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: '%f-e;fare dehghted that yeu have ehesen LUNAR: Eternal Blue
fer play on your Sega (D System f:g.';}_.f?-:e. éihepe that you will

~ continue to enjoy this and all our Rele—Pla ying games [or (he
Sega ch™ System Due in part to your eenunumh, requents
N fer Rele—Play games, 1h1s game now :rests 1n your hands, We'te
.f now the #1 puhhsher ef SEGA-CD™ RPG's in America! We couldn'
"_f,_--fhave done it without you! So, please continue to tell us what YOU
~ want, beeause we are always interested in what YOU i 1ink of our games

. .":ifémd What games YOU weuld hke to see released n ﬂ]lS eountly

......
........

. andlmg Your Sega CD Dlsc ;_ . :::'_::_.;.j_-._.;._ .

® This Sega C) llse is mtended for use exclusively Wlth the Sega CDTM Syetem

@® Do not bend it, crush it, or submerge it in liquids, | -

® Do not leave it in dlreet sunllght or near a radiator or other se:_i‘_f:- f:ee of heat.

® Be sure to take an ¢ oceasmnal recess durmg extended play, to rest your&.elf ancl
the Sega CD DISC . | -

® KEEP YOUR SEGA CD DISC CLEAN Alway‘; hold by the ef'ﬁ.?ges and keep
in its case when not in use. Clean with a lint-free, soft dry cloth - wiping i
stralght lmes frem eenter to edge. Never use solvents or. abraswe cleanu o

L . X7 A T _: G: R[" A D BE FOR E US IN :;
”' ‘T w YOUR SEGA VIDEO GAME SYSTEM b

1A very small percentage of individuals may expenenee epl- A
leptle seizures when exposed to certain light pattems or |
flashing lights. Exposure to certain patterns or backgrounds |
i on a television screen or while playing video games may
induce an eplleptle seizure in these individuals. Certain conditions may induce
previously undeteeted epﬂeptle symptoms even in persons whe ha.ve no history
of prior seizures or epllepsy If you, or anyone in your famﬂy? has an epileptic
condition, eensult your phy81e1an prior to playmg If you experienee any of the
following symptems while playmg a video game - d1zzmess altered vision, eye
or muscle twitches, loss of awareness, dlserlentatwn any mveluntary movemernt,
or eenvulslens IMMEDIATELY dlscem:mue use and censult yeur physlemn b
_fere resummg play | . --

1
i_' |
_I'-,. i El
A, ]'.,

|
.I' -"

. WA 'f_;ING TO OWN -:'.-::Rs OF PROJECTION TELEVISIONS ST LL PICTURES
. 'OR IMA';};;? -'ES MAY CAUSE PERMANENT PICTURE-TUBE DAMAGE OR

 MARK THE PHOSPHOR OF THE CRT. AVOID REPEATED OR EXTENDED
JSE OF VIDEO GAN zES ON LARGE—SCREEN PROJECTION TELEVIS]()N S.

» . This effieial' Seéﬂ 18 yeur aesuranee T .. AT T b
werNk . that this product meets the hlghegt | - |
quahty standards of SEGA™. Buy (e - g ld |
~ games: and accessories with this seal e GDESM”“ i
 to be sure that they are eempat1ble 18135 Clear Creek Kol

,: "-:W_lth-the SEGA CDTM System. Redding, CA 9600
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o swered, and, mnfor%mma+ely

W7 exp|or‘mg the ancient ruins near his

We|c:ome. back to the maglca| w:::f*lc] cqf L UWNAR! Over a
tHhousand years have passed e Dragonmaerer Alex and

his companions crushed Jr[/\e.i ambitions of Gihaleon and
rescued Luna, From that + fowwa:f*cl L UAUNAR was at
peace. '..

With the passing o]c hiA8y A F, the details of that epic

conﬂchr were lost. Bqu, mqjgpw scattered in the ru-
ins around LUNAR bea Si'tr F'withess to LUANGAR's Y S=
terious past. A boy name.dl| jcrdc:”y enomglx\, Hivo, is ]CQSCI-

nated by these stories. He |r'5 wr’rlf\ his gwamc’fmq/\ew Gwyn,
an awcl/\aeo|ogls+ who has Sl/\ Wik him the wondenr of I/\rerop*y
Now, Hiro and his ]onghme f -sﬂy

explowe the ruins nearby - eve Jrlf\ou.gl/\ CGiwyn has told them

s Rmby oﬁen steal away to

not to go without him.

The story that fQSCinaJreS Hi ost is the one that tells of the
time when Althena lived in v

n an fop‘m; a clr‘agonmashw*
named 7Z\le>< controlled the ]( S £_‘;;?“ ragons, and a maglc CH)J
ﬂew in the SI»(Y To most, Hf\e
but to Hiro H/\ey seem )ms’r ﬁ

stories seem like fai:fy +a|e::-:;

ey

:__‘_Cll as the smell of &y‘ahclpu

C:\Wyn s liniment in the 2aXer
Man)_/ believe that Hf\e l';_.i aan ts m !
LUNAR lived on the Bl ae gy el .

]Co re the Goddess bro nug ht H/\
WDHOI 'HH*D I/\OPES to fmcl - lml{ be_
tween his world and the Blue Star by

waam:]pa s home. There are

¢ S0 many questions to be an- &

foy* all, the answer is com-
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the Goddess Althena fascmate hlm He hopes that
by unlocking the secrets of the past he will

be able to understand the future

Although he's not s‘uppesed: to

explore the anment rums near. hls
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Ruby has been Hiro's constant companion for as long
as anyone can remember. She claims to be
the offspring of a dragon, but Hiro doesn't
quite believe her. Like another little dragon,
she has a bad habit of speaking her mind at
the jwrong time. Sooner or later, this little
wisecracker's bound to get Hiro into a lot
of trouble...




Lu01a 1S quite a mysterlous young lady She 18 haunted by
n1ghtmares about the future of LUNAR. She also seems_ |
L troubled by a terrible secret she cannot share,
\— . Despite her strong magic skills, she seems to be af“
C \_ little naive when 1t comes to deahng with otherff'f
people. She has trouble containing her emotions
‘ /A— and looks to Hiro for guidance and protection. ;;'_:

She 1s only concerned with Althena, and begs
/ Hiro to help her flnd the Goddess. Will her;__

Misson cause the mmatwn of thzs world ?

v

Gwyn 1S an aging seholar who dreams abeut makmg hlS mark 1n |
the world of archaeolo gy before he dles .
He's devoted his entire life to the study Y . 4
of the Blue Tower and Slmllar ]‘llll’lS and
has beeome a notable expert He's
| taught H1ro a,nd Ruby how to explore
the anc1ent ruins near hlS home thou gh
he s Warned them never to. £o there |
_W1th0ut hnn But will Gwyn s
quest for fun and adventure tum \\j
_'f*out w be hls last? L ‘
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any of thelr noble qualltles Instead she seems to be a
_ very selfish and arrogant gu‘l who s only
concerned with money Yet, at times, she

does let people see a softer side. Desp1te her
~ greedy demeanor, her magic skills are extremely
powerful Can Hiro afford to have her i in hzs par_;-;'}-"”'

Jean 1S a fan dancer in the Carnival and is
highly valued for her talents. She is a tomboy
with a big-sister complex, who tends to be
a bit overbearing at times. She tends not
to develop strong relatlonshlps with
people. However, Jean is an
extremely talented fighter. Those in
the Carnival say she was trained to
fight as a chlld Unfortunately, her past
IS going to catch up with her, and i

e s £ 1-

may not be a pretry Szghﬂ .




Althena. He possesses impressive healing powers.
When he was unable to save his true love from an
evil spell, he swore he would never use magic
again. He now spends most of his time in bars

!fw winning people’'s money. He also tends to make

\, decisions on a throw of the dice. His dice, like
his charm, seem to be magic, because they
never let him down. He's a womanizer who's
always concerned about the fairer sex, and theyre
usually all too happy to return his affections!

This ghost from the past will emerge from
the shadows to forge a new alliance. In
times past, he fought for the protection
of the Goddess, alongside the legendary
heroes of that time. Since he last
appeared on LUNAR, he has mastered
a host of new magics, making him
extremely powerful. He seems to be
misunderstood by the people of
LUNAR. Some believe that he is
serving the Goddess, while others
are convinced that he's turned to the
service of evil. You'll have to
decide where his allegiance .Zié_s
yourself.
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Dragonmaster, Alex, the Goddess
[Althena has not been seen in the land.
She 1s rumored to have locked herselt
, 1nside the walls of the holy city of
Pentagulia. Despite the world being at
\ > peace, Althena is not the same person
 that many have come to love and respect.
| In fact, the people are in a state of unrest,
A % ': and the winds of change are blowing.
*‘ Q Many are saying that the bonds of
Althena are too oppressive, while
others are wondering how Althena
became an oppressor in the first place.
What's happened to her?

A

Y
"\\/

(also known as the Lostest Boys) of Taben's Peak. ﬁ} %j
Because of his impressive fighting skill and strong ﬂf
leadership, he's earned the respect of his loyal ?‘_ Y
followers. Granted, they re just orphaned children [ e
who don't know any better, but they need
someone to look up to, even 1f it 1s this guy. Due
to his recent raids on travelers, he's become a wanted
outlaw. Fortunately, he’s got a master plan. Seek !
him out, he has many secrets that will no doubt aid
you 1n your quest. . |

h.--«#’"
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This parchuman,part beast i @ saunch
heis ¢ the leader of Althena S Guar d,a gml.p,

the orders ef the
granted L(%rci Le

the mhabltanté"-e”fi'?%—e_-ls sk111 as a

B et ‘u"‘-”—-_ P L e

.pporter of the Gc dds Althena. In fact.

S

of ehte sdldlers sworn to proteet z;nd uphold_
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Destiny. The De |
freely arou nd| [[he Woﬂd f LU 'AR to keep_

ey R

swordsmanis unmatched by any humeh'
He is searehmg for a Destroyer that_has
come to LUNAR Can Hzm help hzm ':-md
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Lunn ;;_sf..the current governor of Merl__b_la He looks .
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still finds time t
magic skills. Will Borgan have a task for

. Hiro at the Guild?
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Before you turn on your SEGA CD™ make sure it is properly connected
according to the SEGA CD™ instructions. Insert the LUNAR: Eternal Blue CD
into the CD tray (label facing up) and then close the CD compartment. Next,
press the START button at the title screen (or, choose CD-ROM from the menu
screen) and then the game will begin. If the unit fails to function correctly, turn
it off. Check to see if the SEGA CD™ is connected properly and then try again.

When you have finished playing, select SAVE before turning your SEGA
CD™ off. Always make sure you turn off your SEGA CD™ before you remove

the LUNAR: Eternal Blue CD.

SEGA CD" System

»ETARY CONTINUE
© 1995 WORKING DESIGHNS
© 1994,95 CAME ARTS/STUDIOC ALEX e
; LICENSED ENTERPRISES,LTD. &
Sk R b e R G R G R s i
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Start Button

% Starts the game.
» Opens the Configuration
Menu. .

C Button

* Opens the Normal Menu.
*Used to turn ON/OFF the

infe_bar.

B Button

# Used to cancel commands

Direction Key A Button_ ~and close windows.
* Moves characters on the % .Used to talk to characters.
screen. ¥ Search for hidden items.
#* Moves cursor on menu * Confirms menu items and
items and in boxes that re- commands.

qUIre a response.
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If you press the START button durmg the opemng

narration, the Title Screen will appear. If this is your [}
first time playing LUNAR: Eternal Blue, or if you wish | L
to start again, select the START option. The opening | i
animation will begin. Once the animation has finished, | Su——— = g
you will then be able to play the game. L':':‘iz;ﬁfiﬁiﬁﬁ‘ ‘

— w“‘“w&ﬁa‘ ".-.:-'.-_-:E.- . ’ . -_‘ _: :_..

e Imr ms"'fﬁ“a"ﬁ"f&"q: Fo
m&m &tm__ EHOLL S

a q}#* e
The animation begins with Lucia and While exploring the ancient ruins, Nuw the game begms You better
her horrifying vision of the future. Hiro seems to be quite unaware of the hurry back to Grandpa Gwyn's house.
danger that lies ahead. Someone's waiting there...

[f you wish to continue from a previously saved location,é B/
choose CONTINUE. After selecting this command, the |\ &
Load Screen will be displayed. & W

PRy
BET 'ﬂ hi*i
'E‘H ﬂ-hib— i!l-'a

The Load Screen is divided into two halves. The top half
lists the available save data locations, as well as the START {{El ' |
command. The bottom half lists the currently selected save *_;
data's detail, such as character's level and game time.Cs= . 4
Choose which save data to use by pressing the D1rect10n Key Select by
pressing the "A" button.

Next, the option screen menu will appear. The selected(F® 0N
game data appears in the upper half, while the Options'
appear on the bottom half. This allows you to manipulate
the data you've selected. :

[Loads the game selected. To do this, move the Direction ':;
Key up or down until "LOAD" is highlighted, then press |
the "A" button. The game will load, and you can continue (=
your quest. . |




LUNAR: Eternal Blue directly supports the use of SEGA's Backup RAM Cartridge.
To use the Backup RAM cartridge, make sure the cartridge is inserted into the cartridge
slot of the Genesis base unit before you turn on your system. NE VER INSERT THE
CARTRIDGE WHEN THE UNIT IS TURNED ON!

LUNAR: Eternal Blue will automatically detect the presence of the Backup RAM
cartridge. If the cartridge is present you will be allowed to copy LUNAR: Eternal Blue
game saves between your SEGA-CD and the Backup RAM Cartridge. Also, games can
be saved directly to the Backup RAM Cartridge by selecting the "CHANGE RAM"
option.

Copies data to/from the Backup RAM cartridge. The
source 18 shown in the blue box, the destination in the green

: : : AN " B }ﬂEm ':':
box. After selecting the source and destination, press the "A" { 1mssm 7?1-15{59"’&%%“
or "C" button to copy the save data from the selected source § [ '_____-____i_e__'”B_f__TDI m?”_ 5

to the destination selected. If you don't want to copy the save
data press the "B" button to cancel the operation and return
to the options screen.

If you already have LUNAR: Eternal Blue saves on the
copy destination, you must confirm that you want to overwrite {
the existing data 1n the slot selected before the copy will P—— -"-T
proceed. . -

To repla,ce the cave on the selecte d rom s SR e, o -.
destination, select "YES" and the ey =" 8 S
L e
by the data from the save data {"

source selected.

Changes the source for the selected save data slot. The

source can be either the Internal SEGA-CD RAM or the
- External RAM Cartridge. To change the source, move the
Direction Key to the "Change RAM" option and press the (i
"A" button. The source will be changed to the location noted
~1n the green box and all successive saves will be written to i .

 that location for that data slot only. If you only want to use the Bar:kup RAM cartrzdge
for all the save locations you must choose the Change RAM for all three data slots
before yau load the game | "

Exits the load screen and returns to the Continue Screen.
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~ you'll need to select the MEMORY feature (OPTION for the

‘the next menu. From this menu select the ERASE ITEM option.

o p 1 % S iR
P i sl i S Wi

Since you cannot save games directly on the CD, the SEGA CD? is equipped with
Internal Backup RAM. Most CD games (especially RPG's) have a save feature that
uses it. If you are having difficulty in saving your games, you may need to format
your backup RAM or delete some of your previously saved games. Remember, when
you first purchase a Sega CD? system, the RAM must be formatted before you can save
a game correctly. If your memory is full, you will need to make room by deleting save
data from other games.

SEGA-CD? MEMORY |

bk o T Sl i R Lt P Ll N
d a: ey T 2 Ak Ly L
“ LT TR L 2 i

) To format your backup RAM, you need to use the MEMORY
| feature (Or, OPTION on the original Sega-CD).

/i Insert a game CD in the SEGA CD?. When you turn on the
| SEGA CD? press Button C on the control pad to cause the
|l SEGA CD? Control Panel to appear. Next, select the
3 MEMORY command (OPTION for SEGA CD). The Data Stor-
' ( age Information screen appears, press the START button or
: { Button A, B, or C to continue. From this menu you can now
| cc]cct the FORMAT option, which will prepare the Backup
RAM to store f1les Formattmg RAM will ERASE any existing files permanently!

P e el

When you turn on the SEGA CD?, press Button "C" on the con-
trol pad to cause the SEGA CD* Control Panel to appear. Next,

.‘"'\-"4-

original SEGA CD), after the Data Storage Information screen %’g’gg

appears, press the START button or Button A, B, or C to go on to

Next you'll need to select which game save you wish to delete.
Then, select the EXTT option and start the game. Warning: De-
leted save data cannot be recovered...ever!
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During the game, pressing the START button will bring up the Configuration
Menu. This menu will allow you to change the system settings, as well as the
functions of both the "A" and "C" buttons. The menu can be activated virtually
anywhere except the combat mode. The four options that can change are de-
scribed below.

TR i i S S

Swaps the "A" and "C" button
functions. If this is changed to OFF,
then the "A" and "C" button func-

tions will be exchanged.

__COMMAND_ MEMORY

Remembers your last menu com-
mands. If it 1s turned OFF, then
menu selections will not be remem-
bered 1n combat.

Arranges items 1n the characters
inventory automatically. When this
1s turned ON, 1items will be arranged e b
in the following order: Items, Weap- (T "“UU'__ BﬂfKGRUU"DI

ons, and Protective gear. Allows you to choose fro four
different window backgrounds.




| During the game, pressing the "C" button will open the Normal
f' | Menu. This menu allows you to use magic and items, equip weap-
=4l ons and armor, and check the status of a character. By moving the

) { Direction Key right or left you can select different characters in
.44l your party.
There are four differ- The characters who are
ent menu options: currently in your group.
magic, equip, item,
and status.

STATUS 'S (SILVER) _
Displays character's The amount of silver
current level and cur- that you have collected
rent/maximum value B during your quest.

\Of HP and MP. (PR M T R O e

T e Each character can equip their own weapons and armor, as

e well as magic and items. To change characters, move the
o=t Dlrectlon Key to the right or the left. In the party window, the currently |
e31y selected character will take a step forward from the other members and a
E<TER box will be placed around their name in the status area. If Ruby is se-

lected, Magic Experience will be displayed.

396

Name of currently se- = Level of selected Magic.
lected magic. e e |G
5 e
1t
Maglc system ofthe se- Describes the effect of Number of maglc: pomts _
\_lected maglc the magic. needed to use this magic J-

Upon selectmg this command, the magic that the character has leamed 18 d1s—-
played in the form of icons. By moving the Direction Key up and -
down you can scroll thmugh all of the spells that they have learned. —
If the system name is not white, you can't use the magic. gl S




s

e T

pressing the "A" button.

To cast a spell on another person, select which spell you
wish to use by moving the Direction Key to that spell and

After you have selected the magic, move the Direction
Key to the right or left until the box 1s displayed around
the character's name, then press the "A" button to con-
firm your decision.

character's status.

If a character cannot equip a certain 1tem "Cant Equip" |
will be dlsplayed in the Info box.

qaee Coms s IS = 0 (| PPED
Name of currently se- A A PSR S Displays all equipped
lecteditem. = ey L items.
CHARACTER, ~ INFC INVENTORY.
Current]y selected char- Describes the effect of Items that the character
\_ acter. the item to be equipped. 1s carrying personally. /

Each character can equip six different items: 1 weapon | armor, 1 helmet, L
shield, and 2 accessories, such as rings or charms.

7 To equip an item, place the cursor over the desired item
1| 1n the character's inventory, and press the "A" button.
| The item will then be placed in the character's equip-
.| ment window. Before you equip an item, check to see
« what effect it will have on the character's status. Usu-
i ally, you only want to equip items that improve the

@ o If you want to unequip an item, place the Cursor over the equlpped

S0 item, and press the "A" button



= “...M,.;,.;;;W J Dlreetlon Key to move up and down to select an '
~ option, and then press the "A" button to open up that menu.

&y

(% =vmm l7———=y 10 use an item, move the Direc-
e S tion Key until the cursor is placed |
on the item you wish to use and then press the "A" |
button.

Next, select which character will use the item by mov-
ing the Direction Key to the right or left until the box
18 displayed around the character's name, then press
‘the "A" button. Note: you can only use items that are
highlighted in white.

e Gilve weapons, protective gear, or items to other mem-

."‘1 R A e R 1

(L S—— - bers of your party. To glve an item to someone else,

Lhmhmhmm-o—n—tﬁu\.{l—. s i 'J L s,

follow these simple commands:

First, select which  Next, move the Direc-  Finally, press the "A"
item you want to give  tion Key right or left, = button to transfer the
and pressthe "A" but-  to select which char-  item from the top of
~ ton. The item will acter will recerve the the screen to their in-
! move to the top of the  1tem. _ ventoty
‘. screen.

v FE="mm) === Discards unwanted items. There are some items that
S B you cannot drop. Remember, once an item is dropped it
cannot be recovered. Use this command with caution!

— Move weapons, protective gear, or items to Ruby's in-

i I ) ventory. To selectan item to place in Ruby's .
inventory, move the cursor on the selected item, and press the (= et
"A" button. The item will then be placed in Ruby's inventory. L4
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the character without their weapon and protective gear [ j
-equlpped The numbers on the right show the maxi- (-

mum value of HP and MP, as well as the current condi-i=
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tion of the character with their weapon and protective gear equipped. By mov-
ing the Direction Key to the right or left you can see the character's experience,
equipment, and magic spells. If you press the "A" button you can change to

another character.

HP

Hit points for current level.
MP

Magic points for current level.

ATK PWR

Character's At_tack' Power.

DEF PWR

Character's Defensive Power.
AGILITY
The speed at which the character can react dur-

ing a battle. The higher the number, the quicker
their response will be.

WISDOM

The higher the value, the more effective the
character's magic will be.

——= Experience points. After de- § =

LUCK
The higher the number, the more damaging your

attacks will be. It also determines success in
avolding enemy attacks.

MAG ENDR
Magic Endurance. Potency of Magic.
# of ATK

Number of attacks. The number of times your
character can attack consecutively during each
round.

RANGE

The distance your character can move during
combat.

ceive experience points. These points will increase §iiasi{f
character levels. When the character reaches the "to ¢ S===
next level" amount, their abilities will increase.

__._.'.--.',.'_.Q.. are eqmpped to the character.

You cannot change your chamcter S eqmpment from
this wmdowf '

. Allows you to see the magic the |/fe|
J character has learned. You can- =5
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Bl Ruby has her own special cOmmands that will help
il you to: level up a character's magic, configure the
R tactical system, arrange the party's order during
=il combat, and save or load games.

== Direction Key to move up and down to select an Giv
option, and then press the "A" button to open up that menu. Ruby's [ er=o=r=emm
inventory can hold up to seventy-two items.

= on herself; therefore, you will i = ik
need to select which character will use the item. To {F

.'5'

| use an item place the cursor on the item and push the ; (EZES
"A" button.

Next, select which character the item is for by mov- |
ing the Direction Key to the right or left until the box
is displayed around the character's name. Then, press |
the "A" button to use the item. Note: only items that }
are highlighted in white can be used.

=——x Give items to other members ot your party. Ruby can
=4 give items in her inventory to other party members. To
give an item to someone else, follow these simple commands:

First, select which

1tem you want to give.

Press the "A" button
~ to move the item to the

top of the screen.

Next move the Direc-

tion Key right or left
to select which char-

acter will receive the

1tem.

Fmally, press the ”A”
button to transfer the
Item to their mventory.

A

At S




S| Discards unneeded items. There are some items that
dyou cannot drop. Remember, once an item is drOpped
it cannot be recovered. Use this command with caution!

e ewamdl ach character 1s an expert in a certain field | TS 1
g 8 1| of magic. For example, Hiro has mastered |/|/®

=== the magic of wind, while Lemina's mastered _
the magic of fire. The character's current magic experience ( Wil
points are displayed above the required number of magic experlence pomts /
needed to raise to the next level. In order for you to power up a character's |
magic, first check to see if they have enough magic experience points.

1: Magic experience points are earned by fighting. Af-
% ter the battle the number of magic experience points |
are listed after the amount of silver you received. They are completely different
than fighting experience points!

character's magic, move the Direction Key up or down to
select the magic, then press the "A" button. The character's
magic level will be raised, increasing its effectiveness or
adding new spells.

1 When a character's magic has reached a certain level, the
character will learn a new magic! |

S o i “1 1 BT T e e
L : & o = i LTS Dl i it S st n
: A = ': 4 .-v
e mag g NAK crnal Blue are cie 2L our diflerent grour
ach having four ditterent levels ol powe
Magic Class i - Description
| Elemental Magic Magic level is mcreased by using magic experlence pomts
| Learned Magic | New magics will be learned by gaining levels
| Skill New skills will be learned by gaining levels.
: Spec:lal o Maglc that becomes avaﬂable after eqmppmg specml 1tems._ . b
=YL _i_,, e - = : ; .
f§§
|




bat, you can o these options when you begin a fight. When youf >
begin a fight, select one of the programmed tactics, and the com- TaCT o1
mands for that tactic will be executed. THCT B
To create an effective tactical system, first select which TACT you [{T= T
want to set up TACT A, TACT B, or TACT C.

Second, choose which character you want to program.
Move the Direction Key up or down, and then press the
"A" button to select the character.

After selécting the character, a list of options will be dis-
played. This 1s where you decide how the character will
react 1n battle.

If you select items, the character's inventory will be dis- { e s
played. Next, choose which item they will use by mov- | =
ing the Direction Key over that item, and pressing the | [&3ill=

"A" button to select it. NOTE: Once the selected item is
gone, the character will default to ATTACK. T

If you select magic, the magic that the character has
learned will be displayed so that you can choose which
magic to use. NOTE: Once MP is depleted, the charac-
ter will default to ATTACK.

There are times when characters will not execute the tactical {7 ===
options that have been memorized. This 1s usually due to the o)
fact that the character doesn't have enough MP or items to carry
out the spemf}ed attack. Before combat, make sure each charac- e =
ter has enough MP or enough of the selected item to carry out( - s ah o B X
their attack. When a character 1s not able to do the programmed optlon the optlon |
will be grayed-out in the tactical screen.

R_T. AR

3
i
3

After setting up the tactics for each character press the "B" (" FosSi~
‘button to exit this menu. Ty




acter arrangement.

Keeps the new char-|

The box on the left shows After you have dec1ded
your current order. To  the formation for all of
change the order, move the  your characters, choose
characters around 1n the "UPDATE" or "CAN-
right box and press the "A"  CEL."

button to confirm their

placement.

previous game you have saved.

=g Save the game. In order to save a

prlce The cost for saving 1n an area 18 located at the top of
the screen. Saves are paid for with accumulated Magic Ex-
perience points. To save the game, choose the data slot you
wish to use and press the "A" button.

You cannot save the game if you do not have enough magic 1
-experience points. You will need to fight some battles until |

you have collected enough magic experience
points to save. NOTE: Magic experience points =~ 17>
are not the same as the regular experience points. | © %

ferentiate between save data with the same save name, the

character's level and the game time is dlsplayed at the bottom i

of the load screen. To load a game, use the Direc-

Key to select the data then press the 1A button L

.fand retums the char- ﬁ;_;
_f..-'acters to then: orlgl—?

game you must be able to pay the |

= Load a previously saved game. "Yo'u |
A= 9] can load a game almost anytime ex- |7
cept during. combat and during special events. To help dif- {l




-'Whﬂe travelmg from town to town or explormg dun- |
1| geons, you will be attacked. As battle begins, the |
-combat menu will appear Your success du;rlng com-
-1 bat relies heavﬂy on how well you understand the
A combat system. |

You can choose the fol- S e Glen b esiax)  Displays monster's I
lowing four options: Al, B — " ' name(s) along with how
CMND, TACT, and many of them are at-
RUN. tacking.

STATUS

Shows the current/
maximum value of HP
and MP. Also displays
the character's current
level and condition.

Displays the develop-
ment of the fight be-
tween the monsters and
Hiro's party.
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Smce -'many of the monsters use magic, you're bound to be zapped by a spell at
some point. There are eight different states your character can be in. The state
they are in will be dlsplayed below their name, replacing their Ievel d1splay |

|| Sleep. Cannot carry nut commands. After be-
ing attacked, they will awaken.

| Poisoned. If a character is poisoned, their HP | Mute. The character has been silenced and is
7 will gradually decrease during combat. T * =] unable to use magic.

aracter cannot move, but they can
be healed by magic or special iterns. They some-
| times get very hungry later.

| Dazed. The character has gone insane and will
.| attack anyone in sight

Changes n character status durmg battle are color—coded to mdlcate What has
changed They are as follows

Change in character's hit points.

YELILOW.

{ Change in character's magic points




=g ARTIFICIAL INTELLIGENCE. The computer will decide what
Hl all party members do during the battle. Select this command by
=8l pushing the "A" button. If you wish to turn off the Al system after
it's started s1mply press the "B" button and after the current round you 11 be able |
to choose commands manually. ' /5 B

el |15t the combat possibilities for each pressr——r——r=
ML || party member. This command gives you :
=8 access to a menu of combat options for U __ 7
the selected character. - = | v /7

ARTIFICIAL INTELLIGENCE. ITEM. Allows you to use items that'
The computer will decide what ac- _ are in the character's inventory dur-
tions the selected character will take =~ f-ing?combat ~To use an item, move
during combat. Unlike the "master" ~  the cursor on the item you wish to
Al command from the Combat fuse and ipress the A" button. You
Menu, the CMND/AI only auto- il .':Wﬂl then need to choose the char-
mates the character that you have se—'_ BN acter on Whleh you WlSh to use the
lected and not the whole party. _ selected item. Once they've been
- chosen, press the A" button. Ttems |

that are not hlghhghted cannot be -

~used. e '

ATTACK Once you Ve chosen thls. samr DEFEND Allews you to defendj_f
option, decide which monster to at-  from enemy attack There are two*_f,,_:;_;;;
tack by moving the Direction Key and__ asdands of defense you ean select;;;’*j
then confirm by pressing the "A" ~ from. If you highlight yourself, the
button. You can judge how effective ~ character will simply try 1:(35"celei‘"end;;j |
your attack will be based on the color :'.': = itself. If you highlight another p i
of the enemy. If the enemy is flash- = member, the selected character will
ing white, you will be able to move  attempt to protect that member.
and attack it. If the enemy is flash- |

ing yellow, you Will'then have some

difficulty in attacking.




MAGIC. Allows you to use magic
and skills a character has learned.
To use a magic, move the cursor to
the maglc you wish to use and then

press the "A" button. You will then

need to decide who to use the magic
on, after whlch you can execute your
chq;c_e;by pressing "A."

Menu Select a strategy you wish to

use by moving the Direction Key up _

or down. Once you have dec:tded,

press the "A" button to execute that “
tactic. After the characters perform_ _

their assigned task, you will then be; | maglc experlence pomts which are

taken back to the combat menu. N@te necessary to

The mC tical option lasts OHZJ’f or 9”echaracter S level and magic abilities!

r‘ound of « combaz‘

gl TACTIC. Uses strate-
T gles that can be set up:
e ) un d er Ruby g T&Ctlcal |

RUN Selectmg thls 0pt101‘1

will make the selected party * 2
- member attempt to run away. 8
If they successfully run,

- they do not earn any expe-

o TIETICE pomts

~ RUN Allows you to
B8 {lce from the battle.
el A fter selecting this
command the entire party will try
to flee from the attack. However,
escape is not always possible. If the
party does not escape, they will have
to endure a round of monster attacks

~ before you can issue more com-
- mands. Ifthey do run successfully,
. they will not gain any battle or

Mncrease your

”G'on glrl'”

of ame When thls happens w1‘[ T1s a party rule that everyone say
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saved location.

If ail of the party members are klﬂed "cvziurmgh 'a:battle the f{)llowmgfscreenfwﬂl ap?
pear. This menu will allow you to continue from a "checkpoint" area or load from a

The checkpomt may be far from Where you dled To a,vmd unneces-
sary setbacks, save frequently - but not so much that you waste Magic
Experience. Remember, save is your friend!
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The world of LUNAR 1s filled with
magic. Each character you will en-
counter 1s an expert in a certain field
of magic. Their magic abilities will
mcrease when their level 1s increased.
) The magics listed below are a brief
# | overview of the magics for each char-
acter.

Each character's magic has an effective range. A magic might affect just
one character/enemy, or several characters/enemies. The chart below 1s
a key to the range notations you'll find in the game.

Abbreviation | Name | Maglc Effect
1A [l Ally Only affects the selected al]y
AA | [ Al Alles ___éifects all allies in the party.
AZ Ally Zone Affects the area around an ally.
L Os One's Self _ Affects the persmmg the spell.
1E 1 Enemy Only affects the enemy selected.
AE | All Enemies | Affects all the enemies on the screen.

EZ Enemy Zone | Aftects the zone around an enemy.

Maglc Effect '__;R_a_nge
| Boomerang attack 1E
Wind | Flip by wind . A7
Wind | Attack by tomado EZ
| Blade | Jump attack . IE

lade | Split-spirit attack
i-a'_d_‘e*“'__Fa-st--_multilﬁatt_ack;. L

< Boomeran g
I Squall_
Rushmg Breeze
| _Poe Sword

1 Sybillum Sword
i{ Batallion Sword [

I..th- Recovers |
"f'i:.t'_l'l_;:}.;{_Recovers HP for party . AA
Ith |Pleasant sleep-inducer. . 1B

g P T
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|Type|

Maglc Effect

Purity Litany

Health

Recovers HP for one person

Tranquil Litany

Health

Recover HP for party.

Bright thany

Health

Steals HP ---> Party.

& Lucky Dice

Chance

Attack/Heal crapshoot.

AE/AA

Risk Roulette

Chance

Attack same party.

1E/1A

Anger Flame

Chance

Big damage crapshoot.

| Herbal Breeze

Assist

Pleasant sleep -inducer.

1E

o ASsiSt-

Heals most COIldlthIlS

T
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_Name

| Type__

| . Magic Effect

| Vulture Dance

Dance

Poison attack.

|Dance

| Freeze attack.

¢ A Needle Chop
2“8l Fantasy Dance

Dance

Creates confusion.

Haduken

Karate

Offensive energy ball.

4| Aura Wave

Karate

Energy shockwave.

| Attack with flying kick.

Maglc Effect

Flame Bomb

r Power Drlve

|Type |

Burning Rage |

Fire

Throws flre at enemy.

Creates deadly flre ring.

Increases attack power

Drops ice on target.

4 ICe Wall
4 o Ice Shell

e s'en'Sucker””” T

Cascadmg ice wall attack

ater :;-.Z'Incl‘ease lefenswe Power | 1A

_Seals off enemy S magm

w Pressure Cooker

:‘_-MYSJIIC e

b 4| Magic Swiper

Mystic

Hij acks MP from enemy.
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ﬁ“ '‘Most of the towns and villages that you will find on your quest will

~ have shops in which you can buy or sell weapons, protective gear, and
/0 1tems. You can earn silver to purchase items in these shops by fighting
¥ . monsters or searching chests you may discover on your quest. Be sure to

p = g
£ .a: g,
M

w"*\ keep the silver away from Lemina!

7\.

S (SILVER) .

Dlsplays SR R TRNeEEE ARSI Amount of silver the
the party. If the charac- @\CT= — 1= PPTF ) g party has collected.
ter steps forward, they @[ " ¥ = LY

( l T E M S .::.' } R _' o - 3 Name of the 1tem cur-

rently highlighted.
Dlsplays weapons ar-

Buy/Sell Prlce

Ing in theParty Wmdow To buy an item, first move the cur- ;

i L . A 1 3 5 B e

sor to an item you wish to buy, and press the "A" button. You | i
will then be given the following three options: { =

e T ings, first move the D1rect1on Key right or
left to demde which character will sell stuff. Next, in the {;
character's window, move the cursor to an item you wish to sell, |

and press the "A" button. Be careful not to sell items that you | 1
may need later!

Confirms the sale and removes the item from the character's inventory.

Cancels the sale and returns you to the character's inventory window.
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Starlights can restore small
amounts of lost Magic
Points.

nexpensive
way to heal small amounts of
lost Hit Points.

power over the years, but
they can still warp characters
out of dungeons.

Stlver Lights can restore
large amounts of lost Magic
Points. However, they are
very hard to find, and expen-
sive to purchase.

invigorates anyone who in-
gests it.

._ o T R T g R T T =
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These precious items can re-
vive dead party members
during combat.

:"2*': "‘E"""""j.a‘ e PR
This refreshing water can

heal the paralysis (FREZ)
condition.

properties that can purify af-
flicted souls of almost any
condition.

o ol

T perform the
same function as the White
Dragon Wings, but are de-
stroyed when they're used.
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This deadly weapon can put

1
a little 'oomph’ in Lemina's AR G e !
attack. R A A |
This fan 1s constructed en- _?
tirely of razor blades. It's ;
quite deadly, and only Jean
. v |
has the skill to use it. |
i
bt s Lﬁ- b iy el it s i T I
Little is known about this "
S e mysterious blade, except
Designed with close combat that 1t 1s said to empower the
in mind, this blunt, heavy bearer with great offensive |
weapon 1s very effective at power. It was last seen over |
pummeling opponents mnto a century ago.

dripping mush. {
|
_ The jewel-encrusted knuck- iy A1 o :

WY Lgr=s DY . sharp and very deadly. user after it's been thrown. It
2 ft’ 1"2 ' m"gﬂ o S 1s Hiro's weapon of choice. !




Due to its power, this weapon
cannot be equipped, but it
can be used as an item In
combat. It creates an attack
similar to Plasma Shock.

equipped, this magical staff
can also be used as an item
In combat to create an effect
similar to 'tempest.’

The iron fingers on this
deadly device can hook en-
emies before grating their
flesh to shreds. Jean is an

expert using it.

This sword holds the power
of Althena. It is one of the
most effective battle weap-
ons, 1f you can find it.

The spikes on this monster
weapon are specially de-
signed to inflict maximum
damage on opponents.
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This innocent-looking
bandana empowers the user

i
R PR e b

o

The uplifting powers of this

to use the pressure cooker . 1

e A 7 spell, which lowers the level pendlimt Tllhadd arle’in ﬂlle 1

R S AR SRR ARV 0 number of character attacks !

: v of opponents. _ ,.*
This regal armor provides su In combat, as well as protect-

perior defensive protection
from enemy attacks. Once
equipped, it also adds the
"Soul Blaster" spell to the
character's magic.

ing from Fire and Earth
Magic. "

|
s TR
best karate moves, as well at ARt IV IV SrRp s YL et
e R b T g e 1-;__1._&‘;"_: "F"';L'_‘:"' O o gt . A ) 7 e — — i i
e roviding good protection. The best reason to buy this
The best feature of this handy P SEPOCD teaifil helmetiss y .
Sy . eautiful helmet is to use its |
shield 1s that it protects the 0] o
' . anti-poison powers. Once '
user from most confusion P il
spiells equipped, it protects from
’ poison attacks.
------ 7 SRS AR ENAK St die s e ol d
One of the most valuable :

This cap will increase the wis-

: ] items in the game 1s this little
ﬂfiiif tl;e R:Earér, anW? L L Gt S S O SR el ring. If equipped, it will re-
Statemgnt. SIS PR Bleechwell gave this dress vive the user from death iI}-

two pinkies way up! It's at- stantly, and restore half their

tractive and yet, very func- Hit Points.

tional.
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riched with magic that pro-
tects the user from poison at-
tacks.

with the Power Drive spell,
which can increase the attack
power of the person on which
it's cast.

quent Freeze spells are a
problem, this armor can help.
[t features awesome defen-
sive features, as well as built-
in anti-freeze capabilities.

Once equipped,
empower the user with the

ability to cast the Recovery
Litany.

the user's magic endurance,
which will increase the effec-
liveness of magic spells.

T

wisdom of the user, as well
as reducing the effect of en-
emy Thunder and Fire as-
saults.

the fact that this ring, once
equipped, will reduce the
magic cost of spells by half.

Anti-freeze magic is melded
into this fine helmet, which

1s a match for the Thunder
Armor.,

Ao nel Y
; BRI

1
protect the user from sleep
spells.




You can use the "A“ button not only to talk to people but to |
 search and to start events. If you take the time to search, you [
_ can find hidden items that will be helpful in your quest. Don' z‘ |

forgef to press the "4" button to acnvat@ swztches and to start

key events | | |

i .: r~....._a...u.-ﬁ- --p.-_.._:.'..ﬁ__ T R e P ~?.
. ) G
~ screen for a brlef deSCl‘lpt]OH The help screen Wlll allow you el

. to see what effeet a certain weapon, armor, or equlpment will |
~ have on your character’s status. Some items have magic prop- | '
erties. If an item has a spell enabler, it w1ll be dlsplayed in | |
?_f_-red at the bottom of the box. L5

y If you need to restore your character's HP and MP, you 7.
. can do it at the Goddess Statues located in the towns and g
temples that you will visit. To recover HP and MP, push #%a
 the "A" button in front of the statue, and the character will "&
~ completely recover all their HP and MP. There are places
. 'where you w:ll have to pay for u‘ so be careful |

x Smcemany of the caves and dungeons have elaborate 'mazes f

. you may get lost exploring them. When you get lost, check the § ms{:ﬁ*%%ﬁ;-“-fiiﬁ-‘%?f"—:—j.":f:.' _-

 save screen to find out your present location. To access this §ls HEBMSED?
_ screen, open up Ruby's menu and select SYSTEM then SAVE 1
~ Your present location will then be dlsplayed next to the word § %&w T?ﬁ o

Z"AREA . YOU Cal‘l CﬂﬂC@l by Pressmg *'B v - ——

. When you choose a SAVE slot, don't use the same slot for an :
extended period of time. Every hour or so of gameplay, switch |
to another slot. This way, if you want to back up to a prewous

locatzon in the game you ea.n do SO effortlessly

“PICK A SLOT 10 smva {
LLUSiﬁH 00D 1
Lons_L__ 28RS amu
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LUNAR:Eternal Blue has taken almost three years to eomplete It features almost
lwice the text and over four times the amount of ammatlon of the orl gmal game. Games
of this quality do not come eheap LUNAR 2's. produetrou eost exeeeded $2 500,000,
In Japan, the game cost players the equwalent of over $100 and they patd it eagerly.
Since we were against that lcmd of bloated prlee tagj regardless of how mind-shatter-
ingly wonderful we thought the game Was we decided early on to. keep the MSRP at
$62.99. But, we Werent gomg to cut any eoruers in the produetron or packaging of the
American product. | &N |

For LUNAR:Eternal Blue only minor thmgs were ehanged from the original Japa-
nese version, sunply beeause the Japanese Versmn was S0 meredlble ‘First, the SAVE
[cature was modified to add oost to each save. We've wauted to do somethmg like this
[or a long time, and the expertenee system in this game f inally gave us the opportunity.
We felt that this would mal{e the game more. challenging by makmg you, the player,
decide it the neoessrty of.a save was worth giving up valuable magic experrence points.
Second, we made it so that the combat system remembers which magic was selected by
1 character. This seemmgly small change makes combat mueh faster, and therefore
less tedious. Thrrd we added the seeond song to the CD in standard 44.1 Khz CD audio
form. In the original Japanese version, you could only hear the second song in the
pame, since it was part of an animation sequence that was compressed. There was just
cnough space on the CD to fit this second song. on in full CD audio, so we put it on so
(hat users could listen to it whenever they wanted. Fourth, special music was added to
the sequence within the Star Dragon tower that provrded a better fit with the "mood" of
the game at that point. Finally, as has become customary 1u our games, at the end of
the game a number of outtakes from the reeordlng proeess are played Since the project
was so large, there were actually quite a few chosen this time: around ‘We hope you
¢ n|oy them - let us know if you want even more of thls kmd of "extra ‘in our future

One thing long-time fans will notlee m th1s manual is that our llstmg and descrip-
tion of magics and weapons remains Very austere “We get a few letters complammg
that we're forcing people to: buy the hmt books because we don t detail everythmg you

can use in the game. This seemed a good t1me to-explain our posrtmn The whole pomt

of a Role-Playing game 18 to "Role- Play i Your character doesn't neeessarlly know the >
exact effect of the spells or. Weapons they gam uutr] they try them out Likewise, we.--"

feel that the trlal and error adds to'the game. There s a sense of dtscovery when you

finally flgure out What obseure spells do and, 1f 1t's a cool and useful ‘wonder as well. y

Listing absolutely ever':ff;_._]'____fmg in the manual Wlll take that away We look at the\manuall
as a ”startmg pomt o l’r glves you all the basrcs and you re free to roam from there But,
I/ vou absolarely cc:m r Itve wzrhoat f—*"“owmg everythmg rhere IS a hmt book avarlable

T hlS 1S our last game f )i the SEGA CD The trme has come to move on to the Next-

.....

those !errers commgt’ Wé’ll see you on Saz‘amf

-
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A lege;d_ of old.

A story forgotten.
The memories, of true love
stolen from time.

A darkened romance.
Try hard to remember.
A doorway to the heart
beckons your mind!

And now, a corner of night,
can lift the welghl from you,
It's in your hands.

If just you undersiand

A destmy lDSt Sl

A bond that S been brc}ke_n e 4

The memories, ofa tlmé” =
that shpped aw ay

] I_..'_-_l.'L i iy e T ok Y
i : \ g ofda et
i ot

Just open your mmd < PN
the way lies before you Sy
A doorway to the heart ; (7

you Seek tD find K, e 2 ‘:'¢ .;‘.'.'?':"h-v:‘..nl,ﬂ- '-Il

Love can change the key you hold
into a gilded chance. ' -
So tear a memory from your mmd

looms ever closer,

‘When the comet pulls the bow, 7
_ The stars begin their dance. o i

,, IThe tlme when destiny and ho pe
b W111 gwe blrth ﬂgam e

!;'__<:ch0ms 2:=- i
= CTHepBits tobe, oo il |
T find a glimmer of the hfe;
o i should know. o 4
/ Only that nioment L
can sho‘w me what I hold SO. dear .

"Untll that moment e gEy ™
Ill fmd some comfort n the 10ve:- |

<ch0rus b=
Blue Star above me,

Your mystic shimmer tells of love,

I should know.

Whisper your secret. ———
That can eradicate my fear: "~ SR =500 70N

Blue Star above me,
When shadows lengthen and the dark

Turn on your shine and holcl me near.

<bridge>

s

l_\_

W1th1n my slumber. G |

and make it so real. ik %
_Turn on your charm and hold me near. PRy A
<repeat chorus 1>
Sl o IR e . g i = RES LR . "" SRaThiAy
LA ST LNl W] - i 3y gt i
B e L R S e Dsd it

Legend, vanishing memories, endless pageant.
Deep sleep of solitude,

someday time will come to be awaken.

Now, the forgotten old book.

Only the past is recor_c_led.

Circle of lights and shaclows the moon

is melting into the clouds.

Sound of wind, tune of journey,

in the unknown foreign town.

Someone 1s waiting for me for sure,

as if whispering in my ears, tells me secretly.

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

Even if the dark shadow brings the storm,
We'll turn the 11ght on.

Apremonition wanders amund the maze

When the comet pulls the golden bow :
I w111 start saﬂmg in the see Of the Mﬂky Way

L

.\ '\-. \ .‘:w- B I;"' : ‘k‘:
Blu‘e 1’1'10[:&'1':1 a fairy plays songs. / /

in such a way.

In the midst of the endless. r0nd0 of li ghtS'
and shadows. 7 :
Inviting Me. | X

Blue moon, dance the sky with a fairy. .
Future in my mind in such a way. .
Even if the dark shadow brings the storm, -
We'll turn the light on. " ;




When I was al,one I d1d not notice
the plercmg blue sky.

When If.-Was alone I did hear,
Heart trembling, sound of wind.

The person who taught me this 1s not just anybody.

Always being close by me.
Encourage me.

Your hear beat, feeling, imagined.
Exchange smiles, extended hand, being embarrassed.
Holding us together too.

When I was alone as one, 3 : j When i was alone as one,
my eyes were as blind, [ know Y my eyes were as blind, I know.
Sky brilliant with blue ele gance TR tiar - Sky brilliant with blue elegance,
I couldnt beheld | -1‘:4__.‘ | e I couldn't behold.
When' I Wassalone as one, When [ Was‘al’dtfe as one,
My heart was as ice, so cold. o1 My heart was as ice, so cold.
Wind whlspenng sweet melodles ) e ~ Wind whlspermg sweet melodies,
Teould not behold. T 4| ol could not Behold
'Slght to my eyeq Al Slght to my eyes,
and warmth to my heart, = ' and warmth to my heart,
Your _lqve h_as b;ee-l_;lx--such to me. B Your love has been such to me.
Pull C]DSGI‘ now, TN i Pull closer now,
And strengthen my lmnmg ! ' And strengthen my leaning,
Toward love to heal all my wounds. g Toward love to hﬁ:ﬂl all my wounds.
i '{I " ' 3 \-

<chorus 1> ~ By ¥ -?::repeat choms 1>
When our hearts both beat in time, ok A
There's magic in your smile, ol A <chorus B
[t seems there's nothing we can't do. ol When our hearts both beat in time,

‘ i There's magic in your smile,
And within your warm embrace I know there's nothing we can't do.
My heart will find a place e A /
Even from afar, And within you warm embrace,
Our love forever. shall be destlny Ve My heart will find a place,

_ . Mo PN ~ Even from afar,
{bri_dge:::, S A W A : - Our love eternal shall be destiny.
:‘\ ! i i £ “ X 4
o .,—E:T" 1:’..”-? G % -'F-I"- e 1 "":'I:

Full of sunshine,

Time to be wrapped 1n.

As much as possible with both hands,
Stretch and hold tight.

You and I, far away, even being apart.

Me and you, someday for sure, we can meet.
Pulling strongly to each other, the two of us.

<repeat>
When I was alone I did not notice

The piercing blue sky.
When [ was alone.
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page of essentlal information. | L

Inside its 'many pages, you‘ll_;find-;;'_----,, A ?'-';%?f *’1_ ;

'-{Thousands of detalled screen shots! 7 "’ ' "{ e e’ Tl
A complete walkthrough of the game from start to fmlsl:fi' i W =N
Charts describing every item, weapon, and ;me)nster'f ; L - % B
‘Butt-Kickin"combat strategies and top- secret«tlpsf Wi M oomF K
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Behind-the-scenes mformatlon on the creat;qn of LUNAR E;ernal 31118'
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