instead of continuing
on your quest just yet. | would suggest checking out the excavators
site to the north, since you can pick up the powerful 'Summon Kujata
materia there as well as buy sonme useful bracelets and itens (see
section 3u for details).
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ITEMS IN TH S AREA: xx Cyokki, Chyokobo no Hane, Erikusaa

Pilot the Tiny Bronco back to the Gold Saucer area. GCGo to the
weaponsmith's house on the penninsula near the dirt pit and talk to
him-he'Il explain that you need the Kiiston (Keystone), which he no
| onger has. Get back in Gd' s airplane, and leave it on the shore by
the dirt pit. You need to get to the Gol den Saucer, so either wal k or
find a wild Chocobo and ride it back to North Corel. Then take the
sky I'ift up to the Gold Saucer. Go to the Battle Square and | ook for
an opening on the right side of the roomlabled 'D 0o's Show Room .
Inside, examine the glittering object on top of the large stand; it's
the Kiiston. Dio, the big lug who threw you out of the Gold Saucer
before, will show up and offer you a challenge: fight in the Battle
Square and he'll give you the Kiiston. Wen you have a choice, pick
the top option to accept or the bottomoption to tenporarily decline.
You' Il now have to fight in the Battle Square using only Coud. Keep
in mnd that even if you |lose the very first battle, Dio will stil

gi ve you the Kiiston.

If you want to try and see if you can win all the battles, then keep
fighting. After each battle, the nessage ' GREAT!' will appear,

foll owed by two options. Choose the right option to stop fighting,
or the left option to continue fighting. |If you choose to continue,
a jackpot-like device will appear. You can stop it from spinning

by pressing the O button, and whatever cones up when you press O w ||
take affect prior to the start of the next battle. Depening on what
you get, different things will happen to you, although certain
accessories can render you imrune to sone of the nore debiliating

ef fects.

Furthernore, the status ailnments that you are afflicted with as a
result of the jackpot stay with you frombattle to battle, and you're
forced to stop the jackpot after each battle, so you could end up
bei ng a poisoned, petrified frog in a few rounds, if you' re not
careful. |If you last through seven battles, then the fighting ends.

Refer to the 'Having Fun' section for a conplete explanation of how the
Battl e Square works, but keep in mind that although you will earn

Battle Points during the battle, they are reset to zero when the battle
ends since you end up in the Show Room (and the way things work you | ose
all the Battle Points you earn if you | eave the main roomat any tine).
Shoul d you rmake it through all the battles, Dio will give you a xx
Cyokki and a Chyokobo no Hane, in addition to the Kiiston

There's nothing el se you need to do at the Gold Saucer now, but when
you try to | eave, you'll discover that the ropeway that the sky lift
travel s up and down is broken, |eaving you stranded in the Saucer
Cait Sith will either show up (or |eave your party, if he's already
with you guys) and suggest that you all meet himat the Ghost Hotel
At the Hotel, you and your allies will chat for awhile. In the next
scence, you'll find yourself in your room

At this point in the ganme, a character will come into your room and ask
to go on a date with you. Wile it's usually Aerith, it's been
confirmed that you can go on a date with Tifa instead, if you were nice
to her and nean to Aerith throughout the course of the gane. |It's also
been hinted at that other characters will want to go on a date with you,
but this hasn't been confirned yet.

Both times that |1've played through this part, it's always been Aerith
who cones to ask Cloud to go on a date, so I'll wite the next section
with her in mnd, although you may end up with someone el se.
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First, you'll go to the Event Square. Since you're the 100th person
to come here that day, you and Aerith will be offered a role in the
upcom ng play. Wat you do here doesn't affect the gane in any way,
so just pick whatever options you' d |ike and watch one of the many
hunorous endings. If | wote it out, it would ruin the fun, so...
Next, you'll ride the gondola in the Round Square. Wen Aerith | ooks
out the wi ndow, you can press left to | ook out, too, and see various
FM/ sequences showcasing the events at the Gold Saucer.

After the date is over, Coud and Aerith will return to the Station
Square only to find Cait Sith sneaking around with the Kiiston. He'l
run away when Cloud yells at him and you have to chase hi m around
various sections of the Gold Saucer. (If you don't want to waste tine
doing that, then go to the Chocobo Square, enter it, and chase Cait
Sith back outside). Eventually, Cait will stop at the steps outside

of the Chocobo Square. The Shinra helicopter shows up, and Cait wll
toss the Kiiston up to Shon. Wen confronted by Cloud and Aerith, Cait
reveals that he is in fact a spy for the Shinra. He insists that he
continues to travel with Coud and his friends because he has taken
Marin as a hostage back in Mdgar (right? That's what it seens to say).

Once Cait Sith l|eaves, you'll find yourself back in the Ghost Hotel
Check the iron naiden for an Erikusaa (notice the sound it nakes; it
sounds just like Norstein Bekkler's laugh [the guy from Chrono
Trigger!]). Leave the roomto neet up with your allies again. After
a brief talk, Aerith will join your party, becom ng a pernmanent nenber.
Pi ck another ally and then | eave the Saucer, since the ropeway is now
repaired.

Now t hat you're back at North Corel, |eave and return where you parked
the Tiny Bronco. Look at the Wrld Map. See the tiny chain of islands
near the bottom of the map? Just to the right of themand to the left

of Mdeel and the Condor Fort is a large island. |If you go there, you'l
see a large tenple surrounded by a forest. This is your next
destination, so land the Tiny Bronco at the shore and head to the tenple.

I TEMS IN TH S AREA: Torai dento, Mindo Appu, xxxx, Eeteru Taabo x2,
Roket t opanchi, Rakkii materia, Henka materi a,
Pri nsesugaado, Ri bon, xxx, Last Elixir,
x Batto, Doragon no xx, 'Sunmon Baharut' materi a,
G gaasu no Xxx.

At the top of the tenple is a black creature, simlar to the ones you
met in Nivelheim |If you talk to it, it floats into the air in a flash
of light. Inside the tenple, you'll find the Turk, Shon. He was badly
wounded by Sephiroth. He gives you the Kiiston so that you can go after
his attacker; examne the dais in the center of the roomand you' |l be
transported into the depths of the tenple.

This area has a very confusing layout; it's a nmass of stairs, wal kways
and passages. There are chests everywhere, and a kooky old man in a

bl ue robe is al so running around down here. From where you arrived,
head up, then left, then up again and go down the stairs to the ground

| evel. There's an opening just above you; go init, turn to the right,
then clinb down the vines clinging to the wall beneath you. If you

run underneath the |long staircase nearby, you can reach a treasure chest
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that has a Toraidento inside of it. Fromthere, head right, go down the
stairs, then turn and clinb up the wall using the vines. Head past the
openi ng (which you can't enter at this point, anyway) and go up the
stairs. The old nan will dash away; ignore himfor now and clinmb up the
vines to reach a platform There's a shiny pink itemhere (M ndo Appu).
Take it and go down the stairs, then enter the door to your left to find
a roomwith a treasure chest and the old man. Inside the chest is the
xxxX (a gun for Vincent). Talk to the geezer twice and he'll offer his
services to you:

- Purchase Itens

- Restore HP and MP to naxi mum
- Save your gane*

- Not hi ng

* Choose the top option to decline or the bottomoption to accept and
save your gane.

Qut si de, go back up the stairs and down the vines, but this tine, head
down and to the left. You can pick up a green itemhere (Eeteru Taabo).
Then go down the long stairway. At the bottom clinb down the snaller
set of steps to your left, then work your way towards the sout hwest
corner of the screen. Ther's a small patch of vines here that you can
climb down. Be sure to open the nearby chest; there's a Rokettopanchi
inside of it. Now, go down the stairs and wal k northeast along the
path to find sone nore vines and the old man, who scanpers away when
you get too close. dinb up the vines, then go up the stairs next to
you, go through the archway, turn east and go down the stairs, and
clinmb up the long stretch of vines on the nearby wall. Head left,
underneath the staircase, and you can nab a purple materia (Rakkii).

Now, go back the way you came (go right, down the vines, up the stairs
and down and out through the archway so that you're back on the path
that the old man was standi ng on, just above the vines). Walk to the
east until the path stops, then head south and turn east again to enter

the nearby door. As you enter, the old man will dash away. There are
huge hol | ow boul ders that are rolling down this wal kway. To get past
them tinme your dashes so that the hollow part will be directly over

you, causing Coud to kneel as the boulder rolls over you. Then keep
going until you reach a side path that leads to a pool of water. G ab
the Henka materia near the pool, then continue al ong the wal kway,
avoi di ng the boul ders. Once you reach the end of the path, they'l

di sappear for good, but renmember that if you get hit by a boul der,
you'll be dragged all the way back to the beginning of the path (ouch!)
Alternately, you can wait until the boul ders di sppear and then go

back and pick up the materia after the sequnce w th Sephiroth.

Once the boul ders are gone, Aerith will sense a powerful prescence in
the chanber and return to the pool. Light will erupt fromthe surface
of the pool, and you'll be able to see what | presune is a flashback of
Shon and Iriina (both Turks) running around in the shrine. After Iriina
| eaves, Sephiroth shows up and creates a double of hinmself. \While he
busies hinself with attacki ng Shon, the laughing double flies up into
the air. After this sequence is over, Sephiroth's double will descend
into the pool and then fly away (is this supposed to nmean anythi ng?)
When you return to the end of the passage, the old geezer will be
waiting for you, and will once again offer his help:

- Restore HP and MP to maxi mum

- Save your gane
- Not hi ng
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When you're ready, go down the stairs. There's a huge roomhere with

twel ve doors labeled | to XII. In the center of the roomis the ever-
annoying talking clock. | was ready to use ny FF7 discs as frisbhees
by the time | figured out howto solve this little 'nmini-gane'. Here's

how it works:

If you press O (Roulette), the hour and m nute hands nove around very
qui ckly. Even when you press O again to stop the hands, they'll both
move three nore spaces in the direction they were traveling.

If you press T, you're given two options: one in blue, one in green

BLUE: This gives you four _nore_ options, one in blue, one
in green, one in red, and one in white.

- BLUE The hour hand noves ahead by one space.

- GREEN The hour hand noves ahead seven spaces.

- RED The hour hand noves ahead by 17 spaces.
This invariably sets the m nute hand ahead
by at | east one space.

- WH TE This does not hing.

GREEN: This gives you _another_four options, in blue,
green, red, and white, respectively.

- BLUE The hour hand noves back by two spaces.

- GREEN The hour hand noves back by ten spaces,
setting the mnute hand back by one.

- RED The hour hand noves back by 20 spaces.
Thi s makes the minute hand decrease
by at |east one space, too.

- WHITE This does not hi ng.

If you press X, the damm clock shuts up and you're free to nove onto
the hands of the clock (providing you' ve aligned them properly). You
can only wal k on the hour and nminute hands of the clock

Isn't this fun? Well, there are twel ve passages (labeled | to Xl1),
and you get to explore themby setting the clock to various positions.
Here's a list of what's in each passage:

I - \Wen you open up the chest, you'll be attacked by
nmonsters. You won't get anything for beating them

ei t her.
TIPS: JEM N SUM | LV: 24 HP: 800 MP:. 80
PO ZUNFUROGGU <Poi son Frog> LV: 26 HP: 500 WMP: 100
PO ZUNFUROGGU <Poi son Frog> LV: 26 HP: 500 WMP: 100

The Poi son Frogs are weak agai nst Rei ki, so use col d-based attacks/spells
on them Their attacks will turn you into a frog, but they attack so
often that it's better for you to wait until they hit you again (turning
you back into a human) instead of wasting a Virgin's Kiss or other
restorative item The worman (Jeminisumi) is weak agai nst Poi son, so

use one of the Bio spells on her for good results. The only point in
fighting this battle is if you want to learn Kaeru no Ua fromthe frogs.

Il - This passage is blocked off by rocks. You can't
do anything here, so return and pick another path.

111 - A treasure chest. It contains npbnsters, too.
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You won't get anything for defeating them

TIPS: HEKUTOAI ZU <Hect o- Eyes> LV: 30 HP: 500 MP: 220
HEKUTOAI ZU <Hect o- Eyes> LV: 30 HP: 500 MP: 220

Both of these red, nmulti-eyed nonsters are weak agai nst Poi son, so use
the best Bio spell you've got, or sinply attack to dispatch them |If
you' ve got Henka equi pped, you can norph both of theminto Magic Up
itens, which is rea

Ily the only point in fighting this battle. Although

weak, either eneny can drain _|lots_ of HP fromyou (around 1200- 1400
poi nts!)

Il - Shouldn't this be IV? Anyway, there's a chest
here, and Aerith's Utinmate Wapon, the
Prinsesugaado (Princess' Quard) is inside.

\% - This passage | eads outside to the gold chest you
could see but not normally reach. Inside it is
a Ri bon

Vi - Read belowto find out what to do here.

VI | - There's a chest here. A weapon for Cait Sith,

the xxx, is inside it.

VI - You can get a Rasutoerikusaa fromthe chest in
this room

I X - A passage bl ocked by fallen rock.

X - This is where you cane in, bud!

Xl - Yet another bl ocked passage.

Xl - \What a creepy room You'll be seeing nore of

it soon enough.

At sonme point, you should stand on the hour or minute hand and |let the
second hand approach. Wen it passes over you, it will knock you down

into the pit below. Wen you land, you'll find yourself in a roomwth
a treasure chest. Before you can open it, you'll be anbushed by two
nonsters.

BOSS TI PS: ENSHYANTCODORAGON <Anci ent Dragon> LV: 34 HP: 2400 WMP: 450
ENSHYANTODORGAON <Anci ent Dragon> LV: 34 HP: 2400 WMP: 450

Usi ng Juuryoku or some Summon Materia will kill these dragons quickly.
Even physical attacks work well. Either eneny can only attack for about
500 points of dammge, or use a Sazankurosu (Southern Cross) attack that
hit's one eneny for the sane anount of damage, so they don't pose too
serious a threat. You can also control them even though they're bosses.
You'll win an Eeeteru Taabo for defeating both of them

In the chest is the x Batto, the strongest weapon C oud can get during
Disc 1. Take it and leave the room You'll find yourself back at the
door you couldn't enter earlier (in the area with the vines and
staircases. Sinply work your way back to the tal king clock, and pick
up any itens you mght have mssed the first time around.
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PASSAGE VI

Bef ore goi ng down this passage, make sure you've cleared out the other
roonms since you won't be able to go back to them after the next event.
When you step out into the open, the bouncing old man will see you and
run away. Wen Aerith asks you a question, pick the bottom answer if
you want to return and explore nore of the clock puzzle room (NSS), or
choose the top answer if you want to hunt down the old man. To find
him sinply go through the passages; you want to end up going into a
passage that he plans to come out of. You can go down to another set

of passages by going to the left end of each | edge and pressing the O
button to junp down a level. The passage entrances and exits are
random but you can catch himw thout too rmuch difficulty. Don't forget
to take the chest lying on the |lowest level; there's a xx (a weapon for
Tifa) inside. As usual, beat the old man at his own gane and he'll help
you in return:

- Restore HP and MP to nmmxi mum
- Save your gane

- Not hi ng

Now t hat you' ve caught the old nman, the |large door on the top level wll
open. Go inside and head to the right. You'll encoutner Sephiroth four
times. Up to his usual evil, Sephiroth tal ks about the energy within

the tenple as he as swings his sword around, his every notion trailed by
the double that he nmade earlier. After disappearing, Coud will suffer
fromsonme sort of fit (sonething about the Materia taking over his body?)
After comng to his senses, the party examines a rmural on the wall which
shows a neteorite speeding towards the people of the earth. Aerith talks
about the spell 'Meteo' which Sephiroth is planning to cast, when the
party hears Sephiroth's voice. The tenple starts to shake, and a | arge
red dragon appears and attacks the allies.

BOSS Tl PS: REDDODORAGON <Red Dragon> LV: 39 HP: 6800 MP: 300

Sl ow the dragon and Haste yourself to gain the upper hand. Sone Sumon
Materia will also even the odds, but don't use Kujata since it will hea
the boss by about 2100 points. Also, Juuryoku won't work against it.
Limt Breaks and physical attacks should do the trick. You'll win a
Doragon no xx should you win the battle.

Pick up the summon materia that's |eft behind (Bahanmut). Then go back
and exam ne the floating gold object on the dais. Aerith refers to it
as the "Kuro Materia' (Black Materia) but it's gold ...in any case,
Aerith will then ask you a question. It doesn't matter which answer
you choose. At this point, if Cait Sith isn't in your party, you'l
here a ringing sound and Cloud will answer the PHS phone. Cait wll
talk to himthrough the phone. If he is in you party, then he starts
hoppi ng around and tal king to you. When he finishes, |leave this
chanmber, let the old man heal you if you need it, then go back to the
clock room The only direction you can go in is straight up through
passage Xll. \When you exam ne the door in the room beyond, yet another
boss appears to finish you off.

BOSS TIPS: DEMONZUGEI TO <Denpn's Gat e> LV: 45 HP: 10000 MP: 400
The bad news is that the boss can hit for |lots of damage. The good news

is that nost of his attacks (especially the earthquake and body sl am
attack) quickly max out your Limt bars. Now s a good tinme to try out
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the Bahanmut materia, but nobst other Summon materia don't do nuch damage.
Make good use of Aerith's B1/1 and Cloud's B2/2, and you'll want to
Barrier and Haste yourselves. Luckily, this boss can't instantly kill
you as a sinmilar boss in FF2 could. You'll win a Ggaasu no xx fromthis
boss if you're victorious.

Once the boss is defeated, Cait Sith will have an ani mated conversati on
with your party. |If he's not in your group, then he bursts out of the
door and starts talking. He'll then return to the chanber where the

Bl ack Materia was and take it. Afterwards, the entire tenple vanishes!
In the followi ng scene, Cloud and Aerith go down into the foundation
of the tenple and retrieve the Black Materia, but Sephiroth shows up
and forces Cloud to give the Materia to him During this time, you

control a ghostly image of Coud as a child. If you stand in Coud's
path and keep talking to him you'll prevent himfrom approaching
Sephiroth, but there's no point in doing this since Coud will continue

to advance until you give up. After C oud gives Sephiroth the Bl ack
Materia, he will attack Aerith (and you can't do anythi ng about that,
either). Cait Sith will show up (he says he's Cait Sith 2; a repl acenent
of the original?) Then your other party nmenber will |eap down and
prevent Coud fromkilling Aerith.

After what | take to be a dream sequence, you'll awake in, of all

pl aces, the inn at Gongaga Town, with Barett and Tifa by your side.
Answer Barett's question any way you |like, then go outside. Tifa and
Barett will join your party, but you don't have to keep them as

per manent nenbers. Look for the Tiny Bronco on the southern shore near
Gongaga Town.

Al so, Aerith has left your party for good. However, you'll have all of
her weapons, equi pnent, accessories and nmateria in your itemnmenu. Now,
you need to go to the forest that you sawin Coud' s dream First, get
in the Tiny Bronco.

u. EXCAVATORS SITE / THE FOREST

ITEMS IN THIS AREA: M zu no Yubi wa.

Make your way up to the Northern Continent by going around the left side
of the Western Continent after going along the river by the Gold Saucer.

Head to the right edge of the continent, where you'll find a forest
surrounded by nountains. In the mddle of the forest is a big rib cage
and a large skull. Approach it, and you'll find yourself in a excavation
site where a bunch of archaeol ogists spend their time digging. Before
doi ng anything el se, you nmght want to head up the | adder and go through
the hole in the back to reach a forest, the same one from C oud's dream

Keep wal king until you reach the second forest screen. |f you stand here
for a nonent, you'll see a red Materia floating on the |eft side of the
screen. It will switch to the right side and back again every few
seconds. Try to predict where it will show up and use the O button to
grab it. Your reward is the Summon Kujata nmateria. |If you try to
continue through the forest, you'll find that this screen repeats

endl essly. So, go back outside. Before going on to the next part of
the gane, you may want to buy sone bracelets and itens; talk to the
man sitting near the rib cage and pick the second option in order to
buy things fromhim
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What you need to do at this point in the ganme is com ssion one of the
men to dig up the Runahaapu (Luna Harp) for you. As long as you have
it in your possession, you're able to pass through the 'endl ess
forest.

- First, talk to the man sitting just outside of the rib-cage room
Pick the first option twice*. The screen will fade out.

- When the screen fades back in, all the men will be gone. What you
do is choose a place where you want a digger to stand and press the
S button. It costs 100 gil to place a digger. Use the top option
to place a digger, or the bottomoption to quit. You can place up
to five diggers

- You'll quit once you choose the bottomoption or after you' ve placed
five diggers. Now, press the S button to set off an expl osion
You'll hear a nusic cue, and the diggers will turn in different

di rections.

- Stand where you want one of the diggers to search through the night

and press S again after clearing the dial ogue box. You'll find
yoursel f back at the bottom of the screen the next norning. The
treasure chest nearby will be closed, and it nmay or may not hold an

item depending on where you chose to dig.

- The key to getting the right itemis to watch the diggers after the

expl osion occurs. They'll all look toward the location of the item
you need, so try placing themin conpass-point style |ayout so that
you can follow their vision to the place where the itemlies. |If

you're really stuck, the Runahaapo lies just a little ways to the
west and ever so slightly south of the tent on the upper | edge.

* Normally, the first option is used to dig for the Runahaapu (al
the diggers will look in the direction of the harp). The other
two options are used to dig up other itens (the diggers will |ook
in the direction of the closest itemnext itemto be found). But
not only do you not have to place diggers in order to find an item
but you can use any of the three choice to dig up the Runahaapu or
any other item-it's just that the diggers won't |Iook in the correct
direction if you don't use the first option, and you can't use the
first option after obtaining the Runahaapu

How do you know if you got the right iten? Well, it will show up on the
Key Item menu (where the inportant stuff like the PHS is kept). Also, if
you talk to the digger sitting by the room and choose the first option
twice, he won't let you select and place diggers. Finally, try going
into the forest. |If the screen turns green, then you' ve got the right
item

When you' ve got Runahaapu, go into the forest. Wen you reach the second
area, the screen changes to a green color, and the forest will no |onger
repeat. Beyond the forest is a rocky area. First, go under the tree
trunk to reach the treasure chest with a Mzu no Yubiwa inside. Cdinb

up the rocks near the pink mass of coral, then go through the fallen
trunk and head north to reach the next area (you can't clinb up the vine
inthe first area, so ignore it). Wlk along the curving path and you'l
find yourself back in the Wrld Map, in the canyon near the forest. Head
straight forward to the top-like object to continue your quest.

v. ANCIENT CITY
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I TEMS IN THI S AREA:  Mj i kku Appu, xx no xx, |nseki, Gaado Appu,
Eri kusaa, Teki no Waza nmteria, U zaadoburesu

This area looks a lot like the floor of the sea; there's shells and cora
everywhere. At the crossroads, take the left path. It leads to a stone
bui l di ng--inisde of the building is a Save Point, and there's a chest on
the upper ledge with a Majikku Appu inside it. Leave the building and
continue past it, following the path east into the rock face. |Inside,
go down the stairs and head all the way right to find a chest with a

XX no xx (a bracelet that absorbs ice attacks) inside of it. You can
check out the blue crystal if you want, but there's nothing you can do
with it at this point in the game. Return to the crossroads and take
the mddle path. Enter the shell building and clinb the spiraling

wal kway to the very to to find a green materia lying there (Inseki).

Go back to the crossroads yet again and take the right road. It |eads
to an area with several shell buildings. Go all the way to the right,
then go north to enter the building before you. dinb all the way to
the top level. There's a chest here containing a Gaado Appu

There's nothing else to do in this area but enter the last shell house;
your friends won't let you take the path |eading out of the city, and
the main path | eads to another part of the chanber with the blue crystal,
but there's nothing you can do there. So, if you're ready to proceed,
enter the shell house to the right of the main path. On the ground
floor is a chest holding an Eri kusaa. Take it and clinb up the | adder
When you approach the beds, you'll be given an option. You can choose
the bottom option, grab the yellow nmateria behind the headboard of the
third bed (Teki no Waza), exit the house, then enter it again, approach
the beds, and choose the top option to go to sleep. O, you can just
pick the top option the first time around, go to sleep, and when you
wake up in the night, grab the Teki no Waza materia (it's easier to see
at night, too).

No matter what you decide to do, go to sleep. You'll wake up in the

m ddl e of the night. After Coud' s conpanions join him return to the
crossroads a final time and take the mddle path again. Wen you enter
the shell building, the fish floating in the mddle of the spiraling
passageway w || have di sappeared; there are blue steps instead. o
down them and you'll find yourself in an underwater palace. At the
bottom of the stairs, |eave the building and take note of the Save Point
bef ore goi ng down both sets of stairs.

Aerith's here, and you have to get to her by junping across severa
pillars. Press in the direction of the next pillar to get proceed,

but you'll have to use just Coud; your allies will wait for you back
on the ground. Once you get close to Aerith, C oud has another spastic
fit and will draw his sowd. You can press the controller and the
buttons to make Coud do different things, but pressing Othree tines
will make himtry to strike Aerith. Luckily, he'll cone to his senses
bef orehand with some help fromhis friends, but Sephiroth makes an
appearance and attacks Aerith. After her death, Sephiroth escapes,

| eavi ng behi nd anot her nonster in his wake.

BGSS TI PS: JENOBA*LI FE <Jenova*Life> LV: 50 HP: 10000 MP: 300

This boss is weak against earth attacks, so use Daichi and Titan. Al so,
I nseki, Bahamut, and Kujata all work very well. Physical attacks do a
surprising amount of damage. The boss will cast Riflek on itself the
first tine you cast a spell on it, so be wary about using spells too
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often. Jenova*Life's attacks are not that strong (about 400-700 points),
but it has an ultra-deadly blue bubble attack (Aqua Breath) that inflicts
+1500 danmage to each character. Be sure to have sone Kai fuku Materia
handy. Considering it's the last boss on this disc, this is not a very
hard battle. You'll win a U zaadoburesu when you win the battle

After beating the boss, there's another FMW/ sequence, then you're given
the option to save your gane. CQCuess what? You just finished Disc One!
My tines (if you're interested, and even if you're not :)) were 29:04
initially, and 25:20 for the rewite.

e L O L L

4. WALKTHROUGH - DI SC TWD
e e L L L

<KM s note - Everything beyond this point is just the ol d wal kt hrough
(aka v1.5x). Look for the Disc 2 rewite in a future revision!>

From the shell-shaped building, walk left to see Sephiroth again. Then,
head north and go al ong the path you couldn't cross before. You'll cone
to an area with a white, spiky object. Go behind and around it to get
the treasure chest, then go to the front of the object and use the pad
toclinb up it, then go down inside it and out to enter a cave. Walk
toward the second cleft in the wall and use the pad to work your way up
When you're given three options, pick the bottomone. dinb up the

next cliff and choose the bottom option; you can still open the chest
even though it's above you. GCet back into the cleft and choose the
bottom option, then the top one. Go to the next cleft, choose the
bottom option, and clinb down to get a treasure chest. dinb back up
the cleft, choose the bottomoption, then try to get on again and pick
the top one. Wen you reach the chest, pick the top option, then the
bottomone to get to the other | edge. W rk your way up the next cleft,
then run to the | eft and choose the bottomoption to get on the | adder
and clinb down.

Look around with the O button to find a Purple Materia. You'l
automatically clinb up the | adder and get off again, so try to get back
on and choose the top option. Once you reach the top, go to the right
and enter the archway. Take the contents of the treasure chest in the
next room then go through the door to reach the outside. Fromthe
cave entrance, head along the path, then turn to the right. Turn right
again at the chocobo tracks to see a village between two icy hills.

First of all, go to the far end of town and talk to the man in purple.
Pick the top option. Two Shinra nmenbers will show up, and the lady with
themwi Il try to knock out Cloud. To avoid her strike, press left just
after you see the transparent nessage box. |f she does hit you, you'l
wake up in one of the houses, but if she doesn't, then she'll roll right
out of the town. It doesn't make a difference whether you get hit or
not (NSS). Afterwards, go back up and enter the house just to your
right. Talk to the kid in the back roomand he'll |let you have his
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snowboard. Then, go to the inn and grab the item by the w ndowsill
Exit and enter the house on the far right (by the snowran). Take the
items in the back room then |ook at the nap on the wall. Take it by
choosing the bottomoption. Finally, go into the house on the |eft
side of town and go down the stairs. There's another itemby the

wi ndowsill. You're nowready to | eave, but you can | ook around (and
see sone flashbacks if you check out the machinery in the house that
you're in), or purchase itens if you want. Go beyond the nman in the
back of town into the forest, and you'll enter the snowboard sequence.

Your controls are:

S Br ake

X Junp

Pad Move | eft or right, down to brake

Start Pause/ unpause

L1/ R1 Quick turn to the left or right when used

with control pad

Basically, you want to nake your way through the nountains. You can
coll ect balloons along the way, but | don't know what they do for you

There are al so obstacles to crash into, |ike dead wood, pine trees,
i gl oos, moogl es, snowren, rocks, ice boul ders, and chocobos. | believe
there are four different '"exit' paths (NSS); I'll take the left path

twice and go fromthere in this FAQ

My characters cane to in a white forest. D d yours? Fromthis point
onward, you can press Sto |look at the map you took (but not in sone
screens), which shows where you need to go but not where you are.

spent hours trying to map this place out, only to discover that there's
al most nothing of interest in this area. So, |'ve sinply described each
| ocation and where it is on the map; getting there isn't nmuch of a
problem Your ultimate goal, BTW is to nake it to the red check mark

The | ocations are:

ENTRANCE (| ooks like a square at the bottomcenter of the screen)
Headi ng south fromthis area takes you back out to the Wrld Map. |If
you return to Frost Village to heal yourself, you'll have to snowboard
i n here again.

MOUNTAI N CAVE (small opening just to the right of the ENTRANCE)

You can hop across the |l edges to the top of the screen, but in the next
room there's nothing to do but choose to fall/not fall down an icy
chute that has no effect aside fromejecting you back into the world
map. The entrance to this cave is hard to see; it's just to the right
of the T-junction screen

FOREST (forest divided by Y-shaped paths)
In the main forest screen, there's an itemat the foot of a tree
near the lefthand top part of the screen

BURI ED Al RPLANE (tail of plane sticking out to left of forest)
Not hi ng here.

LAKE CAVE (cave in the mddle of the central |ake)

Search the front of the lake for an item before continuing to the ice
fl ow scene. Then, head to the upper left corner of the screen to reach
a break in the lake. Here, you'll have to junp on the floating ice
chunks to get across, but the chunks around the one you're standing on
wi || subnerge or raise depending on how they | ooked when you arrived
there. If you mess up and they are all submerged, you'll have to start

file:/lIC|/WINDOWS/Desktop/chris/ff/ff7faqg.txt (44 of 110) [6/12/03 6:46:24 PM]



file:///IC)J/WINDOWS/Desktop/chrig/ff/ff 7fag.txt

all over. |It's not too hard, though. To get on the ice floats, choose
the top option, then use the O button to junp around. Enter the cave in
the next area, get the item and |eave.

LONE TREE (pine tree up and right fromthe LAKE CAVE)
Not hi ng here, either.

| CE BOULDERS (northwest corner, left and bel ow the STONE FACE)
Go into the small cave entrance and grab the itemin the northwest
corner, then go out the other entrance.

RI VER LOG (above central |ake, at nmouth of river)
There' s not hi ng here.

STONE FACE (left of the red check mark)
Not hi ng here.

STEAM NG LAKES (south and east of the check mark)
You can touch the water on the | efthand bank if you want. In fact,
you shoul d, since you can't get the Al exander Materia any other way.

MOUNTAI N CROSSROAD (top of nountain east of the STEAM NG LAKES)

Head to the upper right corner, you'll go off-screen, then work you way
up and to the left in the next screen. When this screen repeats a
second tine, look for a Blue Materia about hal fway up the screen. This
pat h takes you back to the steam ng | akes, but if you try to back the
way you came, you'll see that the screen has changed. Put another way,
you couldn't have gotten the Materia unless you took this path since the
"switching' path isn't marked on the map.

At sone point in the ganme you pass out. What determines this, though,
I"mnot sure of. WelI, leaving this area aside for now...

You'll awake in the house of an old man. Go up the stairs and let the
old man talk to you; choose the bottomoption twice. Wen you wake up
the next norning, check out the Save Point. |If you want to spend the

night again, talk to the old man in the first roomand choose the top
choi ce. Wen you | eave the shack, your friends will be waiting outside.
Make a new party if you w sh, then head south. You nmay have noticed
that you can talk to the man fromthe ground fl oor even though he is
above you :)

Qutside, you'll be in a snow wasteland. Use the O button to set down
spi kes that you can use to track your location (since your direction
changes when the wind picks up). |If you want to explore the rest of
that first area that you passed out in, head due south. When you | eave
the first area, you'll see a rock formation with a cave

entrance if you keep wal king north. Inside, a Blue Materia is |lying
near the tent. Wuat's odd is that you seemto always run into this on
your way back fromthe first area instead of on the way to it.

If you head east, you'll go through some snowy areas, then arrive at a
cave entrance. Talk to the purple fellowinside to enter a battle, but
only if you touched the water back at the Steam ng Lakes. Even though

you'll hear boss music, it's just a normal enemy. Wen you win, you'l
get a Sumon Materia (Al exander). VWile you can use the map here, you
can't reach this place normally. |If you go right, then down the snow
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path, you'll end up at the 'switching' crossroads in the nain first area,
t hough.

CGoi ng west just takes you to an alternate entrance to the first area.
There's not that nmuch to do there, anyway, unless you want a shortcut
to the | CE BOULDERS area where an itemis lying in a cave

If you're really having trouble navigating, then think of the wastel and
I'ike this:

ad Man's Shack

o m e e e eeiaiaao-- +
S | | A
1t | | I M
s o | | e a N
t n | | x t |
e | | a e W- + --E
A | | n r |
r F | Cave | d i S
e a | | e a
a ¢ | | r
e | I
o m e e e eeiaiaao-- +
First Area (Steaning Lakes)
So no matter how far you are along a boundary, you'll still enter that
area when you hit it. The same applies to the corners -- you'll hit

one boundary or the other, so going in a diagonal direction won't get
you to a new place. Don't worry about finding an 'exact' spot to enter
an area, just head in that direction. The only real |landmark is the
cave with the Blue Materia, but if you head north fromthe Steam ng
Lakes exit, you're bound to spot it.

Once you' ve had your fun in the wasteland, return to the old man's
house and heal up or save your game if you need to. Then, go north
fromthe shack to arrive at the slopes of a icy nmountain.

Get ready for sone finger-smashing fun! |'massuning the neter that
appears on screen when you're outside is your body tenperature--it

goes down because of the cold climate. To keep your tenperature up,
you need to rapidly hit the S button. The highest tenperature you can
get tois 38, while the lowest is 27. Any less than that (26), and you
pass out and find yourself back in the old man's house. It sounds
easy, but you can only raise your body heat when you're on one of the

| edges, not while you're clinbing up the rock face. So for those |ong
clinbs, you have to max out your heat and clinb as quickly as you can
Luckily, your heat doesn't go down while in battle. Renmenber, it's not
how hard you press the S button, but how fast you press it, so try to
get in as many presses as you can to max out your tenperature.

In the first part, there's nowhere else to go but up, so clinb up the
rock face until you arrive at the cave entrance. |Inside, go through
the two archways into the next cavern. Here, clinb up the stairs and
go through the south exit. Make your way up in the next room and take
the contents of the treasure chest, then go through the door. The
next area involves going through a curving passage, so you m ght want
to turn on the cursor to keep track of where you are. Wen you reach
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the top, go to the boul der and choose the top choice to knock out the
bl ocked passage. Go back the way you cane to reach the | ower part of
the room then go along the now unbl ocked path. Follow the passage
and you'll go outside again.

When you clinmb up the first |edge, you're given a choice. Choose the
top one to go up, the mddle one to go down, or the bottomone to clinb
to the right. Pick the top option and head up until you are pronpted
wi th another choice: the top one goes to the right, the bottom one

| eaves you where you are. Pick the top one, head right, and clinb up
the mountain until you reach the ledge with a left and right path. The
right path is a dead end, so take the other one and keep clinbing up
the | edges until you arrive at a second cave entrance.

This large cavern is pocked with holes. There are sone exits and a
chest, but they are too high to reach, for now Don't miss the Save
Point to your left. |If your characters are getting weak, you may want
to bring in tw new nenbers and reassign Materia Orbs to increase your
strength. Nab the chest in the |lower right corner of the room then

go through the northeast passage. Qutside, head up and to the right.
In the next room take the chest to the right. There are four huge
icicles here, and you have to 'fight' themto knock them down. However
each icicle is guarded by several yellow bats. You can kill the bats
if you wish, but after you inflict 4000 points of damage to the icicle,
the battle ends and it plummets to the roombelow. The icicles may not
be alive, but they can still hurt you; the icicle will 'counter' wth

a shower of small icicles to the person who hits it repeatedly. Each
time you win a battle, you'll be given an option. |f you pick the
bottom choice, you'll drop down to the room bel ow, while picking the
top choice lets you stay where you are and continue to 'fight' the other
icicles. After knocking down the last icicle, choose to stay where you
are so that you can get the chest on the far left. Then go back to the
mai n room

I"'mnot sure what the purpose of dropping the icicles is; the floor of
the bottomarea is 'raised allowing you to reach the other chest and
the exit, but if you go out the northeastern door, you'll go right
outside instead of going to the other caverns (NSS). Anyway, get the
treasure chest that you couldn't reach before, then go through the main
door. The path beyond | eads outside, to a treasure chest. Continue
past it and then keep followi ng the path until you end up outside again.
Clinmb along the nountainside until you're given three options: you can
go up (top), left (mddle), or right (bottomchoice). Go right and
climb up to the |l edge, then keep clinbing until you reach the left side
of the screen and are given three nore options: up (top), down (mddle),
or right (bottom. Although it my seemlike taking the left path
woul d' ve gotten you here faster, you nove very fast on the right path
and can reach the |l edge without |osing as much body heat. |In any case,
choose the top option and keep clinbing until you reach yet another
cavern entrance.

The next area has a Save Point, and your HP and MP will be restored if
you exami ne the nearby pool. Leave this roomby going to the far right,
then go down the passage, where you'll run into one of those bl ack,

shrouded guys fromthe town where Sephiroth and Cloud went to in their
fl ashback. Before you can examine him you're attacked by a two-
headed boss.

BOSS TIPS - scaly head* (hp: 18000 np: 350)
- horned head* (hp: 18000 np: 350)
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Thi s boss has two heads that can be attacked separately. The scaled
head (left side) attacks with a fire breath attack, but this can be

| essened with a Barrier. The horned head (right side) attacks with a
ice breath attack, but that can be cut short with a Mabarrier. So,

start off the round by using Barrier and Mabarrier on all your menbers,
then Haste yoursel ves and Sl ow both heads. The boss's other attacks a
are a powerful Quega spell and a 'lightning-earth-fire-explosion' type
attack that inflicts about 1400 damage points to all nenbers. Once
you've injured a head enough, it droops and cannot attack. [|'m not

sure about this, but the new sword you got for Cloud in |ast chest wll
heal the right head. |f you can spare the MP, then any version of

Inseki and the Al exander, Leviathan, and Bahamut sunmmon materia should
be used to quickly kill both heads. Also, try using Honou on the horned
head and Rei ki on the right head for easy damage (or, use |kazuchi on
either head). Don't use Doku or Kujata, since Doku does no damage and
Kujata will heal both heads. |f you have the 'Anti-Fire' and 'Anti-Ilce
accessories, then equip those to receive no danmage fromthe breath
attacks. Wien this boss' life is reduced to 0 HP, it automatically does
the 'explosion' type attack before dying.

* Either they both share the sane anmount of HP and MP, or it's separate.
(the latter seens nore likely, but | really can't tell).

If the boss kicked your ass during the battle, go back to the healing
pool and get your life back. Oherw se, continue down the passage and
climb the wall outside. After the autonmatic sequence when you reach the

top, head down the side of the inner crater. |In the next area, Tifa
will talk with you if she's in your party; if not, she shows up and
joins you (so you'll have to kick one of your nmenbers out). Near the

bottom of the screen in the next area is a Red Materia (Bahamut Kai).
You can junp fromeither the top or bottompath to the Save Point, but
you'll have to take the top path to conti nue.

You'll arrive at the first of three 'shield screens. Talk to the two

bl ack guys to get two itens, then stand as close to the glow ng shield
as you dare. Wit until the green aura is al nost gone, then dash
through to the other side and continue. |f you mess up, you'll be
repelled by the shield and will be attacked by a nonster. As you clinb
hi gher and hi gher in the next area, be sure to open the treasure chest
(there's no point in talking to the other black creatures). Keep noving,

and you'll reach the second shield. You can pass through this one the
same as before, but there's a surge of energy traveling along the shield
that will knock you back even if the shield itself is alnmst gone. |If
you don't make it, you'll have to fight a nonster again.

Beyond the barrier, Sephiroth awaits. After turning invisible and
toying with you, he sends yet another boss nonster to finish you off.

BOSS TI PS: Jenova* DEATH (hp: 25000 np: 800)
The boss' attacks are weak. It has a heat flash that he does after
being injured, and can nute a character one at a tine. |It's fire bubbles

can cause good danage, but the Anti-Fire accessory will take care of
that. Qddly enough, Bahanut does nore danage against it than Bahanut Ka
(you should use it anyway). Al exander and Inseki (highest |evel you
have) can be used, too. Like the boss of the Ancient City, you can beat
it without any real trouble.

There's a floating itemin the air after you kill Sephiroth's monster.
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After Cloud takes it, talk to Red 13 and choose the top option, then
talk to Tifa. Go up and grab the Yellow Materia, then open the chest
(there's a Save Point here, too). North of where you are is the third
and final shield. In addition to everything the second shield had,

bl asts of purple lightning will strike the ground in front of you.
There's a | ong pause after a short series of blasts, so wait for the
shield to fade, then dart through when the energy wave isn't on screen
and the lightning has just stopped (just wait, you'll get your chance).

This next scene is sorta like a 'sem -interactive' flashback. You get
to see Sephiroth run around in the sane town he went with C oud to, but
this time, there's another guy following him Sephiroth then talks

to you and Tifa, but instead of attacking, he shows you a picture of
him the other guy, and Tifa. (In case you don't know by now, I'mat a
| o0ss when it cones to understanding the gane's plot). To make the event
proceed, keep talking to your pals and Sephiroth. [It's not inmportant or
anyt hing, but you can go to the Main Menu during the start of this
sequence (it's sort of cool to do). Mst of the next part is pretty
much tal ki ng and nothing el se: the Shinra nmenbers bl abber on and on,
Sephiroth plays mnd ganes with Red 13, and Cl oud gives the itemthat
Red 13 had to Sephiroth (who should wear sone cl othes, geez!) Then,
your party (sans C oud) escapes on the H ghwind, G d' s airship, along
with the Shinra mnions.

When you cone to, you'll find yourself incarcerated back in Junon Town.
Wthout Coud, you'll be taking control of Barett and Tifa for nobst of
this section. Follow Tifa as the guards take her away (don't miss the
Save Point), and watch as they prepare to gas her. Once Junon Town

is attacked, your friends reveal thenselves and help you escape. Try to
open the door to the gas chamber (pressing any button or pad press wll
make you pull on the door), and when you can't, escape with Cait Sith
and head to the right when you reach the area bl ocked of f by guards.
Then talk to the newscaster (actually Yuffie), and continue to the left.
Exam ne the yell ow box by the elevator and you'll be lifted up to the top
level. Fromthere, continue towards the airship H ghwind in the

backgr ound.

When you're in control of Tifa again, you have to pick up the key on
the ground to free yourself fromthe gas chanber. Your controls are:

S Move right arm
X Move feet

@] Move left arm

T Move Tifa's head

You'll need to press the buttons in this order: X, X, T, X+T, T+O O
(O, press X, X, T, X+T, T+S, S if you want to free her other hand
instead...it makes no difference).

Pressing them has the follow ng effect:

When you press X, Tifa will stretch out her legs. Pressing X a second
time makes her drag the key towards her. Then press T to sit back in
the chair. Then press T and X at the sane tine (you don't need to hold
them just press them), and she'll lift the key up with her feet and
take hold of it with her teeth at the sane tine. After that, T+O
together will make her free her armusing the key. Finally, press O
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so that she can grab the key and use it to rel ease her other arm
Feel free to take your time doing this since waiting around won't do
anything to you (Tifa's invincible! Mwa, ha ha!l)

Exam ne the back of the roomby the left side of the chair to shut off
the gas, then exam ne the door. After the nonster provides you with

an exit, clinb outside and work your way down the front of the tower
(don't worry about the guards). Wen you reach the bottom head toward
the upper left corner of the screen (the cursor will appear to help you
keep track of your location, but you can disable it if you want). In

the next screen, make your way down to the frontnost cylinder then press
up to go along the front of it and end up on the cannon itself (this can
be alittle tricky). As you reach the edge of the cannon, a lady from
the Shinra shows up. She'll start slapping you (!) so press the O button

to slap back. If you' re fast enough, you'll slap her to the floor. |If
not, she knocks you over. Despite the outconme of the 'fight', Tifa wll
still be rescued by Barett in the H ghw nd.

Once in the airship, head to the cockpit where you'll talk with Gd
After he's done, talk to Red 13 and Cd again, then to the man at the
wheel of the airship. After that, go to the room narked ' Operations',
and talk to the man there. He will let you assenble a new group with
Tifa as the leader. Fromthis point onward, you can return to this
roomand talk with the man to activate PHS, restore your HP and MP, or
save your ganme. Now that you have a party, return to the cockpit and
talk to the man at the wheel. Choose the top option, and you can
control the Highwind! To pilot it, use these controls:

S Wien held, you can use the Pad to fly w thout changing the
direction you're facing

X Press to | and

O Move the Highwind in the direction you re facing

T Takes you inside the H ghw nd

Pad Press left/right to turn, up/down to rise or descend

Start Reveal s/ enl arges/ hi des the map
Sel ect Sane as Start

Notice that your other vehicles (the Gold Saucer vehicle and Cd's

ai rpl ane) are gone for good. BTW you enter the H ghwi nd by pressing
O when you're close to it (like other vehicles). To gain control of
it again, just talk to the man at the wheel and pick the top option
At this point, you'll probably want to | ook around and go to vari ous
pl aces. However, you can only land on _green, grassy_ ground, and
nowhere el se, which limts the areas you can explore inmrensely (this
doesn't include the canyon fl oor of the Ancient City).

Notice the red satellite in the sky (I don't know what it is), as well
as the shield surrounding the top of the Frozen Mountain. Sone places
you'll definitely want to check out are Junon Town* again, since many
of the shops have restocked and pl aces have changed a little (you can
buy the CR gun here for Vincent, which raises his speed to 255,

al t hough you can find the sanme weapon way back during the first disc,
before you even get Vincent in your group). Also, beyond the nountains
near Mdgar City is alittle cave near a river, inside is a sleeping
man who will tell you (apparently), the nunber of battles you' ve fought
so far, although when | talked to him he gave nme a different nessage,
and t he nunber he gives you seens to be off fromtine to tine (maybe
it's # of saved games?) Last but not |least, don't forget to check out
the house to the right of Frost Village; you can talk to the green
Chocobo inside to get a free yellow Materia (Teki no Waza), and there's
a purple thing in here you can chat with and buy things from Also, if
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you go back to the Chocobo Farm you'll find a Purple Materia (Chocobo
Yose) near the edge of the now enpty Chocobo pen

* In very last town area, there's a man standing out in the m ddle of
the road. If you talk to him and choose the bottom option, nothing
happens. But if you choose the top option, the Shinra helicopter
| ands and you're given another choice. Pick the top one and you can
ride it back to the first area of Junon Town! |If you choose the
bottom option, you'll be flown back out to the World Map

Get in the Highwind and fly to the Southern Continent. Look around
the sout hernnost part for a forest and Mdeel village; you can land in
the grass nearby and investigate. As you |look around Mdeel, Tifa
will automatically talk to the cat in the mddle of the village. One
event |eads to the next, and soon you'll find C oud (who di sappeared
after the event atop the Frozen Muntain). He's wheel chair-bound and
and unable to do anything, so Tifa stays to help himrecover. After
Barett rants aboard the Airship, you are able to control G d. Talk

to Yuffie, then nake up a new party in the Qperations room You shoul d
| ook around the town sone nore before flying around in the H ghw nd.
In particular, go to the building across the bridge in the westnost
area of towmn. |If you walk across the floorboards to the side of the
buil ding, you'll hear a sound. Exam ne the ground to get an item or
flip a switch or sonething (NSS). There's a house in the m ddle of
town where an old man is petting his cat. |If you take the item on

the bed and try to leave with it, the cat turns out to be a ferocious
dog that barks at you! You can choose two options (I think the top

one is the better one, | guess). |If you need to rest, talk to the
nurse in the hospital to spend the night for free. Don't forget to
pi ck up the Fuuin Materia orb; it's really powerful. To get it, you'l

need a special seasoning avail able fromthe Chocobo Farm (it's the only
one that costs 1500 gil). Buy one and find the kid and his chocobo
(he's in every store you go to). Choose the top option to feed his
chocobo some of the seasoning then choose the fifth option and a green
orb floats out of the Chocobo; that's the Fuuin Materia.

Ready to go? The next thing you have to do is stop a train from snmashing
into the town of North Corel. You can pilot the H ghwind to two pl aces;

North Corel, and then work your way back through the old train tracks to
the Makoro furnace, or you can |land at the nearby cave-like entrance that
| eads to the furnace and take the train fromthere. Either way, you'l

still have to do a bit of walking, so it's up to you (check out sections
3n and 30 if you don't renmenber what |'mtal king about). Anyway, once
you reach the furnace, head to the center and you'll be attacked by sone
Shinra guards (easy to defeat). After you do themin, a train will |eave
the furnace. Wat you have to do is catch up with it before it rans into
North Corel. The next scene finds you and your conpani ons on anot her
train.

Renenber the digit-danmagi ng fun you had back at the Frozen Muntain?
Well, this tine, it's worse. You have to press Up and the T button

in a steady, yet _extrenely fast motion to nake Cid pull the |evers

of the train so that you can catch up to the Shinra train. Even worse,
there's atinme limt--you have to reach the train, board it, kill the
enem es on board, and stop it all within 10 minutes. |If you practice,
you should be able to catch up to the train in about 23-30 seconds, but
renenber that you'll need about 4 minutes, at best, to beat the enenies
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on board, so work quickly. You fight nonsters each tine you leap to

a newtrain car, (five battles in all) and while they're relatively
easy to win, they do take up your tine. |If you have learned it by now,
Degeon (from FF5j, better known as X-Zone in FF3) can be used in the
first two battles for a quick win. |If you're lowon tine, don't use
Sunmon Materia because the counter still decreases during the casting.

Assumi ng you get to the |oconotive with tine remaining, wait for the
conversation between G d and your other characters to stop. You can
now do the following; press up + T to slowthe train, or down + X to
speed it up. Once Cd grabs the controls, press:

Up + Triangle, Down + X, Down + X
or: Down + X, Down + X, Down + X

(if there are nore commands then these, |let nme know)

You can't do it while your buddies are talking to you, so skip through
the conversations when they occur. The train will speed up, but wll
slow just as it reaches the town, if you' ve done it correctly.

If you stop the train in time, you get a Key Item (look in the third
itemlist), and a little boy gives you a G een Materia (Altemn) The
next nmorning, go to the house below the inn and a lady in a hat wll

give you an item If you mess up, then the train runs straight through
North Corel. You don't get the Key Item and if you want the Altema
materia, you'll have to buy it fromthe same kid for 50000 gil. However,
you can still get the itemfromthe lady in the hat and sone free tine at
the inn ;P. So, it's really in your best interest to save the town (In
fact, | don't know how you can proceed without winning if you don't get

the Key Item -NSS-).

(Actually, | think you can do this part of the gane before saving North
Corel, but this is the order | did it in, partly because | didn't have
any clue as to where to go at the time.... ~_";)

Pop into the H ghwind and fly back to the blue tower with the big gold
bird on it (read section 3l if you don't renenber where it was). Enter
it, and talk to the sleeping guy in the white outfit and big hat in
the upper room Now, clinb to the top of the tower and talk to the
man in the roomwth the | ocked door. Choose the niddle option, and
you'll get to play a mini-gane. For instructions/strategies, please
refer to the "Having Fun' bit in section 6

When you win, go out the sealed door. You can get a Red Materia here
(Phoenix), and if you talk to the man in white, you get an item Now,
head back to the village on the Southern Continent where you left Tifa
and C oud behind. Wen you talk to Tifa, the screen will start to
shake. Go outside, and you'll be attacked by a huge bl ack dragon

BOSS TIPS (you can't see his stats.)
Thi s boss has some pretty damagi ng attacks, such as an earth-1ike spel
and a blue ice-fire blast. But |ooks can be deceiving. Just Haste
yourselves to buy nore time and keep Summoni ng your best nonsters
(Bahamut Kai, Al exander, Phoenix) and use eneny skills to deal out the
damage. After enough injury, the boss will fly away.
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The next scene with Tifa and Cloud is so funny! They're puffy and
superdeformed, and well let's just say any sense of danger or
surprise at this sudden attack is forgotten once you see their wi de-
eyed faces as they escape the crunmbling village.

After Tifa and Coud take a dive, you'll find yourself playing with
Tifa, who's in a strange world filled with Cdoud' s nenories. First,
talk to the northnost Cloud. You'll head into his nmenories of the
trip he took to that one town near the Jenova plant with Sephiroth.
When O oud shows up, speak to himagain. Wen you reach the 'center’
of doud' s mnd again, speak to the Cloud on the left. Once you're in
control of Tifa, converse with the last Coud (the one to the right).
Then talk to the 'kid Coud and ook in the wi ndow \Wen you can
move Tifa, talk to the 'shadow Coud, then to the real Cd oud and go
back to the town area again. Everything else unfolds by itself. At
the end, speak with Cloud one last tine, and you'll return to the
"real’ world.

Back at the airship, prepare a new team Then, take control of the

H ghwi nd. Even though the village may be trashed, you can still buy
items, stay for the night, etc. You can also feed the hyperactive kid's
Chocobo if you didn't get Fuuin the first time around. There are two
things you can do now. if you go back to Mdgar City, there's a man out
front (what he does, | have no clue), and if you talk to the sl eeping
man in the nearby cave, he'll give you an item (but it doesn't show up on
any list, so |l don't know what it is). Head back to Junon Town and go
up to the main street area; you'll cut to a scene of the ruined town

and Cloud will talk to his teanmates. Go to the gray passage between
the two lifts; a captain is drilling his men. Wen they see you,

they'll run away. Continue to the end of the passage and go through a
door on the left wall labeled '1' (it's hard to see). You'll then be
attacked by guards in the elevator. When you step outside, you'll have
to battle some nore. Go down the slope and through the door, then wal k
until you see a door in the following room At the bottomof the stairs
in the adjoining hall is a Save Point; next to that is another work lift
that goes down to a furnace area. Walk north until you reach the
underwat er tube, then go along it until you reach the big building

with a single door.

In the next room exanm ne the flashing light. Water will be punped out
of the chanber. Step outside, and you'll be in a huge undersea bay with
several submarines. Continue along the wal kway and go through the door;
there's a second Save Point in the following area. In the room nearby,
there's a guard, and he'll attack you if you talk to him You should
fight himfirst, since you'll be anbushed by all three guards if you
don't. Beat the other guards and get through the gate to proceed.
However, if you do |l et the guards anbush you, you won't have to fight
the other set at the back of the room Cloud autonatically stops before
the machine in the next room keep going to the right afterwards. After
seeing sone Materia being | oaded onto a subnarine, you'll encounter
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anot her Shinra baddi e who sends a nechanical freak to do his bidding
whil e he makes a hasty retreat.

BOSS TIPS - body (hp: 24000 np: 200)
- right arm (hp: 10000 np: 100)
- left arm (hp: 10000 np: 100)

This boss is conposed of three parts. He can inprison tw of your
characters in his arns, and they recieve 1/3 the anmobunt of danmge that
he receives fromyour attacks. However, since he has three parts, an
attack that strikes nore than one part neans the trapped ally gets hit
twice or even three times! Furthernore, if the third character is
killed while the other two are inprisoned, the battle is instantly | ost.
Destroying his arnms should be your top priority, but the arns rotate
and switch sides when they are hit, so adjust your attacks accordingly.
Sunmoni ng spells and eneny skills work well here. The boss' attacks are
not so strong, but they come quickly. H's worst one is a |laser ray that
strikes all menbers for +1600 damage. BTW the only way to free a
character is to destroy the armthat's holding them or have himor her
die. This nmakes the Phoeni x summon very useful if you just freed a
friend and want to revive and attack at the same tine.

Head to the left to get the treasure chest, then go right and head down
to the farthest pier. Open two nore chests, then board the subnarine
and fight the guards. Inside, you'll fight some nore goons when you're
ambushed. Put the Save Point to good use, then head through the door
to the bridge. Wen talking to the guards, you can choose the bottom
option and let themlive, or you can fight and kill themif you choose
the top option. To start the sub, approach the chair and examne it.
Choose the middle option to get into the chair, then choose the top
option for a description of the controls, or the bottomoption to begin
piloting the sub.

Your controls on the submari ne are:

S Shoot torpedoes (only when you're near an eneny craft)
X Backwar d t hrust

T Forward t hrust

Pad Move | eft/right or descend/raise

R1 Switch between cl ose-up or bird' s eye view

R2 Swi tch between near, overhead, or cockpit view

Start Pause; show control screen

The walls of the ocean floor are shown in blue, and there are di anond-
shaped mnes that are invisible until you get close. You can tell how

far they are fromthe floor by the red colums beneath them | guess
the purpose of this 'mni-gane' is to destroy the the main Shinra sub
(red) inthe tine allotted, although you can kill the yell ow subnarines

if you want to protect yourself. During the mssion, the follow ng
warni ngs will appear:

WARNI NG When an eneny sub is approaching
ALERT When an eneny sub is firing

M NE You are about to run into a mne
CONFLI CT The sub cannot mnove because you are

steering it against/along a rock face

You | ose the ganme if one of two things happen; tinme runs out (you have
10 mnutes to destroy all 10 eneny subs), or if your life bar (which is
represented by the red/green bar at the bottomof the screen) is
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depleted as a result of being hit by missiles, crashing into the walls
or floor once too often, or ranming another sub. [|f you win, then the
sub (gray) is automatically piloted to shore.

If you mess up, your characters will jettison thenselves fromthe sub
You'll cone to on the shore, where your dol phin friend will be whacking
you on the head to wake you up ;). Go back into the main part of

Junon Town and work your way back through they gray hallway, down the
el evator with the woman, and to the roomwth the guards, a dog, and
the sloping floor. Beat the guards and exam ne the dog. Wen he noves
asi de, follow himand exani ne himagain. Choose the top option, and
you'll enter the red Shinra submarine. Wen the guards show up, choose
the top option to let themgo, or the bottomoption to fight them In
the cockpit room choose the top option to save the commander, or the
bottomoption to fight himand his nmen. Either way, you still get to
pilot the sub. Note that if you got the gray sub, you can't go through
here and get the red sub

The controls for either submarine are:

X Subner ge/ Ascend
@) Propel forward

- (doesn't work in overhead view)
Pad Move in any direction

- (raise or lower while underwater)
L1/ R1 Turn to the left or right
L2/ R2 Switch from si de/ over head vi ew
- (doesn't work while underwater)
Start Show enl ar ge/ hi de map
- (cannot enlarge map whil e underwater)
Sel ect Sane as Start

The submarine can cross deep water, but not shallows. |[If you can't
get by an area while skiming the sea, try subnergi ng and | ooking for
a passage. If you can't get over a rock wall while subnerged, try

ascendi ng and | ooki ng for another way around. Also, the sub can only

| and at docks such as the one near Junon Town. BTW the nini-gane also
becones avail able at the Gold Saucer once you have a submarine. A side
note for those of you who get a kick out of those autonmatic sequences;
if you go to the bay where the Hi ghwi nd was kept after getting the
submarine, you can watch a huge carrier plane lift off. But if you

cl ear out the sunken plane in section 4j first, then you can't see it.
Whet her the two planes are the sanme one or not, | don't know.

(NOTE: | did this after reaching Disc 3, but if you got the gray sub,
you can sail southeast fromthe house with the weaponsmth <near G d's
town>, to where the small string of islands are. |If you subnerge, the
red sub will be here. You can't board it, but you will get a red 'Huge
Materia' <one those stones that show up in the observatory at Cosnp
Canyon>. | doubt you can do this if you got the red submarine, but |
don't know for sure.)

First, go straight west fromthe Junon Town dock. You'll reach a
jutting peninsula; go around it and south until you reach land. You
shoul d be able to see the Gold Saucer from where you are. Descend,
and you'll find a wecked plane. What are you waiting for? Go and
take a | ook around!
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Go down the |adder. To the right is a chest and a Save Point. o
through the northern door with the Shinra emblemon it, up the wal kway,
then run to the right. G ab the blue chest, go back to the wal kway in
the front, and head right to get another chest. Go down the slope and
head to the upper-right corner to get a Yellow Materia (Renzokugiri).
After that, go to the far left; there's another chest that's hidden by
a pi pe hangi ng overhead. Return to the area with the Save Point and go
to the right; you'll find two fanmliar faces. After chatting with
Cloud, you'll do battle with the Shinra goons.

BOSS TIPS - guy with weapon (hp: 15000 np: 230)
- bal d guy (hp: 20000 np: 280)

The guy with the weapon hurls fireballs at you nonstop, and the bald one
can cast Fire spells. They also have the nasty ability to confuse you
Once you inflict enough damage on one of them he will leave. |f you
kill the guy with the weapon, then the bald guy will sinply stand around
and do nothing until you lower his HP to 0. For a quick win, Haste and
Barrier yourself, then use Utim, |nseki, and Sunmoning spells. |If
you've learned it, Coud s B3/1 should be used every chance you get.

Go into the northern door. |In the next room take the contents of the
chest nearby, then walk all the way up and then right to get yet another
treasure chest. Go back to the stairs and head down them there are two
treasure chests at the bottomleft and right corners of the screen. |If
you | ook carefully by the ruined helicopter, there's a Red Materia
(Hades) just by the edge of the chopper and the bl own-off piece |ying

nearby. | don't know what el se you're supposed to do here, and the two
Shinra nenbers sinply vanished into thin air, so | left. Mke sure you
got _all_the itens in the wecked pl ane--one of themis used when you

return to Utai in a nonment.

The next underwater place you want to go to is to the south and west of
the Northern Continent, where there are three small islands creating a
crescent noon-type shape. You should be in sight of snowy ground.

Dive, and you'll see and underwater passage at the end of what appears
to be a dead-end turn. In the passage is a spikey, vertical object;
touch it and you'll get sone sort of item \hatever it is, you'll have
to have it later on, so don't mss it.

Now, go back to Yuffie's hone on the Westernnost Continent. Renenber
those fire-pits in the nountains you couldn't cross? Well, one of the
items you picked up in the wecked undersea plane lets you extinguish
the fires. Go through the nountains until you reach the cave entrance,
then try to touch the fire-pit twice to reveal a chest which contains
a Blue Materia (Zentaika). Then follow the path until you reach
another fire-pit; touch it to renove the flanmes and reveal a second

Bl ue Materia (Tsuideni Nusumu?)

Return to the town where you net G d (beyond the nmountains by the Gold
Saucer), and go to the back where the rocket ship is. The place is
swarning with Shinra, and when you approach the ship, you'll have to
battle soldiers. At the top of the stairs, you'll face nore guards
Once you've cleared them G d will show up and join you if he's not
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already with you. (If this happens, a comuand wi ndow wi th some buttons

appears init...what for?) dinb the | adder and you'll fight yet again;
this tinme, it's against the bald punk fromthe sunken plane and two nore
Shinra sol di ers.

TIPS (hey, he's not even a boss!) (hp: 9000 np: 240)
At t acki ng should do the trick, especially if you' ve got the Renzokugiri
mat eri a equi pped. He can raise a Mabarrier when the guards are kill ed,
so don't bother with magic. Aside fromcasting |kazuchi spells and a
500- damage ground wave, this guy can heal hinself for about 1100 hit
points. If you kill himbefore killing the guards, you win the battle
instantly.

Once inside the ship, you enter _another_ battle. Go north into the
main room where CGd will talk to the workers. After the ship lifts
off, walk to the right and clinb up the | adder. Exanine the bl ue
obj ect and choose the top option. Cd will talk to Coud and then
nunbered boxes will appear. Instead of renoving themwth the O
button, punch in the follow ng code:

First Message (1): @)

Second Message (2): S

Third Message (3): X

Fourth Message (4): X

If you did it correctly, the glass tube will open and you can take the
blue object. If you mess up, you'll have 3 mnutes to get the code
right.

Should the time run out, the blue object is |lowered into the ground.
Return to the entry roomand clinb down the | adder; when you get near
the sparking tanks, they will explode. Wth alittle help fromthe

girl who lives at Cd's house, you'll free Cid fromunder a piece of
metal. Followthe girl into the next room it's actually an escape
capsule. After a long automatic sequence, you'll find yourself back in

the Hghwind, with that red satellite in the sky | oom ng ever closer
If you do enter the code, the same event occurs, but at |east you have
the blue item

Now, get in the airship and fly back to Cosno Canyon (it's near the rocky
area where the sky changes color). dinb up to the observatory where
you nmet the old man who | ed you through the caves back in the first

disc. Coud will phone his friends and tell themto conme up to the
observatory. After your pals leave, Coud will be alone with the old
man and three | arge chunks of colored stone. Touch any of the stones
and choose the bottomoption to return to the H ghwind (1'mnot sure how
the first option works, and why it only works on one stone and not the
rest). Head back to the Ancient City on the Northern Continent (don't
worry, you can land in the blue canyon). Take the left path at the
crossroads and return to the roomwith the big blue crystal (it's to the
right of the building with the Save Point). Wen the old man finishes

tal king after you've approached the crystal, he'll use the spikey object
you found in the underwater passage to trigger a waterfall that washes
over the area. Go to the crystal again, and you'll see inmages of Aerith.

As you leave the room Cait Sith calls you on Cloud' s cell phone and
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anot her aut omat ed sequence occurs. Once you |eave the Ancient City and
try to board the H ghwi nd, another huge nonster shows up. You can't
attack it while in the airship (and you can't get to it in the sub),

so wait for it to reach the continent. |If you try to touch it once it's
on land, there's another FMW sequence.

(NOTE: | didn't do this until Disc 3, so it may not work until then,
but try returning to Cosno Canyon. Those huge stones are actually
called 'Huge Materia', and if you touch the one to the far right and
choose the first option, you'll get a Summon Materia <Bahamut Rei shi ki >,
as long as you have Bahanmut and Bahamut Kai, too. Also, if you return
here with Red 13, the old man will die, and Red 13 will give Coud an
item)

Now that the shield around the Northern Continent is no |onger active,
return there once the sequence finishes. There's sonme nore talking
anong your characters and the Shinra executives. Go back and try to
fly the airship "into' Mdgar Cty, and you and your allies will gather
together. Once you're on the airship's deck, choose the top option to
assenbl e a new party, or the bottomoption to | eap off the ship and
parachute into the city. Follow your teanmates to an alley where a
Save Point is, then exam ne the wooden panel to reveal a hidden passage.
At the bottom head north, then east. Go up the slope and when you get
to the dead end, you can find two chests; one to the right and one to
the left. Head back to the start and go down the stairs, then head down
the ladder. Walk to the left and clinb up the |adder in the back. Get
the chest and go back down, then keep heading right. Wen the fl oor
gives way, go to the left and head up the | adder. Wen you reach the
top, follow the wal kway until you see a large chute; enter it and you'l
be taken to another area. Take the chest to the right and go down the
| adder, then stand on the gray bar and push down-forward to junp onto
the lip of the chute marked '42'. Enter the chute and clinb up the

| adder on the other end to find a treasure chest. Then, return to the
bottom |l evel, clinb the |adder, and then go left for another chest. o
up the staircase and you'll arrive at a door and a Save Point.

Clinmb through the craw way beyond the door, then head north. Three
punks fromthe Shinra will rmake an appearance. Choose the bottom

option and they'll |eave; choose the top option and you'll have to

fight them

BOSS TIPS - man with weapon (hp: 25000 np: 200)
- wonman (can't see her stats.)
- bald guy (hp: 28000 np: 250)

The bald guy is healed by fire attacks, and can punch one character for
2000 danage. He fights like he did at the rocket in section 4k. The

| ady can hurl flanes that danage all nenbers for about 500-600 points,
and the arned guy has a spark attack that hits for 800 points of damage
Al one, their attacks aren't anything too dangerous, but with all three
of them this battle becones tougher than it first seens. As usual,
Barrier and Haste yoursel ves as soon as possible, then use damagi ng
spells like Utim and Inseki, as well as Summon Materia. Try to save
Phoeni x until you really need it (since it will heal the bald guy, use
it only if your other teammates are dead). They'|ll all escape after you
dol e out enough puni shnent.

There's a lot of cool itens to grab in this section of the city (rmaybe
you shoul d of gotten them before the battle...l forgot about that ;))
Wi |l e sone of the passages split off in two directions, one direction
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al ways ends at a bl ocked door, so just keep going south. After a while,
you'll run into Barett. Keep on going, and you'll find a treasure chest
on the left wall of one of the splitting passage-roons. At the next
splitting room there's a chest near the sparking wall right between
the two passages. Red 13 is also here. Two screens later, you'll find
two nore chests in the center of the splitting passage. The good news
is that in the next hallway is a Save Point, and to the right of it,

a Yellow Materia (WIltem). The bad news is that it's a dead end and
you have to go all the way back. A note about the characters you neet;
they obviously don't showup if they're in your party, so you may neet
ot her characters than the ones listed in this section

North fromthe first hall is a split passage; Yuffie is here. You'l

al so notice that you can go left or right. Go right and you'll find
Tifa in the hallway. Beyond her is Cd and another passage; the right
passage | eads to a dead-end, so take the left route. dinb up the

| adder and you'll find yourself back at the Shinra Headquarters. When
you approach the building, Cait Sith pops out. There's nothing of
interest in the entirety of the building, unless you m ssed sonething
the first tinme. However, on floor 64, check out the | ocker roomin the
back of the floor, to the right. You can get two itens; one in the
first row of |ockers, and one in the back (I don't think you could get
to them before). Return to the roomwith Yuffie and head left and clinb
up the left side of the red beans. Wen you |land on the street, a huge
machi ne shows up, controlled by the fat man and the I ady from Shinra.
After taunting you, you'll have to fight them

BOSS TIPS - head (can't see it's stats.)
- chest (hp: 20000 np: 300)

Thi s nmechani cal nonstrosity has two parts; a head and a chest area that
you can aimyour attacks at. For it's size, the boss can only cause
around 500-800 danage with any of it's attacks. Barrier and Haste your
group, then use Limt Breaks and physical attacks; there's no need to
wast e magi ¢ unl ess you want to heal yourself or sunmon nonsters. From
time to time, the robot will kneel; fight quickly since it can fire a
blue laser ray fromthe gun on it's back that hits for 1100 danage to
all nenbers. Even after you destroy the chest area, you'll still have
to keep on attacking it. After awhile, the battle ends

Once the machi ne explodes, it starts to rain. Head north to find a
Save Point and two treasure chests. Go up the |adder and talk to Cait
Sith, then follow him Vincent is waiting for you on the |anding, and
there's a blue chest on the top of the next stairway. |f Barett's in
your party, there's sonme dialogue with himonce you get the item (which
I guess is a weapon for Barett--but you can't level-up Materia with it
equi pped). However, the chest won't appear if Barett isn't in your
party (NSS). At the top of the next stairwell, run to the right. Talk
to the operator at the control panels, and you get to fight him

BOSS TIPS - first form (hp: 13000 np: 250)
- tentacle m (hp: 10000 np: 200)
- floating m (hp: 11000 np: 120)
- second form (hp: 26000 np: 200)
- both Iinbs (share hp with body)
- third form (can't see his stats.)

This boss can create nonsters to guard him Keep attacking until he
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dies. He'll then becone a |arge beast. His attacks are weak, but

he can put a character to sleep. 1In his third incarnation, he can hit
a character nmultiple tinmes, poison them and nute them However, even
his multiple-hit noves strike for only 200-500 danage so he's a rather
easy boss overall, but if he hits you nore than 2 tinmes in succession,
you run the risk of falling asleep. Sinply use physical attacks to
destroy him

You'll return to the Highwind after killing the boss. There's a short
sequence with Tifa and Coud afterward, then the H ghwi nd bl asts off
into the sky. Well, that's the end of this disc! M tinme...17:25

O

5. WALKTHROUGH - DI SC THREE
L e

Yes, this is the ONLY new level in the third disc--it's also the |ast.
Al so, there are lots of treasure chests in here, but no_ Save Points;
you'll have to go all the way back out to the Hghwind if you want to
save your gane, although if you pick up the 'Seebu Kurisutaru' (Save
Crystal), you can nmake a Save Point anywhere in the Pit _one_ tine only.
It's in the very first chest in the spiraling passage that serves as
the entrance to the Makou Pit.

If you want to pilot the airship around, sinply go back into the cockpit
and talk to the engineer next to Cd and choose the top option. From
now on, though, you can go into the great pit sinply by attenpting to

|l and while you're over it. You'll notice two things while flying around
in the World Map; the Hi ghwind is now rocket-powered (but the speed
doesn't change), and there's a great big dragon hanging in the air above
a new y-nmade | ake near Junon Town. |It's the Utinm Weapon, the sane
monst er you fought back in Disc 2.

This time, you can battle the Utim Wapon by flying into it while
aboard the Hi ghwind. However, it will fly away after fighting with you
for awhile. Fromthis point on, it will fly around the sky and make it's
way to various randomlocations. It mght seemas if you could just wait
around for the dragon to show up, but the beast will fly in circles
unless you find it and raminto it repeatedly. After 4 or 5 tries, it
will then head towards a new | ocation and sit there until you attack
again. After escaping a fewtinmes, it will finally stop noving and
simply hang in the air. 1t's final stop will always be at Cosnmp Canyon

When you kill it (it's a lot easier than it |ooks), it crashes to the
ground and creates a huge crater. This will allow you to get to one
of the bonus areas (the Frog Forest) without having to breed a speci al
Chocobo. Also, you get a lot_of EXP for killing the dragon, as well
as Coud's best sword if you win the battle--the Utinma Wapon

In any case, once you've landed in the pit, go to the deck of the
airship. dinb dowmn the |adder to | eave, and head south. 1In the next
area, choose the top option to go down into the caves, or the bottom
option to return to the airship in case you wanted to change your
menbers, etc. You'll arrive at a huge basin. |If you go through the
near by door, you can clinb up the stone colum in the next scene to
go back to the airship. Oherwi se, just follow the w nding path.
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Don't worry when parts of the path fall away; you can still junp back
across the gaps. There are two treasure chests that you can pick up
al ong the way.

In the next part, you can clinb the silver parts of the | edges by
pressi ng O when you get near them (a nmessage will appear). Go to the
right and make your way down the 'steps', collecting chests as you near
the bottom Now go left until you're able to clinmb up tw ce, then head
right to spot a chest. Wilk back to the left, and clinb up four tines.
Get the chest then walk up to where there are two ledges. dinb up the
one on the left and take the contents of the chest, then walk to the
right to find a Purple Materia. Now, you can sinply go to the right a
second tine after clinmbing to the first | edge and make your way to the
bottom again to conti nue.

In the next area, |eap down and head right until you fall, then walk to
the left to get a treasure chest. Then stand at the edge of the |edge
and press the O button to leap up to the above ledge. Run to the |eft,
fall down, and enter the opening. Take the chest in the adjoining room
and | eave. dinb back up the ledge, go to the right, and drop down unti
you see anot her opening. Follow it back out to the main chanber, then
climb up the ledges and run to the right. You'll drop down to the ground
floor. Go to the far right for a chest, then go into the opening. dinb
up the path, take the chest to your left, then enter the hole; it wnds
around to the topnost chest. Exit through the top opening. Fromthis
point, just go right, head down, go through the side passage, then drop
down and run to the left. Wen you go down the opening on the bottom of
the screen, you'll reach a new area.

Clinmb dowmn the two stalactites. Your friends are here, and they want
to know where they should be heading. |f you choose the top option
each time they talk to you, you can only take the left path. |If you
choose the bottomoption, you can only take the right path. Mke a
new party when you' ve finished and take the path that's available to
you (just NSS this whole paragraph ;)).

If you took the right path, descend the twi sted colum of stone. Wen
you reach the break in the path, choose the bottomoption to stay or
the top option to junp down. G ab the treasure chest and the green
item and keep working your way down to the ground. There's two chests
here, one to the north and one to the south. Make your way nort heast
to find anot her chest, and keep going that way until you arrive at a
new area. Make your way along the bridge of bones and you'll end up

at Point A (see bel ow).

If you took the left path, you'll find your allies waiting for you
again. Go through the sane process as above; choosing the bottom
option lets you go south, and the top option lets you go east. |If
you take the south route, refer to 'Point A" (see below, you'll have

to do the process in reverse since you're starting at the top).

Assumi ng you take the east route, hop on the twi sted vine-like thing
and walk to the east. Junp onto the boul der and get the chest, then
hop back on the vine and wal k north. Junp onto the rock face and keep
headi ng north; you'll submerge into the water and pop back up. Walk

| eft and get the chest, then head to the right. 1In this cavern, head
up to get the far chest. Run to the right and go up the boul der;
there's a Geen Materia here (Shield). Go to the far end of the

boul der and try to wal k south; you'll leap into the water and end up
by the chest you saw when you entered the room Try to wal k south
again, and you'll surface on the far end of the screen. Make your

way west, then south, then east to where the chest is.
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| MPORTANT NOTE: There are two types of enenies that can appear here.
One is a hopping orange ball with alittle face on it, which usually
appears in trios. Killing all three will net you 0 EXP, 2400 AP, and
a whoppi ng 90000 GI! They're easy to kill and have weak attacks.
The second type of eneny is a little nonster in a pot (which appears
in duos). They can't hurt you, but they can steal fromyou (NSS)
Destroy both and you'll get 16000 EXP, 2000 AP, and 17000 G|. They
are al so easy to beat up on. As you can guess, this is the place to
master your Materia, raise levels, and get sonme cash. (Those of you
who played FF5) or FF3 will probably recognize the pot nonsters. |
recall there being some kind of trick to get itens or nore EXP from
themif you gave theman Elixir or sonething like that. Anyone know
how the trick is done?)

CGo back to the rock where you surfaced and run to the right to reach a
new area with a shiny spot in the center and |lots of shrubbery. As
you pass through the shiny area, search the mddle of it for a Blue
Materia. You can also just make out a yellow Materia (W Magic) |ying
near the | owest part of the leaves; it's straight up fromthe right
"edge' of the shiny spot (you can't wal k straight up, but you can work
your way up to it). Then return to the shiny spot and head left to
reach Point A

"PO NT A

In this area, go north to get the green chest. Then go through the
opening to the upper right. You'll reach an area with rocky cliffs.
Go to the bottomright of the first cliff to leap to the next one.
Head north to where a chest is. Walk to the left and you'll junmp to
a |l ower area. Wen you try to go up, you'll automatically junp to

the upper cliff to left; pound on the O button to nab the floating
Purple Materia. You can keep junping between |ledges if you niss the
first time. Once on the upper cliff, take the contents of the green
chest. Go back to the far right and junp up the 'steps' the rocky

|l edge. Run to the left, junmp to the high |l edge, and run to the right
to reach another green chest. Then try to go north and you'll |eap
up to another area. Sinply hop fromledge to | edge and you'll find
two chests along the way. Go back a ways fromthe second chest and
wal k north to junp up to a ledge; clinb up and keep goi ng.

At this point, you can go back to the paths you couldn't take before
(dependi ng on your decisions), if you wanted to get extra chests or
sinply ook around. In the next cavern, walk to the northwest to get
a chest. Head to the east and go north to get a second chest, then go
back to the first chest and junp up the | edges and go through the
opening. Finally, go down and around to the steps; you'll neet your
allies athird tinme. |If you talk to them they' Il each give you an
item but this seens to be random (NSS). Go to the stairs, and choose
bottom option to not go down themor the top option to descend. You'l
get to make a new group. |In the follow ng area, head across the
floating platforns. Wen you reach the center, you have to fight a
boss. (BTW the nanes of its' arnms are SYNTHESIS B and C.)

BOSS TIPS - body (can't see its' stats.)
- left arm (hp: 10000 np: 600)
- right arm (hp: 8000 np: 600)

Start the round by using Haste and Barrier on yourselves, then use Eneny

Skills and Sumon Materia to dish out damage. The tentacle-like arns

wi |l droop and becone usel ess after you' ve attacked them | ong enough,

but they regenerate with some HP if you don't kill the boss quickly, so
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use high-level spells (Utim or Inseki) to take themout and injure the
boss at the same tine. Wen the boss is about to die, it begins

counting down the rounds fromb5; if you don't kill it by the tine it
counts down, the boss casts Utim. For the second-to-last boss, this
one is a pushover. It has very weak physical attacks (500-800 danege),

and not rmuch else. If you want to conserve MP, you can take out the boss
usi ng physical attacks with little injury to yourself.

(I'f it does cast Utim, the battle ends, but you get no EXP, GP, or AP.)

After killing the boss, you will find yourself and your friends floating
in space. Sephiroth makes his final appearance here. You'll get to make
a party*, then automatically go to the Main Menu to use itens, equip
weapons or Materia, etc. You then get to nake another group and do it
again. |If you nmess up, pick the bottomoption to renake your teans, if
not, pick the top option to begin the final battle.

* Apparently, the nunber of teans you nake is deterni ned randomy
The second tinme | canme after the boss, | was able to nake three
parties (ny third teamhad only two people), and | have heard
fromothers that they only had to nake one party. For a tine, |
thought this was based on the paths you took when you tal ked to
your friends at various locations in the Makou Pit, but | believe
it is sinmply a random occurence when it cones to the nunber of
parties you can assenble for the final fight.

BOSS TIPS - Part A (can't see its' stats.)
- Part B (hp: 2000 np: 400)
- Part C (hp: 14000 np: 400)
- Part D (hp: 12000 np: 400)

- Part E
For a quick win, use Zeninage; you'll hit all the parts of Sephiroth's
body for 9999 damage. You'll find that only one of your two teans can

hurt the yellow orb (part C) of the boss' body, so fight until a
message pops up (left option to switch to a new party, right one to
keep using the current party) and choose the |left one. Then protect
that party using Barrier, Haste, and Wall. Once part Cis destroyed,
you get a message that Coud can now attack part C, so do so. Wen C
has been destroyed from both sides, destroy all the body parts using
your second team then switch to the first and destroy part B; the
boss will fall and die. Sephiroth's attacks include a Deni spell that
hits for about 2200 damage, an expl osion attack that causes 1500 to
1700 damage, a fire ray emtted fromit's chest for 1700-1900 damage,
and a 'Fallen Angel' attack simlar to Kefka's in FF3 that reduces al
pl ayers' HP to 1. Just remenber, if one teamdies, the battle is over.
Interestingly enough, the nunber of times you' ve used a Summon materia
resets when you switch teanms, allow ng you to sumon a nmonster for as
many tines as you have MP (providing you switch teans first).*

* The second time | fought Sephiroth, he died before | received the
message to attack part C.  In fact, nost of ny fighting had been
done with nmy center team (since | was able to nake 3 of then). |
think this neans that the strategy for beating this formof the
boss changes dependi ng on how many parties you have.

When the nonster is killed, Sephiroth shows up in another form You
al ways fight himusing the first team (the one that Cloud is in).
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BOSS TIPS (can't see his stats.)

The boss can attack with Flare, he can Slow one ally at a time, he can
di spel all three nenbers' protections, and he has a 'big bang' attack
that hits for 1100-2200 damage and will confuse and nute allies. Oher
attacks include a blue |laser ray (3700-3800), a ring flare (1200-1300),
a huge boul der smash attack (instant petrification), and the ability to
cast Doom on one person. Use Mbarrier on yourself, and then heal,
revive, and fix status ailments with the Angel's Wi sper Enemy Skill.
Hast e yoursel ves and use physical attacks, Sumon materia, attacking
spells, and thrown itens or coins (Zeninage) to inflict damage. He
doesn't have as much HP as you might think--he's not easy to kill, but
he's certainly not hard to defeat.

After a brief automated sequence you fight Sephiroth one last time. 1'lI
| eave this up to you...don't get killed! After wi nning, sit back and
watch the ending--you did it! M time was 6:20 (showi ng you just how
short Disc 3 is)!

+++++++H+

6. BONUS AREAS
+++++++H+

(As far as | can tell, you can go to these areas in Disc 2 or 3. Since
1" mchecking themout using the third disc, the bonus areas are listed
here, in case anything about themis different fromdisc to disc.
There's sone information on these bonus areas in the 'Secrets and
Strategies' section, too.)

FROG FOREST

Locati on: On a cliff near Cosnp Canyon on the Western Continent.

How to get there: Use a Geen, Black, or Gold Chocobo. O, clinb past
the crater that's left behind when you kill the
flying dragon in Disc 3--it destroys part of the
cliff.

You can grab items (frogs, big frogs, wasp nests, etc.) by pressing the
O button. When you grab a frog for the first time, you get a nessage
informng you that if you press the S button, the _entire_ area wll
reset, returning all the itens to their proper place. However, it also
returns you to the very start of the area, no matter how nmany screens
you' ve wor ked your way through. |f you ness up on an area (you run

out of frogs to use for transportation), you can cheat by |eaving the
area and returning (if it's possible to | eave given your current

|l ocation). But if you're really stuck, you have no choice but to reset
the whole level by pressing S. You will keep all itens and Materia O bs
you' ve collected so far, though.

In the first area, pick up three frogs and go beneath the earth bridge.
Put them near the three bags hanging fromthe trees. Now, quickly take
the frogs and press the O button to make them hop into the bags; repeat
this until all three bags are full, and hop across. You can stand on a
bag and put a frog in another one, too. Once on the other side, go down
the slope and _carefully_ inch towards the center of the |arge snapping
plant. Press Oto grab the bag (which contains the wi ckedly powerful ST
gun for Vincent). |If you get too close, the plant will close and you'l

| ose alnpbst all your HP. You can nake as nmany attenpts as you want, but
it's best to try and not touch the center of the plant in the first
place. Continue to the right and Cloud will autonmatically use the pink
vine to reach the other side. Go past the tree to nab another bag
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(inside is a weapon for Red 13), then go right to reach the second area
of the forest.

In the second area, pick up one frog and approach the pink vine. Choose
the top option to leap to the ledge. |If you |l eave the frog on the |edge,
it'll turn into a big frog -NSS-. From here, you can put the frog in the
bag and | eap across to the second (already-filled) bag. You'l
automatically use the pink vine to junp to the ground. Now, pick up a
frog and clinmb to the north on top of the green | edge; release a frog and
it will leap into the left bag. If you wait |ong enough, you'll be sent
flying to the | edge above when the frog escapes (you have to use a big
one -NSS-). Once on the | edge, take the wasp nest. Junp back down.
Stand near the small snapping plant and press Oto release the nest; if
you're at the right distance, the nest will fly backward and I and in the
pl ant, which will snap it up. Take the Yellow Materia, and then pick up
a bigfrog. dinb to the green ledge and let the frog junp into the
right bag. Junmp up and wait atop the bag until you are thrust onto the
opposite side of the huge snapping plant. Run to the right to reach the
next zone.

In the third area, pick up two frogs, toss theminto the bags, and | eap
across to the pink vine. You'll be lifted into the treetops. Go |eft,
then down the trunk to reach the big bag you saw back in the second area.
It contains a bracelet that protects you fromthe elements -NSS-. |f

you go to far down the trunk, you'll junp down to the ground, so return
to the treetops after grabbing the bag. dinb to the upper branch and
head right, then nmake your way towards the broken branch; C oud wll
vault across three of the pink vines and | and on anot her branch. Go
south to get yet another item bag holding a Red Materia (Sunmon Chupon).
Now go back across the vines, and take the | ower branch that |eads behind
the leaves to the ground level. Gab a frog and use it on the bag to

| eap to another bag, up to a second | edge. Take the wasp nest, drop to
the bottom then run straight into the snapping plant, pressing Oto

rel ease the nest _just_ before you're snapped up. |If you timed it right,
you can freely wal k across the plant...if you nessed up, you can al ways
try again. Use a small frog to fill the bag so you can get to the other
side. Then take a small frog and release it in the hole in the tree (you
know if you're in the right place because you'll hear a frog croaking.

It will turninto a big frog -NSS-. Take it and use it to cross to the
other side, then grab it again, put it in the far bag, and stand on it
until the frog pops out, propelling you to a cave entrance.

In the cave, walk to the right to find a chest with a Purple Materia
inside. Continue north and you'll find another chest to your right.
After taking the contents of the chest, exit through the opening to your
left. You' re back outside! Yep, there are no bosses to fight (which
is a good thing if you had a hard time with the snapping plants).

VI NCENT' S WATERFALL

Locati on: Waterfall in the center of the Western Continent.

How to get there: Use a Green, Black, or Gold Chocobo to go to the
west side of the waterfall by the |ake. D snount
and touch the waterfall to enter it. Alternately,
you can go there in submarine--you can dock on
the dark-col ored western side of the shore.

Beyond the waterfall is a roomnade of white stone. |If Vincent isn't
in your party, then you'll get a nessage stating his nanme when you
step past the threshold of the room So, return with Vincent. This
time, there's a woman there (Rukuressia), and you'll get to see a

fl ashback of Vincent's past. Wile you don't get anything out of this
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if you visit during the third disc, you can get Vincent's best weapon
if you conme here with himin your party during the second disc and then
visit the waterfall again in the third disc.

WESTERNMOST CAVE

Locati on: Cave lying to the east of a nountain in the bridge-
covered region of the Wsternnost Continent.

How to get there: Use a Green, Black, or Gold Chocobo to clinb over
the mountain. Dismount and enter the cave.

There's nothing in here but a glowing yellowlight. Try to touch it,
and you'll get a Yellow Materia (Monomane). Notice how there's stil
a glow after you' ve taken the Materia? :)

WESTERN CAVE

Locati on: Cave next to a nountain lying on a square of brown
land. There's a river running nearby. It's
beyond the nountain footpath by the shallow part
of the river near the Gold Saucer, on the Western
Continent--there's another cave entrance by the
river you need to cross.

How to get there: Use a Blue, Black, or Gold Chocobo to cross the
river to the patch of |and where the cave is.

Inside this icy blue cave is a twinkling Purple Materia (HP/ MP Irikae).
SOUTHERNMOST CAVE

Locati on: Cave lying at the end of a penninsula on the north
stretch of land on the Sout hernmpst Continent.

How to get there: |If you have a Blue Chocobo, |and the H ghwi nd on the
patch of grass on the thin island near Mdeel. Then
use the shall ows connecting the penninsulas to reach
the area where the cave is. |If you have a Black or

Gol d Chocobo, sinply I and on the grassy area near the
cave and keep wal king down the cliff and out to where
the cave entrance is. |f you have the Gold Chocobo,
you can just wal k southeast fromthe Chocobo Farm
across the water to the penninsula where the cave is.

This sandy cave is enpty, save for a blue pyrani d-shaped object. |I|f you
examine it, you'll get a Blue Materia (Mahou M dareuchi).

NORTHWEST | SLAND

Locati on: Oval -shaped i sl and surrounded by nobuntains and trees
that is in the northwestern part of the world. It
is one of the Uncharted Isles (it doesn't show up on
the map).

How to get there: Use a Gold Chocobo to fly to the island and clinb
over the mountains. Disnmount and enter the cave
mouth that's at the edge of the forest.

This may be another enpty area, but the red pyranmid lying by the tree
trunks is none other than the Knights of the Round sunmon nateria--the
nmost danmagi ng summon spell in the entire gane. Sinply examine it to
pick it up.

A THIEF AVMONG US (Yuffie's Sub- Quest)
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(Note that you need to have Yuffie in your party to do this quest. You
can do it during any disc.)

Get in the airplane and |l ook at the Map. O the five continents (Eastern,
Nort hern, Southern, Western, and Westnost), head to the south end of the
West nost Continent and travel along the shore on the right side of it.
Eventual ly, you'll find a beach shore with a path leading up into the
mountains (the area is just a ways southwest fromthe town where you net
Cd; it's not too hard to find--just work your way south until you can
find a patch of water leading to the Westnost Continent and then head
north along the coast). Head up the path. At this point, Yuffie wll
steal as nuch Materia as she can hold (if you have a | ot of Materia orbs,
she can't take all of them-but she will take the 'best' ones above all
el se. The nore powerful/rare a Materia is, the nore likely Yuffie is to
steal it) and run away, |eaving you to contend with two Shinra sol diers!
They're easy to kill, though (it's better to not have Yuffie in your
party so that you can have three people to fight with). If you fought
with only two people, then Barett adds hinself to the party afterward.

At this point, you'll have to chase after Yuffie. You can't fly the
ai rpl ane around, either, so you're stuck with no Materia (don't forget,
your allies have also lost their Materia, too). Head across both rope
bridges up ahead, then turn left and turn left again (so that you're

movi ng away fromthe body of water). Keep wal king, and you'll go across
anot her rope bridge and arrive at a snall village sitting along a
penninsula. It's Yuffie's hometown, Uai

Look around the town. Yuffie will run away when you show up. After
buyi ng what ever you need, head northwest to reach the pagoda. Go into
the right building. If you talk to the sleeping man several tines,
Yuffie will show up, then run away. Before |eaving, check the bottom
wall in the roomwth the scroll; it's a fake wall and leads to a
treasure chest (which has a weapon for Red 13, | think). You can also
sleep in the first roomyou see with the three beds if you need to get
some rest. If you check the white scroll with the synbol on it near
the left corner of the room it will swing aside, revealing a passage.

At the end of it is a chest; the Kaze xxxx is inside.

Now, go back to the itemshop. The lady who stood in your way is not
on the other side of the room allowing you to grab the treasure chest.
However, Yuffie will grab the Materia that's inside fromyou! Don't
worry, you'll get it back later. To find Yuffie, head down to the house
in the lower-right corner where the old man and the short guy live
Doesn't sonething | ook different? Check the folding panel to the left
and Yuffie will leap out and escape once nore. Once outside, go to
the bar. See how the pot by the door is shaking? Try to check it out
(using the Obutton). After Coud positions his friends, punch open
the pot using the O button three times. Yuffie, unable to run away,
will lead you to her house. (I think there's supposed to be a hidden
itemin this room..NSS.)

Fol | ow her down the stairs. Wen she's done tal king, check out the
switch in the back. Activating it nakes a cage fall around your
friends! Yuffie will sneak away again. Free your pals by activating
the switch again. Then, go back up the stairs and out the front door
Head back to the pagoda, and go through the recently-opened door to
your left. Stand before the bell and use the O button to ring it.

Go down the hidden passage that's revealed, and you'll find yourself
face to face with the mohawked man fromthe Wall Market. Grab the
contents of the two chests, then go up the stairs. You'll be attacked

by three Shinra soldiers, but they're just |like the ones you fought
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on the hill outside of Yuffie's town and aren't too hard to dispatch

Once the battle's over, talk to the Shinra creeps hangi ng outside the
buil ding and then return to the town. Go to the northeast, up into
the mountains. Follow the Shinra nenbers, then take the curving

path behind the statue's head in the next area. |Instead of talking
to the Shinra nenber in the next |ocation (he's standing by a cave),
go south to find the nohawked nan. Yuffie and a Shinra goon are
being held captive by him Fearing you, he'll sunmon a nonster to
attack your party.

BOSS TIPS (hp: about 60007?)
Thi s wi nged beast is tougher than it |ooks, but all you can do is

attack. Vincent and Red 13 nmake the best allies to have here because

of their high attack power. Use Phoenix Tails and healing potions

to stay alive, and keep on attacking. Red's B1/2 can help to increase
the odds, and C oud's B2/2 should be used every chance you get. If

you think you can make it wi thout Vincent assisting you, then his Bl/1
can be used to inflict plenty of danage on the boss.

After the battle, the nohawked man makes you choose fromthree choices
(again). | don't believe it matters which one you pick. Wth alittle
help fromthe Shinra, he neets his untinely dem se, and Yuffie is
rescued. You'll find yourself back in the Wrld Map, and al though your
Materia is re-equipped, it won't be in the order you had it before.
Rearrange your goods. You can hang around here if you want, or hop

on the airplane and | eave. Oh, now that Yuffie won't be stealing any
nore Materia off you, you m ght want to check out the house full of cats
in the lower right part of the village. You can now clinb up the stairs
in the back of the room which |ead to an upper area with a chest
containing a purple Materia (HP Kyuushuu) Also, the man in the weapons
shop will now sell his goods to you. |If Yuffie is in your party, the old
man in the pagoda offers Yuffie the chance to fight vari ous enenies.

If you accept, she nust fight alone, but if she dies, the game doesn't
end (although you'll have to heal Yuffie, who renmains dead).

On the first floor, you fight a wi nged creature.

BCSS TIPS (hp: 3000 np: 150)
Sunmon Materia work well here. Use Haste, then the Hissatsu Materia
toinflict lots of danmage. You should al so have a Kaifuku Materia in
case things get ugly.

On the second floor, you fight a penguin-like nonster

BOSS TIPS (hp: 4000 np: 180)
Refer to the above tips. You might try the Barrier Spell to reduce
damage.

On the third floor, you fight a four-armed foe.

BOSS TIPS (hp: 5000 np: 210)
You can't really do anything about this thing's paralyzing Flash, so

just wait it out and keep your HPs up. Refer to the notes for the |ast
two bosses and apply themto this fellowif you're having a tough tine.
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On the fourth floor, you fight a iron-ball sw nging man.

BOSS TIPS (hp: 6000 np: 240)
Protect yourself with the Barrier Materia and attack using the H ssatsu
Materia. Use Summon spells if you need them but this boss is probably
the easiest eneny you'll fight.

On the fifth floor, you fight an ashura-Iike denon.

BCSS TIPS (hp: 10000 nmp: 1000)
Li ke FF2's Ashura, this boss' strategies change dependi ng on which face
is currently facing front. Hi s attacks aren't too bad, but he can cure
hi nsel f for +1200 hp when the going gets tough. So how do you beat hinf
There are two ways: if your total attack power is over about 1500 damage
per hit, you can attack repeatedly or berserk yourself and the boss won't
be able to cure hinmself fast enough. The other way is a lot longer. |If
you can stay alive until he's used up all 1000 magi c points, then he
won't be able to cure hinself and you can attack himuntil he dies. As
with the other bosses, Haste, Barrier, Kaifuku, and Summon Materia are
all recommended itens to have equi pped before fighting this guy. Wen
his red face is directed towards you, watch out for his ability to shrink
you, and use Tryne (the sane attack that the Materia Keeper used). |If
you have it, the Juuryoku Materia and Yuffie's Bl/1 can cause |lots of
pain. |It's advisable that you tackle this boss when you get stronger,
because while you _can_ kill himnow, it nmay take a while (32 min)! |If
you have the Magic Mallet eneny skill, use it!

You'll have to give the first answer when talking to the people in each
| evel of the pagoda before you can fight a nonster. After each battle,
feel free to heal yourself or even return to town to do sone shoppi ng.
Shoul d you kill the nonster on the top floor, you will receive a red
Sunmon Materia (Leviathan).

+++++++Ht b+

7. PLAYI NG THE GAME
+++++++Ht b+

Certain notations and abbreviations are used in this FAQ This is what
t hey nean:

S Squar e Button L1 Front Left Shift
X X Button L2 Back Left Shift
@) Crcle button R1 Front Right Shift
T Tri angl e button R2 Back Ri ght Shift
START Start Button SELECT Sel ect Button

B#/# - Indicates the Break Level and which one to use (i.e. Red 13's
B2/2 woul d be the Stardust Ray, while Barett's 3/1 would be his
Satellite Beam

Field - Any area aside fromthe World Map. Towns, caves, dungeons, power
plants, and so on are all considered 'field areas.
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Wrld Map - The 3-d overhead world in which you can travel to towns and
other locations, and activate the map. Wen first starting the gane, you
will not reach the "Wrld Map' area until a good part of the first disc
has been conmpleted. This is also referred to as the 'outer world' or
"overworl d'" throughout this FAQ

A note on Materia: Since | was able to get many of the correct nanes
for new revisions, |'ve replaced the names of materia, spells, etc.
with their proper names. However, in nost cases | won't list the spel
in particular but the Materia you should use (i.e. Honou <materia>

i nstead of Faiga <spell>). This neans that you should use the highest
| evel that you have (or the one that suits you the best).

After inserting the disc you' re currently on, watch the intro or bypass
it by pressing START. Then, choose NEW GAME to start fromthe begi nning
(you'l'l need to have Disc One entered), or choose the bottom option to
continue a saved gane. |If you choose to continue, select SLOT 1 or

SLOT 2 (dependi ng on which slot your menory card is in). Then, select
the saved file you wish to continue.

To save your ganme, you nust be in the Wrld Map or standing on a Save
Point while in an Area Map (these are glowing blue circles with a
rotating 'C shape above then). Go to the main nmenu and choose SAVE
(the last option), then specify which nenory card and whi ch save

slot you wish to use. |If all the slots are full, you will get a
message telling you that you cannot save. A note on Save Points;

you can also (in nost cases), use the PHS systemto change nenbers
whi | e standing on a Save Point.

The default settings of the PSX controller are:

CONTROL PAD - Moves your character in eight directions. Also
used to nove the cursor during nmenu screens and
to highlight enemies/allies and options during

battl e.
SELECT - Shows | ocation of character on-screen using a
cursor. In battle, this turns on/off the

HELP wi ndow. In the Wrld Map, it has the
same effect as the START button

START - In the Wrld Map, it displays/renpoves the map.
During battles, it pauses the action

SQUARE (pink) - During battle, holding this button renoves the
Conmand wi ndow, meking the Barrier gauges nore
visible. Sw tches between the Materia w ndow
and Equi p wi ndow on the Menu Screen (providing
you are in either of the w ndows).

X (blue) - Cancel s selections at the Shop screen. During
battle, it cancels choices and during the Menu
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TRI ANGLE (green)

CI RCLE (red) -

LEFT ONE (L/1)

LEFT TWD (L/2)

RIGHT ONE (R/ 1)

RI GHT TWD (L/2)

O her

Commands:

screen, it cancels choices and cl oses the screen
if no choices have been nmade. |f not assigned
an ability, this button cancels choices/returns
you to the previous option during any ot her
screen. \Wen used in conjunction with the
control pad, your character dashes while on the
field. Dashing can be conbined with L1 and Rl
to run at an angle.

In the field, it opens the Menu screen. |In the
Menu Screen, it de-equi ps whatever Materia is
selected if you are in the Materia wi ndow. In

battle, it highlights whoever you want to fight
next (assunming they have a full time bar).

In the field, press it when near sonething to
examine it or to talk to a person. This button
is also used to pick up itenms, open treasure
chests, and latch onto | adders and obj ects.

It will select the itens you wish to buy or sel
at shops, and can be used to verify conmands or
performan action (like opening a gate, running
an el evator, etc.)

When held and used in conjunction with the

control pad, your character wal ks at a 45-degree
angle to his left. Wen selecting itens or nmagic
in the Menu Screen, it noves the view up a screen
with each press. Wen selecting a character to
check that person's Materia, magic, equipnent,
status, or Limt Break, pressing this button
scrol |l s backwards through the characters according
to their Iineup.

In the Wrld Map, this button makes your character
turn left while it is held down. |[If you are in
overhead view, pressing this button returns you
to ground-1level view

While in the Wrld Map, switches the viewpoint
fromground-1evel to overhead.

When held and used in conjunction with the
control pad, your character wal ks at a 45-degree
angle to his right. When selecting itens or
magic in the Menu Screen, it noves the view down
a screen with each press. Wen selecting a
character to check that person's Materia, nmagic
equi pnent, status, or Limt Break, pressing this
button scrolls forward through the characters
according to their Iineup.

In the Wrld Map, this button makes your character
turn right while it is held dowmn. If you are in
overhead view, pressing this button returns you
to ground-1level view

While in the Wrld Map, switches the viewpoint
fromground-1evel to overhead.
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L1 + RL - During battle, nmakes you run away if held down
for a while. Doesn't always work.

L1 or R1 - Sel ects between a single target or all targets
during battle when using magi c/Materia (assum ng
you have an All Mteria working in conjunction
wi th whatever spells/Mteria are equi pped). You
can also do this by press Left or R ght on the
controller.

L1 + L2 + RL + R - Resets the gane. Doesn't work during battles.
+ SELECT + START

Note that these are the default settings: they can be changed in the Menu
Screen. Additional button commands (for vehicles, ganes, etc.) are
listed throughout the FAQ s wal kt hrough secti on

There are two ways to enter a battle. The nbst commpn way is to be
random y attacked while exploring the Wrld/ Area nmap screen. You wll
al so fight boss battles, which aren't random and occur only after a
certain event.

Wien the battle starts, the camera will nove inwards for a better view
(it switches constantly during battles, but you can set it to remain
stationary in the Configuration screen |located in the Main Menu).

The enemes will be on the left, and your characters appear on the right
(usually). Depending on a person's Speed, either you or the eneny

will attack first (not the whole party, just a single character). The
object of battle is to kill all your enem es without getting killed
yourself. A battle ends when either side has died, or if the eneny or
your party runs away.

To the left on the Battle Menu window is the word NAME. Underneath this
appears the nanes of the three characters currently in your party. Next
to that is the word BARRIER. Beneath that is a doubl e-gauge that inforns
you how | ong your barrier (vs. physical attacks), or nabarrier (vs. magic
attacks) will last. Note that they are only full if you have a type of
barrier Materia equi pped and in use.

To the right of that is the word HP. This shows the current/total anount
of HP each character possesses using both nunbers and a bar. |f you have
few HPs | eft, the nunbers turn yellow. And if your status has been
changed (i. e. you are poisoned), the total ampbunt of HPs is replaced by
the nane of your status condition. Depending on the anmount of HPs
remai ni ng and the type of status you have, your character may fall to

one knee or crouch on the ground to show that he is weakened. Farther to
the right is the word MP. Below that is the current amount of MPs each
character has, represented in both nunber and bar format. |If you are | ow
on MPs, the nunbers turn yellow |If you die, your HP and MP nunbers are
shown in red. Finally, on the far right are two bars.

The first bar is the Limt bar. As you are attacked, this bar increases

proportionate to the damage received. Wen it is full, it will flash
rapidly. During this time, you can use your Limt Break attacks instead
of fighting (described |later on), and your agility is increased. |If you
don't use your Linmit Break when a battle ends, it is carried into the
next battle. |If you don't use your Limt Break for several rounds during
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a battle, it enpties slightly (but can be refilled). Choosing to be
attacked by yourself or your friends, or being attacked by a confused
friend will not increase your Linit bar

The last bar is the Tine bar. It increases proportionate to a person's

Speed rating. Wwen it is full, it flashes orange, and you are now

abl e to choose a command (this is also signified by the yellow, pyram d-
shaped icon that appears over the person's head and their name, which

fl ashes between white and gray). Wen it is not full, you cannot contro
that character.

When a person's Tinme bar nmaxes out, the Command W ndow appears, covering
the Barrier gauges (they can be uncovered by holding the S button). The
first option is Attack (one eneny or one friend). |If your Limt Bar is
full, then it is replaced with a rai nbow col ored font and you cannot
Attack but can use Limt Breaks. The next option is Magic (assum ng your
character knows magi c/has a Magic Materia equipped). This allows you to
sel ect a nagic spell to use, providing you have the proper nunber of MPs
left. The third option is usually blank, unless you have a Conmand

Mat eri a equi pped. Wen such Materia are in use, this option can be many
things: Steal, Throw, etc. The fourth optionis Item and it allows you
to use your inventory of unequipped itens on yourself or against an eneny.
Not e that you cannot equip or de-equip itens or Materia during battle.
Dependi ng on the nunber of Materia equi pped, you may have nore than four
options available, in which case the Command W ndow wi || expand.

At any time while the Conmand W ndow i s shown and you haven't yet nade

a selection, you can press right (then the O button) to guard. You

can't attack while guarding (which | asts the whole round), but any
damage inflicted on you is halved. Likew se, pressing left (then the

O button) nakes you change rows. This takes a whole round and you can
do no other action while changing. Characters in the front rowinflict
and reci eve nore danage, while characters in the back inflict and
recei ve | ess danage (you can al so change row position in the Menu Screen;
changing position during battle isn't permanent).

There are several ways to attack or get attacked. The method chosen
when entering a battle is somewhat random but your abilities and
statistics can change the outcorme:

not hing (Attack) The standard you-versus-themsetup. Priority
is determ ned by Speed.

xxxX NO CHANCE (Chance) The enenmies will have their backs turned and
you can all attack, run, or perform any other
command wi thout being attacked for the first
round only.

BAKKUATAKKU (Back Attack) You have your backs turned to the eneny, who
is onthe right. Not only are your rows
reversed (front to back/back to front), but
the eneny gets to attack first w thout you
being able to do anything about it for the
first round only. Note that Materia that
work automatically (like Guard and Counter),
will still function normally.

SUI DOATAKKU (Side Attack) You appear on either side of your eneny.
Al t hough you can't use the CHANGE command,
this nethod prevents the eneny fromturning
his full attention to all characters and lets
you attack fromthe front and behi nd.
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(Anmbush)  Your eneny attack on either side. You cannot
use the CHANGE command, and it is inmpossible
to direct an attack or spell towards al
enem es. Your foes can nmake both front and
back attacks. Keep in mnd that it is very
i mportant whether or not you are facing your
opponent - -your attacks/linmt breaks/ mgic
won't hit enem es who are behind you

RUNNI NG

Normal Iy, you can run away from an eneny party, but not always. |If you
can't run away, a nessage will tell you so and holding L1 and RL will
have no further effect. Unless fighting a boss (who you can never

run away fron), you can al nost always run froman Initial Attack (first
round only) or Side Attack formation. You cannot run froma back attack
for the first round, and you nust be facing toward your enemy in order
to run away (since you run in the opposite direction). |f anbushed,

you cannot run unless you kill all the enem es on one side of you and
are facing toward your foes (for the sane reason |listed above). Wen
you run away, the battle ends, but you gain no noney, AP, or EXP. Al so,
you can be attacked while running and it nmay take anywhere froma second
to several minutes to escape a battle, (if it is possible to do so). You
can sel ect and confirm comrmands while trying to escape (in which case
you will stop running to attack, use an item etc.), but you won't run
away whil e doi ng such things.

OTHER SI TUATI ONS

Wil e the gane is paused during battle, you can do nothing but renove
the Conmand Wndow (if it is showing) by holding the S button. Wile

a character is sunmoning a nonster, you can build up your Tine bar and
sel ect conmmands, but not confirmthem (this includes running). During
eneny actions and sonme of your own actions, the 'Tine' nessage changes
to "Wait' and your bars won't fill until either you or the eneny finish
doi ng what ever caused the 'Wait' status in the first place.

END OF THE BATTLE

If you lose a battle (the eneny is able to reduce your party's HP to zero
via attacking, magic, etc.), the game ends. You nust start over from your
previ ously saved gane. If you win the battle (by reducing all enenies
HP to zero via attacking, nagic, etc.), then a screen appears show ng you
how many EXP and AP points you' ve gained. Pressing O calls up another
screen where the anmount of GP (gold) you' ve won is shown, and you have
the option of taking itens fromyour fallen foes (if they had any itens).
Once the battle is over, you are returned to your current |ocation on

the field.

It's possible to have your status changed while not fighting, but nost
status changes occur during conbat. They include:

AYATSURU ( Control | ed/ Mani pul at ed)

Appear ance Character flashes blue and faces in opposite direction
Ef f ect Character is controlled by the eneny
Dur ati on Vari abl e
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Renedy Successful physical attack fromfriend or foe

BAASAKU ( Berserk)

Appear ance Character's skin is red

Ef f ect Character automatically fights using physical attacks,
however, Attack Power is raised

Dur ati on Battl e

Renedy Al mi ghty potion or Esuna nmagic

BARIA (Barrier)

Appear ance Shi el d appears when physically attacked; Barrier gauge
is filled (to a degree)

Ef f ect Physi cal damage from enem es is reduced

Dur ati on Until gauge runs out

Renedy Debari a magic

CHI NMOKU (' Sil ence)

Appear ance Y " word bubbl e appears over head
Ef f ect Cannot cast nmgi c or sunmon nonsters

Dur ati on Battl e

Renedy Echo Snoke, Al mighty potion, Esuna nmagic

CONRAN  ( Conf usi on)

Appear ance Character spins around and around

Ef f ect Character is uncontrollable and will attack or cast
magi ¢ on both friends and foes

Dur ati on Battle; or until physically attacked

Renedy Al m ghty potion, Esuna magic

CONDEMNED

Appear ance Count er appears over person's head

Ef f ect Character dies when counter hits zero

Dur ati on Battle; or until counter reaches zero

Renedy Fi ni sh/ escape frombattle before your

time is up (ha ha ha)

CRI Tl CAL

Appear ance Character is kneeling, HPs are shown in yellow
Ef f ect None

Dur ati on Until character dies or is healed

Remedy Kai f uku, Heal Potion, etc.

DEATH

Appear ance Character is lying face down

Ef f ect Character does nothing (he/she's dead)

Dur ati on For ever

Renedy Phoeni x Tail, Reizu magic, or go to an inn

* Dead characters receive no EXP or AP should their teammtes wn
the battle for them

DOKU (Poi son)

Appear ance Character kneels and fl ashes green
Ef f ect Lowers HP each turn
Dur ati on Battl e
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Renedy Doki kesu or Al mighty potion, Poizona nagic

HEI SUTO ( Hast e)

Appear ance Character noves faster

Ef f ect Time bar increases twi ce as fast
Dur ati on Battle

Renedy Sl ow or Stop mmgic

| KARI  (Anger)

Appear ance Limt gauge is colored red

Ef f ect Amount of damage received doubles, Hit Rate decreases,
and Limt gauge fills faster

Dur ati on Battle

Renedy Chi nsei zai

KANASHI |  ( Sadness)

Appear ance Limt gauge is colored blue

Ef f ect Character's physical attacks do | ess danmage; Limnt
gauge fills sl ower

Dur ati on Until heal ed

Renedy Kouf unzai

KURAYAM  ( Dar k)

Appear ance Character flashes bl ack

Ef f ect Ht Rate is dramatically reduced

Dur ati on Battl e

Renedy Eye Drops, Al nmighty potion, Esuna nagic

MABARI A (Mabarri er)

Appear ance Magi ¢ shield appears when nagic is cast on that
character; Mbarrier gauge is filled (to a degree)

Ef f ect Reduces the effects of magic cast on that character
fromfriends or foes

Dur ati on Until gauge runs out.

Renedy Debari a magic

MEGABARRI ER

Appear ance Mega shield appears when a character is hit by

physi cal attacks or has magic cast upon him both
gauges are filled

Ef f ect Reduces effectiveness of physical attacks and magic
spells directed towards the shiel ded person

Dur ati on Until gauges run out.

Remedy Debari a magic

M NI MAMJ (M ni num

Appear ance Character shrinks, becom ng very snall

Ef f ect At t ack/ Defense Power is |owered greatly; alnost all
attacks cause only 1 point of damage (even nagic
spells or attacks that can be affected by Materia)

Dur ati on Battl e

Renedy M ni mum magi ¢, Magi ¢ Hanmmer

MUTEKI (I nvi nci bl e)
Appear ance Characters flash yel | ow*
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Ef f ect Character cannot |ose HP or be killed
Dur ati on Only a few rounds
Rermedy None

* Not if you becone invincible using the 'Shield spell.

MAHI  (Paral ysi s)

Appear ance Character doesn't nove

Ef f ect Character does nothing

Dur ati on Vari abl e

Renedy Al m ghty potion, Esuna magic

REJI ENE ( Regeneration)

Appear ance None

Ef f ect Character gains back | ost HP each turn

Dur ati on Battle; or until spell/item s duration ends
Renedy None

Rl FUREKU (Refl ect)
Appear ance

Ef f ect Refl ects all nmagic cast upon character by friend
or eneny

Dur ati on Vari abl e

Renedy Di spel magic

SEKI KA (Petrify)

Appear ance Character has gray skin and doesn't nove

Ef f ect Char acter does nothing

Dur ati on Battle

Renedy CGol den Needl e, Al mghty potion, Esuna magic

* Petrified characters will not receive EXP or AP should their teanmates

win the battle for them

SLOW PETRI FYI NG

Appear ance Character flashes white while counter appears over
head.

Ef f ect Causes PETRI FI CATION (see above)

Dur ati on Battle; or until petrification occurs

Renedy CGol den Needl e, Almghty potion, or Esuna nagic

SUMN (Sleep)

Appear ance Character kneels and 'ZZZs' rise from body

Ef f ect Char acter does nothing

Dur ati on Battle; or until physically attacked

Renedy Al m ghty potion, successful physical attack from

friend or foe

SUROU (Sl ow)

Appear ance Character noves sl ower
Ef f ect Ti me gauge fills slower
Dur ati on Vari abl e

Renedy Haste magic

SUTOPPU (St op)
Appear ance Character doesn't nove
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Ef f ect Character does nothing; Tinme gauge doesn't fil
Dur ati on Vari abl e
Renedy Di spe

TOODO (Toad)

Appear ance Character |ooks like a toad
Ef f ect At t ack/ Def ense Power is | owered, cannot use
any magi ¢ other than 'Toad' magic*

Dur ati on Battle

Renedy Toad magic, Gome no Kissu

* If you tried to cast nmagic or sunmmon a creature and got turned into
a frog, no MPis lost (and you can still sunmon the follow ng round).
However, if you tried to Throw an item that itemisn't even thrown
but is still lost forever. Also, all flying enemes are immune to

this status ail nent.

Your status condition is usually always shown at the bottom of the
screen, over the 'MAX HP' section in red letters. |f you have nore
than one change (i.e. you are poisoned and slowed), then the
condition nmessage will constantly change back and forth.

Waile in the Wrld Map, you can show, enlarge, or hide the Map by
pressing Start or Select repeatedly. When you get them the
river-crossing Vehicle and CGid' s Airplane are represented as green
and blue dots, while the submarine is shown as red oval and the
airship "Hghwind' is a white dot. Here in the 3-d 'overworld', you
can travel through forests, plains, and fields in search of towns,
caves, towers, and castles. As in previous Final Fantasy ganes,
mount ai ns, rivers, and oceans are inpassable while wal ki ng, but nmay
be traversed using other neans, such as vehicles or special breeds
of Chocobos. VWhen you enter a 'location' (i.e. town or dungeon),
you enter the area nmap and | eave behind the Wrld Map. No matter
where you are on the Wirld Map, you always run the risk of fighting
battl es.

Area maps are a series of static screen shots |linked together to
make up a location. Your freedom of nmovenent is somewhat |linited
in these areas. Mst FMW sequences take place while in an area
map. Aside fromtalking to people and fighting battles (dependi ng
on where you are), you can also find treasure chests, navigate

t hrough hi dden passages, clinmb up ropes, activate swtches and

| evers, or save your gane at Save Points. Wth few exceptions,
area maps are the only place where you'll find bosses.

In towns, be sure to talk to the townspeople and investigate the
buildings to get clues, items, etc. There are, of course, shops in

most of the towns, too. Shops sell anything from potions and weapons
to bracelets and Materia orbs. 1I1n a shop, you' re given three choices
initially. The rightnost one is BUY. Choose the itemyou want to buy,
then press left, right, up or down to confirm how nmany of that item you
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want. The middle option is SELL. Choosing the left choice lets you
sell items and weapons, while the right lets you sell your Materia.
The third option is QU T, and returns you to the gane.

GOLD SAUCER S BATTLE SQUARE

To play this game, go to the Battle Square and enter the main building.
Talk to the lady by the righthand booth and she'll give you an option.
Choose the top one to enter the Battle Arena, or the bottomone to
decline. It costs 10 GP to enter the Battle Arena each tine. Should
you accept, you have to choose which character will fight by hinself
in the Arena.

Once inside the Arena, you have to fight 8 consecutive battl es agai nst
random y- pi cked sets of nonsters. Fighting is done normally, and you
can use anything you have equi pped (weapons, spell materia, command
materia, itens, etc.) to attack your enemes with. Each tinme you finish
a battle, you get the nessage ' GREAT!' and you're then told how nmany BP
(Battle Points) you' ve won in that particular battle (it's on the right
side of the window). You have two options; pick the left one to keep
fighting or the right one to give up and | eave the Arena.

If you choose to keep fighting, a slot nachine appears prior to your next
bout and you have to press Oto stop the wheel. Watever you | and on
will have a significant effect upon you as soon as the next battle
starts. However, nost of these conditions can be renedi ed by using
itens, and some (such as Mninmun) won't even affect you if you' re wearing
an accessory that protects you fromthat type of status ailnent. Below
is alist of many of the various results you may | and on*:

Poi son - ' Poi soned' stat us.

Fr og - ' Toad' status.

M ni - d oud - "M ni mum status.

Red Orb - Di sabl es Red (Sunmmon) Materi a.
Yellow Ob - Di sabl es Yel |l ow (Command) Materi a.
Geen Ob - Di sabl es Green (Magic) Mteri a.
Purple Ob - Di sabl es Purple (Independent) Materi a.
Blue Ob - Di sabl es Bl ue (Conbi nation) Mteri a.
Five Obs - Di sables all Materi a.

Ri ng - Di sabl es accessori es.

Bag - Di sabl es itens.

Lucky 7 Luck is cut in half.

Boot s Speed is cut in half.

HP & MP Max HP and MP is hal ved.

MP Sign Max MP is hal ved.

MP Zero Max MP is reduced to O.

Swor d Attack power is |owered.

Br acel et Your defense is | owered.

St opwat ch Time bar takes x30 | onger to max out.
Lv. Down This lowers your level by 5, 10, 15....
Cure Gai n back 9999 HP.

* O course, it is possible to cheat. For exanple, if your Mgic
mat eri a have been di sabl ed but you just used Monomane after casting

a magic spell, you can minic yourself to still use that spell. O
if you have Nageru combined to a Command Counter materia and your
itenms are disabled, you will still hurl one of your throwable itens.
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Each tinme you choose to keep fighting, yet another bar appears on the

sl ot machine. And because the eight battles are continuous, you'll keep
what ever ailnment you | anded on in the last battle (unless you cured it),
and get another ailnent as well, making the battles progressively harder

as you suffer frommore and nore handi caps.

You do not gain AP, EXP, or gil for fighting in the Battle Arena. You
can't learn enemy skills, either, even if you proceed to win all eight
battles. You can steal or henka enenmies to get itens, but that's it.

Using Linmt Breaks in the Arena won't deplete your Limt bar when the
battl es are over, though. Your fighting spree ends if:

- You win all 8 battles.

- You choose to give up after conpleting a battle.

- You cast Escape on yourself or use an itemthat has a simlar effect.
- You run away :)

- You are killed during the course of the battles :(

Unl ess you're killed or run away, you will keep all the Battle Points
that you've earned fromeach fight. Wat's nore, you can continuously
enter the Battle Arena (providing that you have enough GP) and fi ght
over and over to pick up even nore Battle Points. However, you | ose
_all_ your BP if you |l eave the Battle Square, so you have to get the
nunber of points you want in one trip. You can trade in the Points

you' ve earned for prizes by going to the machines on the left or right
side of the entrance and exanining them The follow ng chart appears if
you have enough BP to purchase sonet hing:

BATTLE SQUARE PRI ZES - DI SC ONE

NANVE COsT EFFECT

Phoeni x Tai | 100 BP Item

xxxX (Al m ghty) 200 Item

M netto Veggie 400 Item

Eneny Attract 800 I ndependant Materia
xx Feat her 1600 Accessory

S Main 3200 Item

Advance Attack 6400 I ndependant Materia
Speed 12800 I ndependant Materia
Chanpi on Bel t 25600 Accessory
Chokyubushi nhazan 51200 Cloud's Level 4 Limt Break Mnual

BATTLE SQUARE PRI ZES - DI SC TWO AND DI SC THREE

NAME CosT EFFECT

xxx (Al 'm ghty) 100 BP Item

Eneny Attract 250 I ndependent Materia
Bonb no xx 500 Item

Advance Attack 1000 I ndependent Materia
Rei gen Veggi e 2000 Item

Speed 4000 I ndependent Materia
X no X 8000 Item

Chanpi on Bel t 16000 Accessory
Chokyubushi nhazan 32000 Cloud' s Level 4 Limt Break Mnual
Doubl e Summon 64000 Command Materi a

You can buy as many of each itemas you like if you have enough BP.
Col | ect over 65000 BP and you can enter the URA Battle against Do
(NSS).

CONDOR FORT: THE M NI - BATTLE GAME
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Wil e you can play this gane at an early point in your quest, you'l
have to play it (and win) if you want the gane to progress once you
reach Disc Two. Wiat's witten here are brief instructions and a
sinmple strategy for winning; the gane relies heavily on instructions
which I (of course) can't understand. The object of the ganme is to
prevent the eneny fromtaking your land (this is indicated by a pink
bar to the left of the screen), and to w pe your foes out before
they finish you off. Your guys are blue; the eneny's force is red.

In the beginning, you'll be in control of a cursor and there are no
enem es on the screen. You can use this tine to place your allies
before the battle begins (while you can place icons during the battle,
it's easier to start off right now. You can only set people as far
as the red line; if you can't place a person, a red X appears over the
hand cursor. Placing icons costs noney (gil). Renmenber, you can't

pl ace bad guys! The types and statistics of each icon (good and bad)
are as follows:

STATS. OF THE GOCD GUYS

NANMVE HP ATTACK RANGE  COST STRONG WEAK VS
Boul der 100 20 1~-4 480 n/ a

Tri pl e Boul der 150 30 1-5 1000 n/ a

Cat apul t 100 18 1-5 480 n/ a

Fire Catapult 120 25 1~-6 600 n/ a

Fi ghter 200 30 1 400 n/ a

Att acker 180 25 1 420 Beast / Barbarian
Def ender 220 35 1 440 Barbarian / Wvern
Shoot er 160 20 1~-3 520 Wvern / Beast
Repai rer 160 10 1 480 n/ a

Wor ker 160 15 1 400 n/ a

STATS. OF THE BAD GUYS

NANVE HP STRONG AND WEAK AGAI NST
Beast 230 Shooters / Attackers
Wvern 190 Def enders / Shooters
Bar bari an 100 Attackers / Defenders
(eneny boss) 250 ?2?7?

* These guys can fly over obstacles, giving them nore range.

The bad part about all this is that it cost real npbney (your nobney!) to
play this gane. So it's best that you stock up on gil before playing
this ganme. To buy an icon, use the controller to select themand press
O Then choose where you want to place one and press O again. |If
you're placing a Catapult or Dropper, then you'll see a red circle or
wedge- shape when you place them this indicates their line of fire.

Use the Control Pad to choose how you want themto attack the foe.

When you're ready, press X and choose the top option. The battle
begi ns! Your controls work like this:

@) Accept a conmand. Place the cursor over a character
and place this button and you'll be given an option;
see the list of icons to see what options are avail abl e.

X Decl i ne a conmand

L1/ L2 Decrease the speed of the battle

Rl / R I ncrease the speed of the battle

Start Pause/ unpause the gane

Sel ect Show hi de instruction screen (big help, that one....)
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Pad Moves cursor/put over ally or foe to see their
statistics and the direction they' re heading in.

Every tinme one of your icons finishes walking, enters battle, or is
killed, you will be asked if you want to give them a new command.
Press Oto accept, or X to decline.

| CON OPTI ONS

Boul der TOP OPTI ON - RANGE CHANGE. You can redirect

Tri pl e Boul der either type of droppers' line of fire.
BOTTOM OPTI ON - DI SMANTLE. The dropper is
destroyed.

Cat apul t TOP OPTION - RANGE CHANGE. You can redirect

Fire Catapult either type of catapult's line of fire.
BOTTOM OPTI ON - DI SMANTLE. The catapult is
destroyed.

Fi ghters OPTION - WALK. Pick where you want any of the

Def ender s three icons to nove to and press O If they

Shoot er s can't walk to a certain |ocation, an X appears
over the cursor.

Repai rer OPTION - WALK.  Works just like the WALK
command expl ai ned above.
If you make a Repairer wal k near a danaged
Catapult, Fire Catapult, Boulder, or Triple
Boul der, he can repair them (give them back
HPs). Surprisingly, these guys can fight,
(NSS) and they're not so bad, either

Wor ker TOP OPTION - WALK.  Wbrks just like the WALK

command expl ai ned above.
BOTTOM OPTION - BOVB. Creates a bonb that
expl odes when eneni es approach.

The 'Dismantl e’ command for the catapults and droppers may seem usel ess,
but once an eneny force has passed beyond the range of one of these
icons, they are useless. To free up space for nore icons, (you can only
have 20 at a tine, renenber?) you'll want to use this ability.

Basically, the battle is fairly automatic. People attack when cl ose,

the catapults and droppers fire continuously. Al you have to do is
nmove, replenish, and place new nenbers. The battle ends when the 'l and
taken' neter nmaxes out (i.e. they reach the little brown hut) and you

can win the battle by destroying all the enenmies. Including the boss who
shows up when nost of the eneny force is defeated, there are about 40
enemies in total, who clinb up the screen in a nore or |ess steady,
continuous wave. |f you've played FF3, this feels a little like those
‘mass-crazy-fight-till-you drop battles', but without the rush of
adrenal i ne that usually acconpani es such a fight.

STRATEGY

Hope you have sonme noney. Start by placing Triple Boulders at the top of
each path and angle their line of fire to followthe path (that's 4).
Then, buy another one and place it at the main junction and make it fire
straight forward. Now, purchase four Fire Catapults and place them at
the bottomof the paths, as close to the red line as you can. Angle
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their line of fire to hit where the Triple Boulders can't. If you can
spare the gil, place two nore just a little ways south and to either side
fromthe main Triple Boulder for added protection. Still with me? Place

sonme Defenders and Attackers down at the bottom then place a whol e bunch
of Fighters, Attackers, and Defenders at the top of the screen. Last,
stick in sone Shooters in hard-to-reach areas where they can pelt the
eneny. As your installments are destroyed/killed, all you have to do is
pl ace new ones.

If you have a _lot_ of cash, then just go crazy with the Triple Boul ders
and keep placing new ones (since they'Il instantly fire). |If the eneny
gains too much ground, start anmassing forces of Defenders and Attackers
to take your opponents out and defend your installations. The boss is
easy to kill since he's slow and shows up when there's not a | ot of
people left (leaving himall buy hinmself). Just gang up on himwth

Def enders and Fighters, and if you've placed themearlier, try to steer
hi m t owar ds the Bonbs that the Whrkers can | ay.

Every tinme you get a new companion (or capture a Chocobo from Disc 2
onwards), you can name it. The 'nam ng' screen appears whenever you're
abl e to name someone/ something, and it works like this:

You can use X to nove back a space and Oto select the letter/synbol.
L1 and Rl can be used to toggle between the three al phabets at wll.
The list of options to the right are:

H RAGANA (Cursive) - Brings up the hiragana-styl e al phabet.
KATAKANA - Brings up the katakana-styl e al phabet.
El SU (English) - Brings up the English al pabet.

SUPEESU  ( Space) - Mves the name cursor one space forward.
SAKUZYO  (Erase) - FErases character in previous space
KESUTEI - Confirns nane and returns to the gane.
DEFORUTO (Default) - Replaces with character's default nane.

Below is a list of the three 'al phabet' charts so that you can spel
out a name in whatever style you want.

NO
HI HU HE HO BA BI BU BE BO
MO

M MJ  ME PA Pl PU PE PO

YU YO vya yu yo tsu , .

RI RU RE RO WA W N ! ?
SI can al so be SHI Tl can al so be CH
Zl can al so be Ji TU can al so be TSU
HU can al so be FU DU can al so be DzZU

tsu works in a manner opposite of the other 'l|owercase' characters
(see below for details). The character proceeding it remains
unchanged, but the combination is spelled either with or w thout
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the "tsu' (like KUTSU). The 'conbined" characters are then
sounded as if it were just one character

NO, witten in hiragana, is always used to seperate words. | don't
know t he actual meaning of NO but | think it's used to show a
property of something. For instance, HONOO NO YUBI WA neans ' Fl ane
Ring', although the literal translation is 'flane NOring'. EREMESU
NO KUTSU neans ' Hermes' Shoes', although the literal translation

woul d be 'hernes NO shoes'. See what |'mgetting at?

In hiragana, capitalizations have no neaning. |'mony using capita
and | owercase letters to differentiate between the different types.
The | owercase characters (a, i, e, u, o, ya, yu, yo), when preceded by

a captial character, are joined together

For exanple, JYANPING is actually witten JlyaNPING (at least in
romaji). This is because the last 'letter' in the character JI is
repl aced by the | owercase character 'ya'

Al t hough they | ook different, the japanese-style period and comma
mean the exact sane thing as they do in English.

A | U E O a i u e o]
KA Kl KU KE KO GA €] cV) GE (€O
SA S SuU SE SO ZA VA ZU ZE Z0
TA Tl TU TE TO DA DI DU DE DO
NA NI NU NE NO | ] ( ) --
HA Hi HU HE HO BA Bl BU BE BO
MA M MJ ME MO PA PI PU PE PO
YA YU YO vya yu yo shi VA . ..
RA RI RU RE RO VWA VO N : /
Sl can al so be SHI Tl can al so be CH
Zl can al so be Jl TU can al so be TSU
HU can al so be FU DU can al so be DzU
VA can al so be VI or VE .. is anellipsis (...)
is used to divide a first and last nane. It's not_ a period

(that's in the hiragana al phabet).

means to extend the |ast sound (always a vowel). So KANASHI - -
woul d be KANASHI | since you added a -- after SHI

shi means to repeat the next sound (always a consonant). So

M MEshi TO woul d be M METTO si nce you added a shi before TO

I n kat akana, capitalizations have no neaning. |'mony using capita
and | owercase letters to differentiate between the different types.
The | owercase characters (a, i, e, u, o, ya, yu, yo), when preceded by

a captial character, are joined together

For exanple, Rlyu is actually witten RYU (at least in romanji). This
is because the last 'letter' in the character R is replaced by the
| owercase character 'yu'

Al so, if you want to get a W sound (as in 'wi zard') then you'd
wite out a large 'U and a small 'i'. Just like VA it would
seemthat this pairing can al so be used for VWE or WA
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El SU CHART

A B C D E F G H I J

K L M N o] P Q R S T

U Y w X Y Z a b

0 1 2 3 4 5 6 7 8 9

* % & hrt arw Xl1I
hrt is a heart-shaped synbol

arw is an arrow shaped synbol pointing right
XIll is the roman nuneral 'XII1' (thirteen)

- If you need | essons in English, maybe you should go back to
school .... )

Vel | anyway, ny know edge of Japanese grammer isn't exactly the greatest,
(since | learned it fromplaying this game!) so any corrections would be
appreciated. Unlike nmost RPGs, you can nake a character's nane al

bl ank spaces and the CPU will accept it (I wouldn't try it unless you're
not too easily confused, though). Mst of you guys will just use the
Engl i sh al phabet, but since the Japanese syllables are, you know,
"doubled', you can fit a pretty long nane into only a few spaces.

e L L L

8. MAIN MENU
e L L L

At any time, press T to go to the Main menu. Here, you'll see portraits
of the menbers of your party, and to the right of each portrait, the
foll owi ng stats:

Current |evel of experience (LV)

Current/ maxi mum HP

Current/ maxi mum MP

Anmount of experience gained (top bar)

Maxi mum Li mit Break Level

Amount of energy in the Limt Break gauge (bottom bar)

At the bottomof the screen is listed the amobunt of tinme you' ve spent

pl ayi ng, and beneath that, the amount of gil (currency) you're carrying.
Beneath that is the nanme of your location. To the far right are ten
commands that you can sel ect and choose:

AITEMJ (ltem

This screen shows the itens you have. You can USE an item ARRANGE your
items in eight different styles, or view your KEY | TEM5 (these comrands
are in order fromleft to right). Depending on the itemyou choose, you
may be able to use it on you or your compani ons (choose with the pointer).

TSUKAU (Use) - Move the cursor to select and use an item
SEITON (Put in Oder) - Arrange the itens in one of eight ways

ZI BUNDE - Do-it-yourself.

FI1 RUDO (Field) - Items usable while on the World Map/Field are at
the top of the list.

BATORU (Battle) - Items usable during a battle are at the top of
the list.

NAGERU ( Thr ow) - Itens that can be thrown (Nageru) are at the

top of the Ilist.
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SHURUI  (Cat egory)

Itens are grouped by category (Wapons,
Bracel ets, Accessories, and Itens).

NAMAE ( Nane) - Itens are sorted by nane (using the Japanese
al phabet).

AAl - Itens that you have the nost of are at the top
of the list.

TSUKUNAI - Itens that you have the least of are at the

top of the Ilist.

KIl Al TEMJ (Key Item Shows what Key Itens you have. You can see
an item s description by pressing O and noving

the cursor.

MAHOU ( Magi ¢)

After choosing this command, choose the character whose magic you'd |ike
to view. \Wien the screen changes, highlight MAHOU to see what nagic
your character has equi pped, SHOUKAN to see what summon materia he or
she is wearing, or TEKI NO WAZA, to see what eneny skills are avail able
(as long as that character is wearing a Teki no Waza materia). You

can use the O button and the cursor to see descriptions of the spells
and use the ones that are highlighted.

MATERI A (Materia)

After choosing this comrand, choose the character whose Materia you' d like
to view. The top row shows Materia hol ders on your weapon, and the bottom
shows hol ders attached to your bracelet. To the right of the weapon bar
is this comuand:

TESI KA - lets you see how your battle screen for that person is set up

To right of the bracelet bar are these conmands:

SEI TON (Put in Oder) - arrange your materia
SUBETE HAZUSU (Renobve All) - unequip all your materia.
SUTERU ( Thr ow Away) - dispose of a materia

SQUBI  ( Equi prent)

After choosing this comrand, pick the character whose equi pment you'd |ike
to change. The top row changes your weapon, the second row changes your
bracelet, and the third row changes any special itens you have equi pped.

If you have other itens that can be equi pped, they're shown in the box

to the right. |In the top-left box, the nunber of Mteria holders for that
itemis shown, and in the | ower box, the benefit/loss of equipping a
certain itemwll be shown (yellowis better, red is worse). Beneath

the materia box, the AP growmh for that itemis shown (normal, none, x2

or x3).

SUTAATASU (St at us)

The fifth option is STATUS. Choose the character whose status you want
to see. Here, you see the sane stats shown on the mmin screen, although
the EXP and Limt Break bars are al so shown in nunber format. On the
left are a list of stats, they are, in order

CHI KARA Power
SUBAYAI Speed
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TAI RYCKU Physi cal Strength

MARYCKU Magi cal Power

SEl SHI N M nd

UN Luck

BOUGEKI RYOKU At tack Power - Power + Physical Strength
MVEI CHUU RI TSU Ht Rate - Power + Speed

BOUGYO RYOKU Def ense Power - Physical Strength + M nd
KAIH RITSU Evade Rate - Speed + Luck

MAHOU KOUGEKI Magi ¢ Attack - Magi cal Power + M nd
MAHOU BOUGYO Magi ¢ Def ense - Magi cal Power + M nd

MAHOU KAIHI RITSU Magi ¢ Evade Rate

Magi cal Power + Speed

To the right is shown your character's comrands in the battle screen, and
bel ow that is shown the weapon, bracelet, and special item name and the
Materia they can hold. Pressing Owhile at this screen shows anot her
screen where different attributes your character has are highlighted.
I"mnot too sure about the information that this screen presents to you,
but the characters in gray are highlighted when you wear accessories and
bracel ets that affect the danage types. Although the colum goes from
left to right, 1've converted it to top to bottomso that it will fit in
this FAQ The el enental damage types are:

1. HONOU (Fl ane)

2. REIKI (lce)

3. 1 KAZUCH (Lightning)
4. DAICH (Earth)

5. DOKU ( Poi son)

6. JUURYOKU (Gavity)
7. MZzZU (Water)

8. KAZE (W nd)

9. SEI (Hol y)

This list is repeated four times. Beneath it is a larger |ist containing
two rows that is repeated twice. It has also been formatted to fit in
this FAQ The status conditions are shown bel ow (but the japanese words
and transl ations are not exact):

1. SHI (Deat h) X (Sl ow Petrifying)
2. X (Critical) X (Petrifying)
3. NEMU (Sl eep) X (Regener ati on)
4. DOKU (Poi son) X (Barrier)

5. KANASHI |  ( Sadness) X (Mabarrier)

6. | KAR (Anger) X (Refl ect)

7. X ( Conf usi on) X (Megabarrier)
8. X (Silence) X (Condemed)

9. X (Hast e) X (Controlled)
10. x (Sl ow) X (Berserk)

11. x (Stop) X (I'nvi nci bl e)
12. KAERU (Frog) MAHI (Paral ysis)

13. SAISHOU (M ni num ANKOKU (Dar kness)

If you check this screen and one of the synbols is lit up, that neans
that that particular type of damage is being affected by the itemyou're
wearing (it does no damage, is halved, restores HP, etc.). |If part of
one of the lower lists is |lit up, that neans that that particul ar kind
of status ailnment is being affected by the itemyou're wearing. To see
what kind of "affect' is in place, you need only | ook at the blue
characters to the far right. They are:

ZOKUSEI (Attribute)
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KOUCEKI  (Attack)
HANGEN (To Hal ve)
MJKOU (No Effect)

Attacks hit with highlighted attribute.

Damage from highlighted attribute is hal ved.
Attacks that hit with the highlighted attribute
have no effect on you.

When hit, you will absorb the highlighted
attribute and gain HP instead of losing it.

KYUUSHYUU (Absor b)

TSU KA (Additional)

KOUGEKI (At tack)

An attack you nmake also hits with the highlighted
status ail nent.

In addition to damage you take during battle, you
wi || defend yoursel f against the highlighted
status ail nent.

BOUGYO ( Defense)

Speci al danage is danage that can't be defended agai nst because it has no
el ement type or traits (neaning that even with an accessory, Barrier, or
Mabarrier equipped, it will still hit for full damage). | think the only
way to protect against special damage is if you are invincible (via the
Shield spell or Aerith's Breaks) but this may not be true.

TAIKEI (Organize)

After choosing this command, press the O button twice to switch a person
between front and back row, or choose one character, than another, to
make them switch position. The switch is permanent until you change it.

RI METTO (Limt)

Thi s screen shows you the same stats as on the main screen (mnus the EXP
bar). Your max Limt level and learned Limt Breaks are highlighted
below. To the right are two conmands.

SETTO (Set) - Choose what Limt Break |evel you want to use, as |ong
as it's available. Choosing a new level will enpty
your Break neter, BTW This is the left option.

TESI KA - Pick this and use the cursor to see descriptions of each
Linmit Break after picking the Break Level you want to
view. This is the right option.

KONFI GU  (Config.)

Choosing this command take you to the Configuration screen. There, you
have the foll ow ng options:

W NDOU KARAA (W ndow Col or)

After selecting this option, choose a corner of the snmall w ndow and
adj ust the amount of red, blue or green by using the control pad. To
verify a col or change, back up twice to the config. screen. You cannot
return to the default color unless you enter it manually.

SEUNDO ( Sound)
Pi ck between:

Left: MONORARU (Monaural) - for nmonaural sound output.
Right: SUTEREO (Stereo) - for stereo sound output.
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KONTOROORAA (Controller)
Pi ck bet ween:

Left: NOOMURU  (Normal) - Use the default controller settings.
Ri ght: KASATAMJ (Custom) - Custonize the controller.

To custom ze your controller, highlight 'Custom and press O Then
press Start. Now, use the cursor to nove to the function you want

to change and press the desired button to assign that function to the
pressed button. The order of functions is:

@) = KI SUTEI (Accept)

X = KANNSERU (Cancel)

T = MENYUU (Menu)

S = EXT (Extra)

L1 = HDAR 1 (Left One)
R1 = Md 1 (Ri ght One)
L2 = HDAR 2 (Left Two)
R2 = Md 2 (Ri ght Two)
Sel ect = HERUPU (Hel p)
Start = PUUZU (Pause)

You can set the buttons to have any conmand, but you can't exit out of
this screen if you try to give each button the same comuands. Press
LEFT when you are done setting the controller the way you want.

KAASCRU (Cursor)
Pi ck bet ween:

Left: SHOKI  (lnitial) - The cursor will always appear at the top of
the Main Menu.
Ri ght: Kl AKU - The cursor will appear on the sub-nmenu you

| ast selected when it is opened.

ATB (Active Tine Battle)
Choose from

Left: AKUTI BU (Active) - Time is always running.

M ddl e: ASUSUNU (Recommended) - Tine stops during itemor nagic use.

Ri ght: WAI TO (Wi t) - Time stops when selecting itens or
magi ¢ (and their respective targets).

Even with Active Battle turned on, time still pauses during the use

of a sumon spell, certain eneny actions, and other various attacks.

BATORU SUPI I DO (Battle Speed)
Press right to sl ow down the speed of battles, or left to increase it.

BATORU MESSEEJI (Battle Message)
Press right to nake a nessage during battle appear |onger, or left to
make it appear for a shorter period of tine.

FI | RUDO MESSEEJI (Field Message)
Press right to make a nessage spell out slower, or left to make it spell
out faster.

KAMERA ANGURU (Canera Angl e)
Pick from
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Left: OOTO (Auto) - The canera will nove around freely and focus
on ally and eneny actions.

Right: KOTElI (Fixed) - The camera view stays in the exact position
as when the battle first begins.

MAHOU NO NAROBI KATA (Magi ¢ Rank)

This option lets you set up your magi c spell order (attacking, healing,
and other, | suppose), in one of six setups. This doesn't seemto affect
your list of spells, though, so I'"'mnot too sure of this option's purpose.

NO. 1: Kaifuku Kougeki Kanset su
NO 2: Kaifuku Kanset su Kougek
NO. 3: Kougeki Kanset su Kai f uku
NO. 4: Kougeki Kai f uku Kanset su
NO 5: Kansetsu Kai f uku Kougek
NO 6: Kansetsu Kougeki Kai f uku

KAl FUKU is for healing spells, KOUGEKI is for attacking spells, and
KANSETSU is for "indirect' spells, |ike Escape.

PHS (Party Hensei Systen)

In nost cases, PHS is usable while standing on a Save Point or during
any tinme while standing on the World Map. You don't have this option
in the beginning, BTW Choose the character you which to eject from
your party and the person you want to join fromthe right (or vice
versa). Keep in mind that you can't eject the | eader of your party
(usually doud), and in some cases, certain characters insist on going
with you, so they can't be renoved for the tine being, either.

NOTE: Characters who aren't in your imediate party still gain |evels!
However, they only gain a small amount of EXP in relation to your
party, so they tend to fall 3-5 levels behind if not used for a
| ong tine.

SEEBU ( Save)

The last option. Pick it, then choose the Menory Card slot you want to
use, then choose one of fifteen Save slots you want to save your gane in.
Choose the top option to save or the bottomoption to not save. If no
Menory Card is inserted or there's no nore space, a nessage will tel

you so.

+++++t+Ht

9. APPENDI X
+++++t+Ht

There are several places throughout the FAQ where | expl ai ned how |
transl ated nanes, itens, etc. from Japanese to English, but this section
will (hopefully) explain the whole thing clearly.

First off: | don't know Japanese. | really don't. People e-mail ne
and want to know what this or that neans in English, or why | spelled
sonet hing wong, and all | can say is...| don't speak, wite, or read

it, so there's not much | can do about insuring accuracy. Mst of the
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translations in this FAQ were done by me, using a chart listing two of
t he Japanese al phabets: katakana and hiragana. This allows ne to
transl ate maybe 30% of the Japanese into English (even then, my guess
as to what the translated word is may not be correct). | can't
translate any kanji (Chinese characters), either. The chart does not
allow ne to read conversations or anything like that, so | can't tel

you the plot anynore than you could tell nme. Al | can really get
are nanes, nouns, the occasional verb, and other words. And as for
grammer, | only know about two rules, so that doesn't help much, either

Anot her problem are the characters that | can't translate (usually

kanji). In some cases, | mght be able to figure out what they are
(such as the item'Qonme no Kissu' --'Qonme' is one character), but in
most cases, | can't. That means that you nmay see five or six itemns,

Linmt Breaks, or other stuff that is all called 'x no x' because | can
only get the mddle character, 'no' and not the first one or the third
one (I'Il always use 'x' in the place of a character that | can't
translate). Like | said, there's not much | can do about it short of

| earning to read Japanese (knowi ng how fast | learn, FF XI would
probably be out by then :)). The least | can do is put in what | think
the English translation is here and there (like in the Materia chart).

If I didthat to the entire FAQ every time | did a translation, though,
this thing would be _enormous_. Al the other translations in here were
sent in to nme by contributors or | heard about it somewhere el se--but
that means there's no way for me to know if it is the correct translation
or not.

Now that |'ve got a Japanese word processor (as of v1.6), I'll be
replacing the romaji found throughout the FAQ with the actual Japanese
text. This is because | always that romaji was usel ess unl ess you
either knew the kana or had a dictionary handy, and with the text in
the FAQ you can read it using a viewer (such as NJStar--get it at
http://ww. njstar.com, and be able to conpare the Japanese text to the

text in the game for fast results. At least, that's ny opinion. If you
preferred having romaji instead of JI'S encoded text, then drop ne a |line
and 1'll consider changing it back (after all, this FAQis for the

r eader s)

The rest of this section is a list of the weapons, itens, etc. that

you' ve read about in the FAQ and what _| think_ the English equival ent
woul d be. Not all of it will be correct, but this way if you cone
across sonething and want to know what it is, you can check this section

(Pl ease note that the itens, weapons, and other equipnment in this |ist
are all listed in accordance to the order of itens and equi prent of the
"Item Sel ect' Ganme Shark code. This is because many itens have a
simlar name, such as "xx no x", so by putting it in the order that it
appears in the code, people with a Gane Shark can figure out what item
they've picked up. If | didit in a different order, it would be
confusing to those with Ganme Sharks and those who don't have one :))

| TEM NAMVE TRANSLATI ON EFFECT

¥Y| V¥ ¥¢¥0 Pot i on Restores 100 HP

¥| ¥o¥Y| V- ¥c¥0 H Potion Restores 500 HP

YUY YLYY| V¥ ¥0¥0 Ex Potion Restores all lost HP

PANRY Y17 Et her Restores 100 MP

¥ vMAeY s v¥U Tur bo Et her Rest ores 500 MP

¥ YEY ¥ Va Elixir Restores all HP/ MP

YE¥L¥YEY ¥8Y ¥V Last Elixir Restores all HP/MP to all targets
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¥O¢SYEYAY ¥l ol Eg

Dokukesi
X no X
2 nYs-ol ¥- ¥A¥!

a! nAaCal a3 nEo¥oA
gaopa(od o’ adopa

Kouf unza
Chi nsei za
XXX
Kenur i dama

¥1¥O VXEYEYEYOY

XX No X
¥ ¥ ¥A¥6
Tendan

¥ (Aol ¥«¥+¥é
Bomu no xxx
X NO XXX

XX no Kissu
o oan]

YE¥e; vara¥R¥! ¥A; ¥,
¥U¥O¥] ¥O¥E¥DYL Y

xaoo] ¥ ¥O¥°
Mot owashi gusa
XX No X

xaEno

XX No X

T apoal xx

XXX NO X

| kazuchi x

xx o ¥E¥é¥a

xx ol ¥I ¥6¥p
XXXX

Mor uboru no xx
X Nno X
¥P¥Oo¥N\¥a¥¢al
¥ | VMt ¥EXI ¥O¥E
Baj i ri sukuno x
x al ¥«j V¥AO
y ol ¥«j V¥A%6
XX ¥R¥é| Va

X Nar ut oochi
xx @l al af

xx of a! af a3
oAn®af of oan| o
YAY, ¥pj v¥e
Mokuyaku

¥O¥| YoXC¥«¥ ¥/AXE

£0¢Pb¥a¥6

£2 £° £3 ¥R¥EXX
VAT T x

XXX

oo« afd

o. oCnj

XX NOo X

XX NO XX

¥. ¥e¥-¥1ol 70U
¥i ¥o¥2¥6al17°U
¥RYA¥A¥ERT 170U

Phoeni x Tai |
Poi son Poppy

Virgin's Kiss
Apprentice ?
Yamabi koenmaku
Sti nmul ant
Tranquilizer
Al mi ghty
Si | ent Snoke

Speed Drink
Vacci ne

Bonb Fragnent
Bonb ?

Kiss of Death ?
Cl oud/ Spi der ?
Dr eam Powder
Siren ?

Gong ?

Fire
Fire
W nd
Col d

Thunder ?
Drum ?
Hamrer ?

Vanmpire ?
Ghost Hand

Curtain ?
Curtain ?
Mrror ?

Holy ?

Feat her ?
Scale ?

Speed Shrike ?
Shorten

Eyedr op

Fire Cockt ai
S Main

203 MIlion x
Gavity ?

Revi ve
Sliver ?

Shi ruki su Veggi e

Rei gen Veggi e
M netto Veggie

Target is revived with 1/10th HP
' Poi son' status is cured
"Petrify' status is cured
'Toad' status is cured
"M ninmum status is cured
'Sl eep' status is cured
Causes ' Anger', cures 'Sadness
Causes ' Sadness', cures 'Anger'
Cures any status ail nent
Escape frombattle if used on
allies or enemes
Casts 'Haste' on one target
Causes 'M ghty Guard' ?
Prevents status ailnments ?
Speci al danmage/ One/ smal | bl ast
Speci al damage/ All/fire wave
Speci al damage/ Al |l / bi g bl ast
Casts 'Stop' on all targets
Casts 'Death' on all targets
Casts 'Slow on all targets
Casts 'Sleep' on all targets
Casts 'Silence' on all targets
Casts 'Berserk' on all targets
Casts 'Confyuu' on all targets
Casts 'Faira' on all targets
Casts 'Faiga' on all targets
Casts 'Blizara' on all targets
Casts 'Blizaga' on all targets
Casts 'Sandara' on all targets
Casts ' Sandaga' on all targets
Casts 'Quera' on all targets
Casts 'Quega' on all targets
Casts 'Biora' on all targets
Casts 'Bioga' on all targets
Casts 'Coneteo' on all targets
User gains HP stolen fromtarget
User gains MP stolen fromtarget
Use 'Petrify' against one target
Casts 'Barrier' on all targets
Casts 'Mabarrier' on all targets
Casts '"Riflek' on all targets
Casts 'Dispel’ on all targets
Smoke (wind attack on all targets
"Aqua Breath' against all targets
Casts 'Toad' on one target
Casts 'Mninmum on all targets
‘Dark' status is cured
Fire damage/ one/fire bl ast
Speci al danage/ one/ expl osi on wave
Speci al damage/one/fire cl oud
Casts 'Gravite' on one target
Casts 'Gravira' on one target
"Dark' attack on one target
Nunb (St op agai nst one target
Thunder-type attack on all targets
"Snelly Breath' against one target
C.* Speed, Stam na, & Kashiisa Up
C. Stamina Up
C. none, but it can be used to
obtain the Fuuin nmateria and
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Chocobockl e Eneny Skill during
Disc 2 or 3.

¥ yei ¥ allioU Kuriie Veggie C. Stamina Up

¥N¥pj Y¥Erl 172U Pasaana Veggi e C. Kashiisa Up

¥o¥o¥e¥enl 110U Tant aru Veggi e C. Stamina and Kashiisa Up
¥«¥e¥A¥«al 110U Kar akka Veggi e C. Kashiisa Up

Y@M Y¥eal 110U G zaaru Veggi e C. Stamina Up

¥AXOYE Tent Restores all HP/MP but can only be

used in Wrld Map/on a Save Poi nt

¥R | VACYAYX Power Up ' Power' goes up by 1 point
¥ Y¥E¥CYAYX Guard Up "@uard' goes up by 1 point
¥P¥ ¥AY ¥CY¥A¥X Magi ¢ Up ' Magi ¢' goes up by 1 point
¥PYa¥O¥E¥ CYAY X Mnd Up "M nd goes up by 1 point
¥1 Y0 V¥E¥CYAY X Speed Up ' Speed' goes up by 1 point
YEYAY ¥CY¥A¥X Luck Up "Luck' goes up by 1 point
¥y¥oyaol Ep Zeio Fruit Used to breed Gold Chocobos
¥«¥ée¥(al Ep Kar abu Fruit Used to breed col ored Chocobos
¥Y¥i ¥Oal Ep Porofu Fruit Used to breed Chocobos
¥N¥é¥aol Ep Paranu Fruit Used to breed Chocobos
¥é¥u¥onl VA Rasan Fruit Used to breed Chocobos
¥u¥é¥i ol Ep Saraha Fruit Used to breed Chocobos

¥e¥, ¥éol VA Rujiru Fruit Used to breed Chocobos
¥O¢Ovanl Ep Pipio Fruit Used to breed Chocobos

YOYEYOY ¥PYAY/ME;Ys Zinc Batteries Used to reach Shinra HQin Disc 1

¥Y¥+YAYEYAYAY- ¥4 Pocket Tissue <Chosut osetsudai . ... .. ?>

XXXXXX 4th Limt Break nanual - d oud
¥«¥ o ¥ ¥EYT ¥OUE Cat ast r ophe 4th Linit Break manual - Barett
¥O¥; Yo¥EYEYHOYi ¥6  Final Heaven 4th Limt Break manual - Tifa

X inaru Xxx 4th Limt Break manual - Aerith
Y3 ¥ YAYAYA¥E| Y Cosno Menory 4th Limt Break manual - Red 13
XXXX 4th Limt Break manual - Yuffie
¥Y«¥ayl Chaos 4th Limt Break nmanual - Vincent
¥| ¥o¥! ¥o¥O¥E Hi ghwi nd 4th Linmit Break manual - Cid

1/ 35 xxx Part of a set of twelve ?

Chogoki n Sui i paa --
Masanmune Bureedo Masamune Bl ade
¥ Y¥OF YeYL ¥ ¥ --
Do Gekito N kKki --
Sai n | rogam --
Ji nsei Bakuchi Uchi --

(see bel ow

CGol den Saucer's Speed Square Prize
Save anywhere in Makou Pit once
(see bel ow

(see bel ow

(see bel ow

CHOGCKI N SUI | PAA

Transl ation: Super Alloy Sweeper

Description: A toy mecha that guards the Makoro and fires mssiles
fromit's arms (the boss of the FF7 demp disc.

DI O GEKI TO NI KKI
Translation: Dio's Exciting Fight Diary

Description: Dio's diary describing all his exciting fights.

SAI N | ROGAM

Transl ation: Signed Col ored Paper

Description: A colored piece of paper with Dio's autograph on it.
JI NSEI BAKUCHI UCHI

Translation: M Life's Ganbling

Description: The second part of Dio's battle diary, witten since

he cane to the CGold Saucer.

* 'C' nmeans this is the effect it has when fed to a Chocobo. When
used on allies/enemes, all of these itens have the sane effect;
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they heal the target by 100 hp

VEAPON NAME TRANSLATI ON ATK. H T HOLDERS NOTES

CLOUD - SWORDS

YDM1 ¥, VY4 VHE Buster Sword 18 96 2c

¥RY¥1 YE¥Ee¥»¥o¥D| V4 Mthril Saber 23 98 2c/ 1s

¥ i VHEXO¥ ¥o¥«j Va Har d Breaker 32 98 2¢c/ 2s

¥PY ¥Oré¥ay ¥AY, Butterfly Edge 39 100 4c

¥ ¥O¥I ¥O¥! ¥4 VXE Enhance Sword 43 107 8c

¥a | U¥-¥EY ¥l Qgre Nix 62 103 4c/ 2s

¥YAYL ¥, YEYY4 VXE Crystal Sword 76 105 6C

¥OXC] VL Yo | V¥ Va Force Eater 36 100 3s APx2

¥é; vao¥O¥i ¥o¥E Rune Bl ade 40 108 4s APx2

XX 51 100 4c/ 1s

X ¥P¥A¥E x Bat 70 100 none

XXXXX 56 100 2s

Y¥O¥Y¥«¥E¥xY! Apocal ypse 88 110 3s APx3

X Nno Xx 93 100 6s

YEY°¥EYi ¥ Ragnar ok 97 105 6¢

YOY¥EY¥AXDY! ¥ ¥Y¥0 U tim Wapon 100 110 8c APxX0

TI FA - CLAWS

¥i ¥ v ¥i  v¥0 Leat her d ove 13 99 1s

YAY; YEYEYAY+YE Met al Knuckl e 18 102 2c

YRY1¥EYeY ¥V Mthril daw 24 106 2c/ 1s

¥o ¥e¥o¥EY-¥0 Grand Grab 31 110 2c/ 2s

¥ ¥o¥q V0¥ ¥o¥° Ti ger Fang 38 110 4c

¥AYoYCYEYAY ¥é Di armond Knuckl e 51 112 4c/1s  *

YEYEY ¥O¥ ¥V Dragon C aw 62 114 4c/ 2s

¥TYEYL ¥, ¥E¥° ¥E¥0 Crystal Qve 75 115 6¢C

YA V¥, i V¥EYé¥n¥) Motor Drive 27 106 3s APx2

¥xYE¥AYEYOZEY! ¥E Pl ati num Fi st 30 108 4s *2 APx2

Y«Yo¥T¥CYEYAY ¥é Kai ser Knuckl e 44 110 2c/ 6s

XX 68 114 none

¥a | D] VM) ¥é Over [-head] throw 28 106 4s APx2

¥y ¥, v¥OLEYL YE Mast er Fi st 38 108 6s *3

¥ ¥YAYEYI ¥O¥E God Hand 86 255 4c

¥x¥] ¥R¥CYAY| | V¥E Prem um Heart 99 112 8c APx0

* I recall hearing somewhere that in the FF universe, 'Daia' is
supposed to be a substance that is stronger than di anonds, hence the
name. So it may be either 'dianond' or 'daia', |'mnot sure. Also,
the Overthrow will 'power up' when Tifa is condemmed. (NSS; the
character in the weapon's description is either Condemmed or Death,

t hi nk, but Condemmed would be nore likely since you can't fight when

you're dead :))

*2 'Purachina' translates as 'Platina',
although it is derived from'Platinum, which is what

transl ati on purposes.

*3 Apparently, the Masutaafisuto wll

changes (NSS

ailment like Dark or Slow.)

BARETT - CANNONS
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¥-¥EYAYH¥° ¥-¥0
¥OY¥UY¥EYEY-¥0

¥- ¥3¥1 ¥o¥U; vae
YCYAYAY Y. ¥ V4
¥ | V¥EYDYEY«¥0
YAYS| V¥O¥Y Ya
¥b¥o¥ ¥i ¥ V¥ Va
£A; ! £1 ¥- ¥a¥1 ¥6
E£X¥PY¥.- ¥0¥-¥6
YEYEY8Y (| VXA
YUMBYAYEYDYO | V¥«
¥i ¥+¥AYEY¥O¥A

¥ ¥ ¥R VHEYOY¥AYE
¥ \Mo¥8YPYO¥«| Va
¥DPY¥- ¥. ¥P¥3¥| ¥o
¥RYAY. ¥O¥° ¥1 ¥3 ¥¢

*  The Gatling Qun,
Doubl e Machi ne QGun,
M ssing Score wll

*2 You think 'reezaa' would be 'l aser',

Assaul t Qun,

Gatling Gun
Assault Qun
Cannon Bal |

At omi ¢ Sci ssor
Hard Vul can
Chai nsaw

M cro Razor
A. M Cannon

14
17
23
32
39
52
63
77

Doubl e Machi ne Gun 30

Drill Arm
Sol i d Bazooka
Rocket Punch
Eneny Launcher
Pai r ubankaa
Maxi mum Ray

M ssing Score

37
61
62
35
90
97
98

Cannon Bal |,

97
98
98
99
100
100
101
103
100
97
100
110
100
80
98
108

Hard Vul can

Sol d Bazooka, Eneny Launcher,
all inflict the same anpbunt of damage whet her
Barett is in the front row or not,

but the actua

Maxi mum Ray,

1s
2c
2c/ 1s
2c/ 2s
4c
4c/ 1s
4c/ 2s
6¢C
3s
4s
8c
none
2c/ 3s
6¢C
6¢C
8c

*2

APx2
APx2

APx0

APx0

A. M Cannon,

weapon has a

and

since they are projectile weapons.

blade on it, so | translated it as 'razor'
RED XI| - COMBS
¥RV ¥AYBY YAYA¥X Mthril dip 24 100 2c/ 1s
YR¥AY¥A¥O¥ ¥ ¥ O¥0 G yamun Hairpin 33 102 2c/ 2s
¥. YO¥D; V¥DY| ¥AY; Silver Baretta 40 110 4c
¥ | VMBYEYDY ¥AY: Gol d Baretta 50 104 4c/ 1s
¥CYAYPYOY YEYA¥x Adanmant Cip 60 106 4c/ 2s
¥OYAYI Y, ¥EY3 | ¥y Crystal Conb 76 108 6c
¥b¥ ¥YAY ¥3; Y¥a Magi ¢ Conb 37 100 3s APx2
¥xYEY¥AYEYDY ¥AY; Pl ati num Baretta 39 104 4s APx2
¥»¥O¥EY ¥AYA¥X Battle dip 58 108 8s
o«agafa- Kanzashi 57 120 none *
¥r¥e¥ O3 | V¥a Seraph Conb 68 110 4s
¥U¥E¥oyay! ¥(¥6 Behenot h Horn 91 75 6s
¥1¥XYBY-¥OY YE¥A¥X Spriggan dip 87 100 6¢
YOYRYAXAYEYA| VX0 Li mited Moon 93 114 8c APX0
* The Kanzashi has the sane attack power if Red 13 is in the front
row or the back row (I don't know why).
AERI TH - RODS
¥ V¥EY] YAYE Guard Rod 12 99 1s
¥RY1 ¥aYeYi YAYE Mthril Rod 16 100 2c
¥Oreyay,; ¥eyi YAYE Full Metal Rod 22 100 2c/ 1s
¥1YE¥E¥nY ¥j ¥YAYE Stri ke Rod 32 100 2c/ 2s
¥xYBYO Ya¥i ¥AYE Pri sm Rod 40 105 4c
¥a | V¥ Yé¥i ¥AYE Aurora Rod 51 110 4c/ 1s
¥! ¥o¥(¥CYEYi ¥YAYE W zard Rod 28 100 3s APx2
¥ ¥O¥a¥ T V¥ ¥YAYE Conf usi on/ Vi zi er Rod 33 100 4s APx2
¥OLEYCYE| VA oYs Fairy Tail 37 103 7s *
¥e¥o¥ 0¥ ¥é Unbrell a 58 118 none
¥XYBYO¥»¥L ¥ VXE Pri ncess Guard 52 111 6¢/ 1s *2

* |If you think about
Ha, ha, ha...ahem

file:/lIC|/WINDOWS/Desktop/chris/ff/ff7fag.txt (95 of 110) [6/12/03 6:46:26 PM]

it, '"Fairy Tail'

woul d be 'fairy tale' get it?



file:///IC)J/WINDOWS/Desktop/chrig/ff/ff 7fag.txt

*2 Apparently, the Princess Guard will
condition is fulfilled (NSS)

CID H GHW ND - SPEARS

'power up' when a certain

¥1¥O¥e Spear 44 97 2c/ 2s

¥1¥e¥AY. Ya¥R¥oY ™ Sl ash Pi ke 56 98 4c/ 1s
YE¥E¥u¥C¥O¥E Tri dent 60 105 6s

¥Yi Vah ¥CYAY ¥1 Pol e Axe 64 99 4c/ 2s
¥DYE¥A¥T¥0 Par echi gan 78 100 6¢

XX 58 102 4s APx2
¥ ¥AY¥a¥W¥eyo Javel in 62 104 4c/ 1s APx2
¥O¥| | Vae¥o¥! d ow Lance 78 102 6¢C

Ya¥A¥x Mop 68 118 none

YEYEY° | VHO¥E¥O¥! Dragon Lance 66 100 8s

XXXXX 86 102 2c APx3
XXXX 100 100 6s

¥i ¥O¥®¥ ¥t Long Noose 92 112 4c

¥O VH¥CYOY ¥L¥(¥e Venus Cospel 97 103 8c APxX0
YUFFI E - SHURI KEN

XXXXX 23 100 2c/ 1s *

YO Vaa¥évo Booner ang 30 101 2c/ 2s

E+x Wnd x 37 104 4c

XXX 49 105 4c/ 1s

¥U; ¥¥ ¥¢¥o Hawk Eye 61 107 4c/ 2s

¥ O¥EYI ¥ ¥eY ¥ ¥l Crystal Cross 74 110 6¢C

xX Ri xX Ri 30 103 3s APx2
¥. | YXO¥0¥| ¥o¥N; Y4 Deat h Vi per 36 108 4s APXx2
OAXX X Manj i xxx 68 110 2c/ 6s

¥1; vN; vaeU; vae Super Bal | 68 120 none

E+XXXX 64 113 3s

¥E¥o¥ ¥O0¥°¥U¥o Ri si ng Sun 68 108 4c APXx2
X ri x 90 116 4c/ 4s

Fugut ai t an Irreconcil able 96 112 8c *2 APxO0

* Al of Yuffie's shuriken strike for the sane anmpunt of damage whet her
she's in the front row or the back since they are thrown weapons.
I don't knowif they still retain this ability when they aren't used
as throw ng weapons such as in her Limt Breaks.

*2 'Irreconcilable’ is the literal translation, but you could al so see
it as "I'lIl give no conprom ses" or "ever-clashing enemes". It
could also be "I'll never agree with you"--there are severa
variants that could be used. Sort of fits Yuffie's personality,
don't you think? :)

CAIT SITH - MEGAPHONE

¥o¥ ¥ | Vaa¥-¥¥o Aero Megaphone 36 100 2c¢/ 2s

¥°o Y@ Y¥oYaY-¥(¥o G een Megaphone 41 100 4c

¥Orej vara¥-¥¥o6 Bl ue Megaphone 48 100 4c/ 1s

¥i ¥A¥EYa¥-¥¥0 Red Megaphone 60 100 4c/ 2s

¥Y¥AYL ¥, ¥EYaY-¥(¥0 Crystal Megaphone 74 100 6C

¥(¥i ¥Yo¥EYaYy-¥(¥o Wi te Megaphone 35 102 3s APx2
¥Oré¥AY ya¥-¥¥o Bl ack Megaphone 31 104 4s APx 2
¥. YYD Vaa¥-¥(¥o Silver Megaphone 28 106 8s

XXX 68 118 none

¥ | U¥EY¥EYaY-¥(¥0 Gol d Megaphone 58 103 8c

xx ¥Ee¥A¥N xx Rapper 95 95 6¢ APxX0

file:/lIC|/WINDOWS/Desktop/chris/ff/ff7fag.txt (96 of 110) [6/12/03 6:46:26 PM]



file:///IC)J/WINDOWS/Desktop/chrig/ff/ff 7fag.txt

¥1¥, i V¥é¥o¥E¥Y(¥6 Starlight Horn 88 102 8c

¥bj V¥ ¥E¥L ¥AYC Vu Mar vel ous Cheer 95 110 8c APX0
VI NCENT VALENTI NE - HANDGUNS

¥ Yo¥AY ¥. YE¥D| V4 Qui cksi | ver 38 110 2c/ 2s *

¥1 ¥t Supasu 48 112 4c

YEYO¥A¥E Landar 51 118 4c/ 1s
¥E¥n¥e¥Eya Rai atto 64 120 4c/ 2s

¥ ¥o¥OYAYEYLI Y Yy W nchest er 73 120 6¢C

¥ O VL ¥4 V< Va Peacemaker 38 118 2c/ 1s APx2
¥DYO¥EYE¥a¥H Bant or ai n 48 124 4c APx 2
¥ ¥O0¥2 ¥P¥i ¥6£0 Long Barrel R 66 255 8c

XXXX 62 120 none

¥1 ¥E¥o¥NEAEO Sni per CR 42 255 4c

¥ ¥o¥O¢i ¥ £CEO H ghbrow ST 97 120 6C APX0
¥O¥! ¥E¥U¥a¥A; Y4 Auto Sighter 80 120 4c/ 4s

¥C¥L ¥U¥EYEYA Death Penal ty 99 115 8c APx0
* Al of Vincent's guns strike for the same anmount of damage whet her he

isinthe front row or the back since he uses projectile weapons.

SEPHI ROTH -
Masanune

LONG SWORDS
Qui ck Blood Rain 99

255 6C *

* The materia description acts as if it had no holders. Interestingly
enough, this weapon appears on the Item Sel ect code with the same
name, but with a handgun icon as if it were a weapon for Vincent.
Vincent can't use it, but Sephiroth can although since he already

starts with one, equipping it is sorta usless...
ATK. - That weapon's Attack Power rating.
H T. - That weapon's Hit Rate.
HOLDERS - The nunber of materia holders ¢ for two conbined and s for

single holder. 'none' means there are no hol ders.

NOTES - If that weapon affects the anmount of AP earned x0, x2, x3.
BRACELET NANME TRANSLATI ON DEF EVD MF MV HOLDERS
¥OFT ¥O¥O ¥DY¥O¥° ¥é Bronze Bangl e 8 0 0 0 none
¥C¥o¥C¥O¥D¥O¥° ¥é I ron Bangl e 10 0 2 0 1s
YAY ; YO¥DY oY ¥é Ti t ani um Bangl e 14 2 4 0 2s
¥RY! ¥é¥eénl xx Mthril xxx 18 3 8 0 2c
¥« VE¥O¥DYOYC ¥é Car bon Bangl e 27 3 14 0 2c/1s
X Nno XX 34 4 22 0 2c/2s
X No XX 46 4 28 0 4c *1
YA¥O¥C¥DY oY ¥é Di anond Bangl e 57 6 37 0 4c/1s
¥ YY1 ¥, YEYPYO¥ o ¥é Crystal Bangl e 70 8 45 1 6c
¥xY¥EYAYE¥PY oY ¥é Pl ati num Bangl e 20 0 12 0 2s APx 2
¥é; v¥o6al xx Rune xxx 43 5 24 0 4s APX2
¥ ¥ ¥O¥3 | VHE Age Coat ? 50 0 33 0 7s
¥ ¥o¥( | V¥E¥O¥ ¥ W zard Brace 6 3 85 3 8c
¥CYAYDYO¥DYOY® ¥é Adanmant Bangl e 93 0 23 0 2c
¥@¥-j Vat ol xx G gas xxx 59 0 0 0 4c/l1ls APx0O
¥o¥o¥(He¥eYey-j Y¥E I nperial Guard 82 0 74 0 6c
¥ ¥o¥ ¥lolxx Eijisu no xx 55 15 86 50 4c
¥Oxey vt ¥O ¥ Force Brace 74 3 100 3 4cl/1s
¥ | VME¥CYD¥O¥ ¥é Warrior Bangle 96 0 21 0 4c APx0
XXXXXX 30 0 0 0 2c/2s
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XXXXXXX
¥O¥O¥! ¥1 ¥i ¥AYE
+8al xx

T apaal xx

X | kazuchi no xx
¥E¥é¥ ¥6al xx
¥RY| yey¥py (O ¥t
¥ Y13 UNEY- VXE
¥RYL ¥AYE| vae

¥ ¥o¥EYeYAY.
XXXXX

¥A¥cY¥ ¥ Ul xx

Four Sl ot

Fl ame ?

Cold ?
Thunder ?
Dragon xxx

M nerva Brace
Escort Quard
Mt h Tear

Zai dori sshi

Chocobo ?

77 0 34 0 6¢

12 0 10 0 4s

72 8 52 3 4c *2
76 8 54 3 4c *3
74 8 55 3 4c *4

58 3 47 2 6¢C *5
60 8 57 0 6¢

62 5 55 0 6¢ *6
65 50 72 60 6¢C

100 15 98 18 none *7
0 0 0 0 8s

35 10 38 10 4s *8

*1 Sephiroth is wearing one of these during Coud' s flashback
*2 Absorb flame damage.

*3 Absorb ice damage

*4 Absorb |ightning damage
*5 Half danage fromfire, ice, and lightning attacks.

*6 No damage from i ghtning,
*7 Half danage fromfire, ice, |ightning,

water, w nd, and holy attacks.
*8 Speed increases by 30 points.

earth, water,

or poison attacks.
earth, poison, gravity,

DEF - The bracel et's Defense Power rating.
EVD - The bracel et's Evade Rate.

IVDF - The bracelet's Magi c Defense rating.
VEV - The bracelet's Magi ¢ Evade Rate.

HOLDERS - The nunber of materia holders ¢ for two conbined and s for
single holder. 'none' neans there are no hol ders.

¥R j Vae¥L ¥E

xx ©vAacoAa-
ooojoéoda®

¥ ¥E¥1¥P¥4

¥A¥g¥3 ¥Ual al af

o2 gpojaoé

YAYaYO¥Ore ¥O¥ HEYE
¥Y¥o¥Yo ¥YE¥E¥H¥°

¥ ¥O¢i ¥1yeyoye*1

¥uj V¥ ¥ ¥YAYE

Aol ¥(MO¥AYOYE

XX ¥a¥-¥i

¥| ¥A¥py-

YOLEXCYE| VHBYO¥°*2
¥ YAY YBYEYO¥°

¥| ¥i Yo¥E¥+| V¥x

¥ ¥i ¥a¥1l ol o oA
¥C¥o¥e¥enl »d @

¥e¥(¥o

Power Wi st

xX cyokki
Earring
Tal i sman
Chocobo Feat her
Charm

Chanpi on Bel t
Poi son Ri ng

Toughness Ri ng

Sacred

St ar Pendant
xX Goggl es
Headband
Fairy Ring
Jewel Ring

Wi te Cape
Her mes' Shoes
Enrage Ring

R bbon

Power up by 10

Strength up by 10

Magi ¢ up by 10

Ment al Power up by 10

Speed up by 10

Luck up by 10

Power and Strength up by 30
Absor bs Poi son attacks

Attack with Poison

Strength and Metal Power up
by 50

Magi ¢ Power and M nd up by 30
| mune to Poi son

I mune to Darkness

I mune to Sl eep

| mune to Poi son and Darkness
I mune to Slow Petrify,
Petrify, and Paral ysis

| mune to M ni num and Toad
Automatic 'Haste' in battle

I mune to Sadness, Anger,

Conf usi on, and Berserk.

I mmune to Sl eep, Poison,
Sadness, Anger, Confusion,

Sil ence, Frog, Mnimm Sl ow
Petrifying, Petrify, Condemmed,
Ber serk, Paralysis, Darkness
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+éol »@A @
T apoal »d @
| kazuchi &i»d @

Y/EEYEYnY] ¥YA¥O¥ ¥é

¥»i VO AYOLAYE

xoéal xx
X wooal XX
x oéal xx

osodnl ola® *3
¥a¥(O¥i ¥ YEYE¥YOY¥®
caal xx

xx al £E@xx
YOra¥x¥l ¥ ¥eé¥! ¥0

Fl ane Ri ng

lce Ring

Thunder Ri ng
Tetra [4] El enent

Safety Bit

xxx Bel |
Refl ector Ring
Water ?

Hypno- Cr own

No danage from fl ane

No danmage fromice

No damage from | i ghtning
Absorb Fl ane, Ice,

Li ghtning, and Earth

I mune to Death, Slow
Petrifying, Petrify, and
Condenmed

Automatic 'Berserk' in battle
Status Up ?, but you're
Condemmed in battle

Automatic 'Barrier' and
"Mabarrier' in battle

Regain HP with each step
Automatic 'Reflect' in battle
Absorbs Water attacks

Up ?

I ncreases success rate of

"Ayatsuru' materia in battle

*1 This is the accessory that Sephiroth cones equi pped with during
Cl oud' s flashback

*2 Please refer to the 'Playing the Game' and 'Main Menu' sections for
more i nformati on on damage types and status changes.

*3 You regain 2 HP a step, whether you're in the Wrld Map or in a
‘rendered' area. You have to take actual steps (hold in a direction
instead of tapping in a direction), not snmall ones. Because you
take nore steps when wal ki ng, you regain |less HP (overall, not per
step) when runni ng.

This section is a list of each shop in the gane and what you can purchase
there. Going fromleft to right is: the type of shop, the nane of the
items they sell (in romanji), the price (always in gil, except for itens
sold at the Gold Saucer), the English translation of the itemnane (this
may not be correct), and the type of itemyou' re purchasing. This |ast
colum has several variations, which include

Br acel et - a bracel et anyone can wear. 'd' neans 'Defense Power'
and t he nunber afterwards shows what your defense power
will be changed to if this bracelet is equipped. Next
to that is a nunber and a letter; this indicates the
nunber of Materia hol ders and whether they are single
(s), or conbined (c).

Weapon - a weapon. The nane next to it indicates who can wield

it. 'a nmeans 'Attack Power' and the nunber afterwards
shows what your attack power will be changed to if this
weapon is carried. Next to that is a nunber and a
letter; this indicates the nunber of Materia holders and
whet her they are single (s), or conbined (c). 'None'
means that that weapon has no Materia hol ders.

Many of the Japanese nanes are inconplete and have an 'x' in them-that
i ndicates a character that | couldn't translate. |If | can't do a
direct translation to English, | may list that items effect or only

have part of the translation witten instead. Please note that npst of
this list was nmade using Disc 3; sone shops may not sell the itens
included in this list the first time you go there, and sone shops may
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not be open or be available to you if you're using an earlier disc.

This section is a list of each shop in the gane and what you can purchase
there. Going fromleft to right is: the type of shop, the nane of the
itens they sell, the price (always in gil, except for itens sold at the
Gol d Saucer), and the type of itemyou're purchasing. This last colum
has several variations, which include:

Br acel et - a bracel et anyone can wear. 'd' neans 'Defense Power'
and the nunber afterwards shows what your defense power
will be changed to if this bracelet is equipped. Next
to that is a nunber and a letter; this indicates the
number of Materia hol ders and whether they are single
(s), or conbined (c).

Weapon - a weapon. The nane next to it indicates who can wield
it. 'a' nmeans 'Attack Power' and the nunber afterwards
shows what your attack power will be changed to if this
weapon is carried. Next to that is a nunber and a
letter; this indicates the nunber of Materia hol ders and
whet her they are single (s), or conbined (c). 'None'
means that that weapon has no Materia hol ders.

Many of the Japanese nanes are inconplete and have an 'x' in them-that
i ndicates a character that | couldn't translate. |If | can't do a
direct translation to English, I may list that items effect or only

have part of the translation witten instead. Please note that nost of
this list was made using Disc 3; sone shops may not sell the itens
included in this list the first time you go there, and sone shops may
not be open or be available to you if you're using an earlier disc.

M DGAR - AREA 7 TOWN

INN - TOP OF BUI LDI NG 10 gil
MATERI A SHOP
Pot i on 50 Item
Phoeni x Tai | 300 Item
Poi son Poppy 80 Item
Fl ame 600 Magi c Materia
Col d 600 Magi c Materia
Thunder 600 Magi c Materia
Recovery 750 Magi c Materia
WEAPON SHOP
I ron Bangl e 160 Bracelet - d10 1s
Assault Gun 350 Bar et t - al7 2c
Tendan 80 Item

M DGAR - AREA 5 TOWN

INN - AERI TH S HOUSE 0 gil

| TEM SHOP
Poti on 50 Item
Phoeni x Tai | 300 Item
Poi son Poppy 80 Item
Tent 500 Item

MATERI A SHOP
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Fl ame 600 Magi ¢ Materia
Col d 600 Magi ¢ Materia
Thunder 600 Magi ¢ Materia
Recovery 750 Magi c Materia
WEAPON SHOP - MAN I N TRAI LER
Ti t ani um Bangl e 280 Bracelet - dl4 2s
Tendan 80 Item
M DGAR - WALL MARKET
I NN 300 gil
| TEM SHOP
Pot i on 50 Item
Phoeni x Tai | 300 Item
Poi son Poppy 80 Item
Yamabi koenmaku 100 Item
Eye Drop 50 Item
Sti mul ant 100 Item
Tranquil i zer 100 Item
H Potion 300 Item
Tent 500 Item
MATERI A SHOP (after Area 7 is destroyed)
Fl ame 600 Magi ¢ Materia
Col d 600 Magi ¢ Materia
Thunder 600 Magi ¢ Materia
Recovery 750 Magi c Materia
Cover 1000 | ndependent Materia
WEAPON SHOP
Mthril Rod 370 Aerith - alé 2c
Met al Knuckl e 320 Tifa - al8 2c
Assault Gun 350 Barett - al7 2c
Ti t ani um Bangl e 280 Bracelet - d14 2s
Mthril no xx 350 Bracelet - dl18 2c
GUY ON THE LEFT
Zinc Battery 300 Item (Disc 1 only)
XX NO XX 129000 Accessory (Disc 2+)

GENERATOR NEAR AREA 7 TOMWN

MAN SELLI NG | TEMS (during fight atop the power generator)

Pot i on 50 gil Item
Phoeni x Tai | 300 Item
Poi son Poppy 80 Item
Tendan 80 Item
Sti mul ant 100 Item
Tranquil i zer 100 Item
Tent 500 Item

KALM TOMN

I NN 300 gil

| TEM SHOP
Pot i on 50 Item
Phoeni x Tai | 300 Item
Poi son Poppy 80 Item
Eye Drop 50 Item
Sti mul ant 100 Item
Tranquil i zer 100 Item
Tent 500 Item
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MATERI A SHOP
Earth 1500 Magi ¢ Materia
Poi son 1500 Magi ¢ Materia
St eal 1200 Conmand Materi a
See Through 1000 Conmand Materi a
Remedy 1500 Magi c Materia
WEAPON SHOP
Mthril Saber 1000 d oud - a23 2cl/1s
Cannon Bal | 950 Barett - a23 2cl/1s
Mthril daw 750 Tifa - a24 2cl1s
Full Metall Rod 800 Aerith - a22 2cl1s
Mthril no xx 350 Bracelet - d18 2c/1s
CHOCOBO FARM
I'NN - MAI N HOUSE 100 gil
MAN I N BARN - FIRST TIME YOU MEET H M
Chocobo Yose 2000 | ndependent Materia
MAN I N BARN - FI RST CHO CE
Rasan Fruit 600 Item
Saraha Fruit 400 Item
Ruchiru Fruit 200 Item
Pipio Fruit 100 Item
M netto Veggie 1500 Item
Kuriie Veggie 1000 Item
Pasaana Veggi e 800 Item
Tant aru Veggi e 400 Item
Kar akka Veggi e 250 Item
G zaaru Veggie 100 Item
CONDOR FORT
I NN - BEDROOM 0 gil
| TEM SHOP (Di sc One)
Pot i on 50 Item
Phoeni x Tai | 300 Item
Sti mul ant 100 Item
Tranquil i zer 100 Item
Tent 500 Item
| TEM SHOP (Di sc Three)
H Potion 300 Item
Phoeni x Tai | 300 Item
Et her 1500 Item
Sti mul ant 100 Item
Tranquil i zer 100 Item
Tent 500 Item
S Main 1000 Item
MATERI A SHOP (Di sc One)
Fl ame 600 Magi ¢ Materia
Thunder 600 Magi ¢ Materia
Col d 600 Magi ¢ Materia
Recovery 750 Magi c Materia
MATERI A SHOP (Di sc Three)
Thr ow 10000 Conmand Materi a
Cont r ol 10000 Conmand Materi a
Certain Kill 10000 Conmand Materi a
Di sappear ance 9000 Magi ¢ Materia
Affect All 20000 Conbi nati on Materia

file://IC|/WINDOWS/Desktop/chris/ff/ff7faqg.txt (102 of 110) [6/12/03 6:46:27 PM]



file:///IC)J/WINDOWS/Desktop/chrig/ff/ff 7fag.txt

JUNON TOMWN - OUTER AREA

I NN - WOMAN S HOUSE 0 gil (you nust save Purishira first)
| TEM SHOP

Mthril no xx 350 Bracelet - d18 2c/1s

Pot i on 50 Item

Phoeni x Tai | 300 Item

Tedan 80 Item

Tent 500 Item
LI FT TO | NNER AREA 10
JUNON TOMN - | NNER AREA
INN - FI FTH DOOR 30 gil (Disc 1) 400 gil (Disc 2)
MATERI A SHOP - FI RST DOCOR

See Through 1000 Conmand Materi a

Seal 3000 Magi c Materia

Recovery 750 Magi c Materia

Renedy 1500 Magi c Materia

Revi ve 3000 Magi c Materia

WEAPON SHOP - ALLEYWAY (Disc 1)

Har d Breaker 1500 d oud - a32 2cl/2s

Grand Grab 1200 Tifa - a3l 2c/2s

At om ¢ Sci ssor 1400 Barett - a32 2cl/2s

Stri ke Rod 1300 Aerith - a32 2cl/2s

G yanun Hai rpin 1300 Red XIlIl - a33 2c/2s

Booner ang 1400 Yuffie - a30 2c/2s
WEAPON SHOP - ALLEYWAY (Disc 3)

Rune Bl ade 3800 d oud - a40 4s

Enhance Sword 12000 d oud - a43 8c

Doubl e Machi ne Gun 2000 Barett - a30 3s

Drill Arm 3300 Barett - a37 4s

Pl ati num Fi st 2700 Tifa - a30 4s

Kai ser Knuckl e 15000 Tifa - ad44 2c/6s

Fairy Tail 2500 Aerith - a37 7s
WEAPON SHOP 2 - SECOND DOOR (Disc 1)

Poti on 50 Item

H Potion 300 Item

Phoeni x Tai | 300 Item

Poi son Poppy 80 Item

Eye Drop 50 ltem

Yanmabi koenmaku 100 Item

Sti mul ant 100 Item

Tranquilizer 100 Item

Tent 500 Item
WEAPON SHOP 2 - SECOND DOOR (Disc 3)

XXX 2000 Yuffie - a30 3s

Deat h Vi per 3200 Yuffie - a36 4s

XX 7000 Ggd - ab8 4s

Dragon Lance 6200 ad - ab6 8s

Peacemaker 3500 Vi ncent - a38 2c/1s

Bant or ai n 6800 Vi ncent - a48 4c

Magi ¢ Conb 2000 Red XIIl - a37 3s

Pl ati num Baretta 3500 Red XIIl - a39 4s

W zard Rod 1800 Aerith - a28 3s

Conf usi on/ Vi zi er Rod 3200 Aerith - a33 4s
WEAPON SHOP 3 - FIFTH DOOR, SECOND FLOOR (Disc 1)

Fl ame 600 Magi c Materia

Col d 600 Magi c Materia

Thunder 600 Magi c Materia
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Earth 1500 Magi ¢ Materia
Poi son 1500 Magi ¢ Materia
WEAPON SHOP 3 - FI FTH DOOR, SECOND FLOOR (Disc 2)
X Bat 2800 C oud - a70 none
Rocket Punch 3200 Bar et t - ab2 none
XX 2200 Tifa - a68 none
XXXX 6000 Red XIII - a57 none
Super Ball 3000 Yuffie - ab8 none
XXX 3000 Cait Sith - a68 none
Mop 3200 Gd - ab8 none
XXXX 3000 Vi ncent - ab2 none
WEAPON SHOP 4 - FIFTH DOOR, THIRD FLOOR (Disc 1)
xx Goggl es 3000 Accessory
Headband 3000 Accessory
WEAPON SHOP 4 - FIFTH DOOR, THIRD FLOOR (Disc 3)
Pl ati num Bangl e 1800 Bracelet - d20 2s
Overt hrow 4200 Tifa - a28 4s
Eneny Launcher 3300 Bar et t - a35 2c¢/3s
XXXXX 6000 Yuffie - a4 3s
Wi t e Megaphone 2300 Cait Sith - a35 3s
Bl ack Megaphone 2800 Cait Sith - a31 4s
Si | ver Megaphone 3300 Cait Sith - a28 8s
Sni per CR 3300 Vi ncent - a42 4c
WEAPON SHOP 5 - SEVENTH DOOR (Disc 1)
Mthril Saber 1000 C oud - a23 2c/1s
Cannon Bal | 950 Bar et t - a23 2c/1s
Mthril daw 750 Tifa - a24 2cl1s
Ful | Metal Rod 800 Aerith - a22 2cl/1s
Mthril dip 800 Red XIII - a24 2c/1s
WEAPON SHOP 5 - SEVENTH DOOR (Disc 3)
At oni ¢ Sci ssor 1400 Bar et t - a32 2c/2s
G and G ab 1200 Tifa - a3l 2c/2s
Stri ke Rod 1300 Aerith - a32 2cl/2s
G yamun Hairpin 1300 Red XIIl - a33 2c/2s
Booner ang 1400 Yuffie - a30 2c/2s
Aer o Megaphone 500 Cait Sith - a36 2c/2s
Spear 1200 Gd - a44 2cl/2s
Tri dent 7500 cad - a60 6s
Qui cksi | ver 1000 Vi ncent - a38 2c/2s
SHI NRA BOAT
MAN - FI RST OPTI ON x2
Super Drink 250 gil (restores HP/ MP)
MAN - SECOND OPTI ON
Pot i on 50 Item
Phoeni x Tai | 300 Item

COSTA DEL SCL

I NN 200 gil (Disc 1) 0 gil (Disc 3)
MAN SELLING I TEMS (Disc 1)

Pot i on 50 Item

H Potion 300 Item

Phoeni x Tai | 300 Item

X no X 150 Item

Poi son Poppy 80 Item

Eye Drop 50 Item

Sti mul ant 100 Item

Tranquil i zer 100 Item
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Tent 500 Item

MAN SELLING | TEM5 (Disc 3)
Pot i on 50 Item
H Potion 300 Item
Phoeni x Tai | 300 Item
Et her 1500 Item
Sti mul ant 100 Item
Tranquilizer 100 Item
Tent 500 Item

MAN SELLI NG MATERIA (Disc 1)
Renedy 1500 Magi ¢ Materia
Revi ve 3000 Magi ¢ Materia
Recovery 750 Magi ¢ Materia
Seal 3000 Magi ¢ Materia
Fl anme 600 Magi ¢ Materia
Col d 600 Magi ¢ Materia
Thunder 600 Magi ¢ Materia

MAN SELLI NG MATERIA (Disc 3)
Fl anme 600 Magi ¢ Materia
Col d 600 Magi ¢ Materia
Thunder 600 Magi ¢ Materia
Earth 1500 Magi ¢ Materia
Gavity 8000 Magi ¢ Materia
Poi son 1500 Magi ¢ Materia
Tent 500 Item

MAN I N BAR (Di sc 1)
Pl ati num Bangl e 1800 Bracelet - d20 2s
Car bon Bangl e 800 Bracelet - d27 2c/1s
Four Sl ot 1300 Bracelet - d12 4s
Fi re Cocktail 400 Item

MAN I N BAR (Di sc 3)
Sol i d Bazooka 16000 Bar et t - a6l 8c
Sento dip 14000 Red XIlIl - a58 8s
Manj i Xxx 14000 Yuffie - ab8 2c/6s
Longbarrel R 13000 Vi ncent - ab6 8c
Gol d Megaphone 15000 Cait Sith - a58 8c
S Main 1000 Item

NORTH COREL

I NN 50 gil

MAN SELLI NG | TEMS
Pot i on 50 Item
Phoeni x Tai | 300 Item
Tent 500 Item

MAN SELLI NG MATERI A
Transform 5000 Magi ¢ Materia
Virgin's Kiss 150 Item
Apprentice ? 150 Item
X no X 150 Item
Sti mul ant 100 Item
Tranquilizer 100 Item

MAN SELLI NG V\EAPONS
Car bon Bangl e 800 Bracelet - d27 2c/1s
Force Eater 2200 Cl oud - a36 3s
Fi re Cocktail 400 Item

GOLD SAUCER
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ENTRANCE FEE 3000 gi |

ONE TI ME ENTRANCE FEE 30000

| TEM SHOP
Pot i on 50 Item
Phoeni x Tai | 300 Item
Et her 1500 Item
Poi son Poppy 80 Item
Virgin's Kiss 150 Item
Apprentice ? 150 Item
X no x (petri) 150 Item
Yamabi koenmaku 100 Item
Sti mul ant 100 Item
Tranquil i zer 100 Item

TO USE QUTSI DE SAVE PO NT 5 GP

GHOST SQUARE
Ghost Hotel (1nn) 5

ROUND SQUARE
Ferris Wheel 3

SPEED SQUARE
' Shooti ng Coaster' 10

BATTLE SQUARE
Arena Battle 10

WONDER SQUARE

Pot i on 1

Et her 20

X Potion 80

Et her Turbo 100

CGol d Ticket 300

??2??2277?7? 500

WONDER SQUARE GAMES

Arm Westling 100 gil

Basket Game 200

Wonder Cat cher 100

Mog House 100

Urani (Fortune Teller) 50

G Bi ke 200

3D Battl er 200

GONGAGA TOWN

I NN 300 gil

| TEM SHOP
Pot i on 50 Item
H Potion 300 Item
Phoeni x Tai | 300 Item
Tent 500 Item
Virgin's Kiss 150 Item
Apprentice ? 150 Item
X no X 150 Item
Sti mul ant 100 Item
Tranquil i zer 100 Item

MATERI A SHOP
Headband 3000 Accessory
xx Goggl es 3000 Accessory
St ar Pendant 4000 Accessory
Tal i sman 4000 Accessory
Wi te Cape 5000 Accessory
XX NO XX 5000 Accessory
Per pl ex 6000 Magi c Materia
Ti me 6000 Magi ¢ Materia
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Renedy
Transform

1500
5000

WEAPON SHOP - MATERI A SHOP ATTIC

Magi ¢ Materia
Magi ¢ Materia

Har d Br eaker 1500 d oud - a32 2c/2s
Grand Grab 1200 Tifa - a3l 2c/2s
At om ¢ Sci ssor 1400 Barett - a32 2c/2s
Strike Rod 1300 Aerith - a32 2c/2s
G yanun Hai rpin 1300 Red XIlIl - a33 2c/2s
Booner ang 1400 Yuffie - a30 2c/2s
Speed Shri ke 500 Item
Shorten 400 Item
Fire Cocktail 400 Item
COsMO CANYON
INN - SECOND FLOOR 100 gil
| TEM SHOP
Pot i on 50 Item
H Potion 300 Item
Phoeni x Tai | 300 Item
Et her 1500 Item
Tent 500 Item
Virgin's Kiss 150 Item
Apprentice ? 150 Item
X no X 150 Item
Sti nul ant 100 Item
Tranquilizer 100 Item
MATERI A SHOP
MP Up 8000 | ndependent Materia
HP UP 8000 | ndependent Materia
Per pl ex 6000 Magi ¢ Materia
Transform 5000 Magi ¢ Materia
VWEAPON SHOP
Butterfly Edge 2800 d oud - a39 A4c
Ti ger Fang 2500 Tifa - a38 4c
Hard Vul can 2700 Barett - a39 4c
Pri sm Rod 2600 Aerith - a40 4c
Silver Baretta 2500 Red XIIl - a40 4c
XX 2600 Yuffie - a37 4c
Green Megaphone 2400 Cait Sith - a4l 4c
X NO XX 1300 Bracelet - d34 2c/2s
COREL PRI SON
Pot i on 50 gil
Phoeni x Tai l 300
Tent 500
NI VELHEI M
I NN 100 gil
| TEM SHOP
Pot i on 50 Item
H Potion 300 Item
Phoeni x Tai l 300 Item
Tent 500 Item

RCCKET TOWN - DI SC ONE
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I NN 100 gi |
ACCESSORY SHOP
Supasu 3100 Vi ncent -
X No XX 2000 Bracelet - d46 4c
Power Wi st 7500 Accessory
xx Cyokki 3500 Accessory
Earring 7500 Accessory
Tal i sman 4000 Accessory
| TEM SHOP
Pot i on 50 Item
H Potion 300 Item
Phoeni x Tai | 300 Item
Et her 1500 Item
Sti mul ant 100 Item
Tranquil i zer 100 Item
Tent 500 Item
Barrier 10000 Magi ¢ Materia
Seperation 10000 Magi c Materia
Ti me 10000 Magi ¢ Materia
ROCKET TOMN - DI SC 2
I NN 300 gil
ACCESSORY SHOP
H Potion 300 Item
Phoeni x Tai | 300 Item
Et her 1500 Item
Tent 500 Item
Barrier 10000 Magi ¢ Materia
Seperati on 10000 Magi c Materia
Ti me 6000 Magi ¢ Materia
Thr ow 10000 Command Materi a
Certain Kill 10000 Command Materi a
Cont r ol 10000 Command Materi a
| TEM SHOP
S Main 1000 Item
X No XX 2000 Bracelet - d46 2c
Age Coat 8000 Bracelet - d50 7c
Power Ri st 7500 Accessory
xx cyokki 3500 Accessory
Earring 7500 Accessory
Tal i sman 4000 Accessory
Anragi Ring 7500 Accessory
Safety Bit 7500 Accessory
UUTAI - BEFORE YUFFI E'S SUBQUEST
I NN 0 gil
| TEM SHOP
H Potion 300 Item
Phoeni x Tai | 300 Item
Et her 1500 Item
Sti mul ant 100 Item
Tranquil i zer 100 Item
Tent 500 Item
Fire ton 800 Item
| kazuchi x 800 Item
Chocobo Feat her 10000 Accessory
WEAPON SHOP
XX 6500 C oud - abl 4c/1s
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Dai a Knuckl e 5800 Tifa - abl 4c/1s
Chai nsaw 6300 Barett - ab2 4cl/ls
Aurora Rod 5800 Aerith - abl 4c/1s
Gol d Baretta 6000 Red XIIl - a50 4c/1s
Sl ash Pi ke 6500 cgd - ab6 4c/1s
Bl ue Megaphone 5500 Cait Sith - a48 4c/1s
XXX 6000 Yuffie - a49 4cl/ls
Randar u 6400 Vi ncent - abl 4c/1s

EXCAVATORS' SITE

PLACI NG DI GGERS 100 gil

SECOND OPTI ON
Dai a Bangl e 3200 Bracelet - d57 4c/1s
Rune no xx 3700 Bracel et - d43 4s
Pot i on 50 Item
H Potion 300 Item
Phoeni x Tai l 30 Item
Et her 1500 Item
Sti nul ant 100 Item
Tranquilizer 100 Item
Tent 500 Item

FI RST MEETI NG W TH THE OLD MAN - THE TEMPLE
Poti on 50
H Potion 300
Phoeni x Tai | 300
Et her 1500
Sti mul ant 100
Tranquilizer 100
Virgin's Kiss 150
Tent 500

FROST VI LLAGE

I NN 200 gi |

WEAPON SHOP
Qgre Ni x 12000 d oud - a62 4cl/2s
Dragon d aw 10000 Tifa - a62 4cl/2s
M cro Razor 12000 Barett - a63 4c/2s
Adamant Cdip 11000 Red XIlIl - a60 4c/2s
Hawk Eye 12000 Yuffie - a6l 4c/2s
Red Megaphone 12000 Cait Sith - a60 4c/2s
Pol e Axe 13000 Ggd - ab4 4c/2s
Rai atto 12000 Vi ncent - ab4 4c/2s
Tent 500 Item
H Potion 300 Item

CHOCOBO SENNI N

FI RST CHO CE
Porofu Fruit 2000 gil Item
Paramu Fruit 1500 Item
Shi ruki su Veggi e 5000 Item
Rei gen Veggi e 3000 Item

M DEEL VI LLAGE
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I NN - NURSE
MAN SELLI NG | TEMS
Pot i on 50
Phoeni x Tai | 300
Poi son Poppy 80
Tent 500
WOMAN SELLI NG ACCESSORI ES
XXX 10000
Fl ane Ri ng 8000
Cold Ring 8000
Thunder R ng 8000
Fairy Ring 7000
Jewel Ring 7500
Wi te Cape 5000
MAN SELLI NG MATERI A
Fl ame 600
Col d 600
Thunder 600
Recovery 750
HYPERACTI VE KID - FIRST CHO CE
H Potion 300
Phoeni x Tai | 300
Et her 1500
Sti mul ant 100
Tranquil i zer 100
XXX 1000
Tent 500
HYPERACTI VE KID - SECOND CHO CE
Crystal Sword 18000
Crystal d ove 16000
A. M Cannon 18000
Crystal Conb 17000
Crystal Cross 18000
Crystal Megaphone 18000
Par echi gan 19000
W nchest er 18000
Crytal Bangle 4800
W zard Brace 12000
HYPERACTI VE KID - THI RD CHO CE
HP UP 8000
MP Up 8000
Transform 5000
Gavity 8000
Di sappear ance 9000

0 gil

Item
Item
Item
Item

Accessory
Accessory
Accessory
Accessory
Accessory
Accessory
Accessory

Magi ¢ Mat eri
Magi ¢ Mat eri
Magi ¢ Mat eri
Magi ¢ Mat eri

SRR G

Item
Item
Item
Item
Item
Item
Item

d oud - ar6
Tifa - ar7s
Barett - ar7
Red XIIl - a76
Yuffie - ar4
Cait Sith - a74
cad - ar8
Vi ncent - ar3
Br acel et d70
Br acel et deé

I ndependent
I ndependent
Magi ¢ Materia
Magi ¢ Materia
Magi ¢ Materia

7 cavVvit

Signature
Not Verified

6¢C
6¢C
6¢C
6¢C
6¢C
6¢C
6¢C
6¢C
6¢C
8c
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