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Thelr nnclenl culture is nw extinct and iorqollen : 1

“-w.._.

The slmqqlmq remnunl'& of the race are plunged mlo u Dark Age of ignorance, <—
clinging to landmasses l caped the drowning of their world.

Yet amidst the blackness of r single bright hope reappears in the form -
of the glowing Sceptre: =

b ,g;ot mse&pr remove peﬁﬂernls or ﬁmen; Cnrds om:e the power is lurned on.
ﬁ-ke sure there ure’ea gh

Enqhsh version. M,ﬁls qume Sume screenshu!s might dlspluq pre-completion
screens lhul differ sli htly from those in the finished game.



HISTORY:
A DYING WORLD OF FOUR CONTINENTS

A Clash of Cultures

_The time: o hundred years before the events of this Sago...

The world was on the verge of destruction, ravaged by a war resulting from
intolerance. Two foolish nations, unable to accept the differences between their
cultures, had chosen to engage in violent conflict. €ach side named itself after
the magic on-which its culture was founded, one being the Imperiul Wizardry,

and the other, the Allied Spirit Army.

The lithinq escalated, and the two exhausted powers became locked in a
stalemate. Neither was able to win or to back-down, and it seemed that oll
~would be lost. However, the Imperial Wizardry unlockedrt,he seal on @

-~ prohibited magical super-weapon, destroying the central driving force, the
source of the Allied Spirit Army’s magic power. No one knows ‘})hglher this
happened by mistake, or whether the human race delibemtélq tried to destroy
itself. However, the magic weapon completely pulverised the sulﬂerrunemr water
channels in the lond of the Allied Spirit Army. This caused o lernble uphenynl
in the earth’s crust and knocked the planet off its axis, resultmq in the pelar

ice-caps melting into the seas.



The Wisemeﬁ :

This crisis had not been entirely unforeseen. The Four Wisemen, aligned neitheﬁ \
with the lmgeml leundrq nor with the Allied Spirit Army, had found a way -
to aid humanities survival. Usmq the power of a magical control tower, named
Airlim, the Wisemen chose four_continents, each bemq the locus of a sacred
power, and coused these contmems to rise and float into’ the sky. The people

thus saved from destrughon vowed-to reform their society in this New World.

To mumtmn the power granted bq ﬂlrhm and ensure that ihe conhnenls were

~~~~~

ceremnnq hud to be peﬁormed hq one of the Wisemen’ descendunls “versed in
the ancient knowledge emhudlehn the four Muqlc Orbs and the Spirit Chant.

But mony: qeurs have passed since lhen and it is now rﬁmoured that the Army
of the Empire of Sorcerq is on the move ugain. The Wisemen have disappeared.
Losing the power to stay afloat, the four continents have bequn slowly sinking.
Between the mdlqo sky above and the sea below, the world seems bound

for destruetion... ’



HOW TO USE TH'E CONTROLLER

In this section, we shall-start by naming the buttons used while playing the game,
and giving a brief overview of what they do. The button actions can be reconfiqured
at the Start/Main-Menu, but the actions detoiled in this manual are the default
actions as found at the stort of -the-game. More detailed information is given on
the pages that follow. The button functions are basically the sume on.the-field maps
and in battle. However, there are certain functions that can only be used when
fighting the enemy, and these are indicated by the phrase 'In Butle'.
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NOTE: THE GRANSTREAM SAGA™ cat
if you are using an Analog Controller (D
the left stick, ensure the analog mode switch is on {the L “
vibration function of the Analog Controller (DUAL SHOCK) can be toggle
in the in-game OPTION menu (see ‘Option’ in the ‘Game Menu' for more information).

&3 button: Check information / set selections
This button allows you to look up information about the objects that Eon *
encounters. You can also use it to talk to characters. Its other function is to
confirm or set your selection whenever you select an Item, a magic spell, or ui
response to a message. In battle: This |s used to attack the
wielding a weapon. It can dlso be used to mmand Strokes.

‘Fighting the Enemy’ for

@© button: Cancel

~ Fighting the Enemy’ for more information.

@ button: Magic



@ button:
field maps: This button is used to call up the Menu screen.

7 buttons: Change viewpoint

Each time you press the button, your viewpoint rotates 5 degrees clockwise.
Press the button to rotate Q5 degrees anticlockwise. Press the button
and the IGEW button simultaneously to return to your original viewpoint.

D:rpclmnal bullons / left stick: Move / select
‘buttons / left stick are used to make Eon move, and to select
message responses menu options and Items. They can also be used in Airlim to
o another continent. In hultle The directional buttons / left
sed to dash, and to mput Commund ‘strokes.

A bplton.




GETTING STARTED !

&

When you reach the Title Screen, press the START button on your Controller to |
access the Start/Main Menu, where you'll find the following options:

DATA LOAD:

START:
BUTTON CONFIG:

BUTTON CONFIG

Select this to load o saved gome and recommence at *
your most recent save point. See the section ‘Memory
Cards - Saving and Loading' further on jghis manval.
Begin a new game.
Change the quout of your Controller's functions. See*'
the section ‘Button Config' below. '

H
i

This option allows you to change the button settings as desired. On ﬁe BUTTON :
CONFIG screen, you will see an image of a Controller with the deiﬂull settings

listed and their actions as follows:

TALK / ATTACK >
CANCEL / DEFENCE >
MAGIC »

COMMAND »
R-ROTATE >

L-ROTATE >

DI

® :

)



On the bottom of the screen you will see three options. Press 4 /4 to highlight
an option and press the €3 button to select:

CHANGE BUTTON CONFIGURATIONS: See below.

DO NOT CHANGE Select to return to the Start/Main Menu
BUITON CONFIGURATIONS:
GO BACK: Highlight YES and press the €3 button,

then press the €3 button again to return
to the Start/Main Menu

CHANGE BUTTON CONFIGURATIONS

Press the € butﬁa to select this option. At the prompt, select YES to change
your button configuration and press the €3 button. Now press the button you wish
to assign to each action (e.g. press the @ button if you wish to assign TALK /
ATTACK actions to the @ button). Once you have completed assigning actions,
select YES to udvm. or GO BACK to reassign actions. Finally, press the €
button again to return to the Start/Main Menu

s




MEMORY CARDS - SAVING AND LOADING ; %
=

PLEASE NOTE: Do not insert or remove Memory Cards once the power is turne
on. Make sure there are enough free blocks on your Memory Card befo
commencing play by using your Console’s Internal Memory Card manager (con |
the Instruction manual supplied with your console for more information). InseH :
your Memory Card into Memory Card slot 1 only. N

SAVING YOUR GAME

%’f’
b %
Please note that when you want to break off a game, you can only save lhe du!u A
in certain locations such as the church, or facing a crystal. When prompted, -
highlight YES and press the €3 button to save your gume. See the sections ‘Saving

Data’ and ‘Crystals’ for more information.

LOADING A SAVED GAME

Select the DATA LOAD option from the Start/Main Menu, and tl\enpress the
START button. Three filenames will be displayed. Press 4 / § to highlight the
save you wish to load, then press the €9 button. 4
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ACTIONS

Controlling Eon

Eon is easy to control, and has a number of actions. The basics are covered here.

MOVE:

CHECK: |

|
f
|

|

VIEWPOINT:

CAN

Reqardless of your viewpoint angle, Eon will move towards the top of
the screen when you press 4, towards the left of the screen when
you press 4=, and so forth.

By pressing the €3 button, you can check the information on
whatever object happens to be in front of €on. For example, if the
object is a chest, you can check up on what is inside it. If a person
is in front of Eon, you can use this function to talk to him or her.
You can change your viewpoint, using the button to rotate the
screen view clockwise, and the IGEE button to rotate it anti-clockwise.
This function allows you to view locations not normally visible, such as
the back of a building.

When you press the @ button, several menu options will appear on
the screen. You can call up this Menu screen when using items or
magic spells, or when preparing equipment. See the section ‘How to
Read the Screens' later on for more information.

By pressing the @ button, you can use whatever magic spell you have
previously set using the Menu screen. For greater convenience, you can
store your most frequently-used magic spells on this button. See the
ection on ‘Magic' later on for more information.

When you select an Item, a magic spell, or a message response from the
Menu screen, you can cancel your selection by pressing the @ button.



FIELDS
Field Maps

% [
Towns, interiors of houses and other locations where battles do not ‘occur a
called field maps. In this section, we introduce the main facilities available in the
field maps. ’

SAVE: Saving data

When you are in a field map and you decide you want to break of

will need go to the church in the town in order to save the data.

menu screen will oppear when you talk to the priest in

When prompted, highlight YES and press the €3 button to save qounfmme.
- s‘%

SHOPPING: Buying Items
When you want to buy herbs or some other restorative Item, ca
Apothecary. To make a purchase, use the directional buttons to select the desired
item, then press the €3 button to confirm your selection.

SELL: Selling Items you no longer need
Items you no longer need can be exchanged for gems at the Paw
that this is the only place where you can sell Items. It's a good Jdeu to keep
converting your unwanted Items into cash. ]



INFORMATION: Collecting information

The bar is a natural meeting-place for large numbers of people. They will exchange

gossip, which can be a source of useful information. When you find yourself stuck
~ at some point in the game, you can visit the bar as often as you like.

OWER Other facilities

] find many other buildings in town, such as private houses, temples,
ops and the like. Some are locked and cannot be entered, but it's worth
look inside whenever possible.

ecking up on the contents of casks and jars
v find any casks or jors in a field map, it's always a good idea to view
ontents. You may find something useful inside.

]
4



THE DUNGEONS

Searching the Dungeons

N

Inside the dungeons are mazes and enemies determined to hinder Eon's progress. -

This section offers some advice on the dangers that lurk there. ‘:
>

MAZES: Watch out for the mazes i

Many of the dungeons are highly convoluted mazes. You will need to keep track

of your Life Points (LP) ond Magic Points (MP), and your stock ol herbs.
Sketching a map will help prevent you getting lost. Lo

TRAPS: Traps for the unwary
Special traps have been placed in the dungeons to keep invaders out. If you keep
your wits about you, and stay on the lookout for anything unusual, you should be
able to avoid them.

SAVE: Crystals

By pressing the €3 button when €on is facing the green crystal, you can save
your data. When prompted, highlight YES and press the €9 button to save your
gume. By pressing the €3 button when €on is facing the red crystal, you can warp
Eon out of the dungeon. .



TREASURE: Chests

By pressing the €3 button when €on is facing a chest, you can make him take
out whatever is inside. However, you should bear in mind that there is a monster
- called Mimic - which looks exactly like a chest.

BATILES: Fighting opponents
When you meet up with one of the various monsters that lurk in the dungeons,
the screen will switch to a close-up view, ready for a one-to-one battle. All-out
combat will continve until one party succumbs. See the section ‘Fighting the
Enemy’ for more information.

BATTLES

Fighting the Enemy

In this section, we shall start by covering the basic actions for €on. You would
be well advised to master the three actions ATTACK, MOVE and GUARD.

ATTACK: By pressing the €9 button, you can make Eon attack his opponent with
a weapon. The attacking metheds vary according to the weapon Eon is holding,
and the commands you input. See the sections ‘Equipment’ and ‘Commands’ for
more information.



MOVE: Eon's movements during battle have no reference to the viewpoint angle
or the top/bottom of the screen. When you press 4, he will move forward, and
when you press &, he will move backward. Please bear this in mind.

GUARD: When you press the @ button, Eon defends himself so that he is no
damaged by his opponent’s attack. However, Eon cannot move while pe
a GUARD action. Note that the opponent can also attack from the si
GUARD does not work against all kinds of attack.

DASH: By pressing in a direction twice in quick succession, you can
perform a DASH action. If you make him dash forward and hold the butte
you can make him collide with his opponent.

MAGIC: By pressing the @ button, you can make Eon use a magic spell,
have previously set. Keep an eye on the number of Magic Points (MP) you/|
and use magic wisely during battle. See the section on ‘Magic' for more i

AIRLIM

Using Rirlim to Move Between Locations €

Airlim, staying afloat by magic, and capable of high-speed movement, will su
be of help to Eon in his quest.



MAP: Moving between continents

Once you are inside Airlim, the name of your current location and an image of
the continent is displayed on the screen. To move to a different location, use the
directional buttons / left stick to select your desired destination, and then press
lhe 3 button to confirm your selection. Inside Airlim, you can also look up game
nd save data. Use the @© button to move backwards through the menus.
) VICE if you want HELP or to SAVE.

§ The magic tower Rirlim is 50 metres tall and
15 metres in diameter.

This magic control tower was built during the
war, its purpose being to store and control
the magic power of the Army of the
Federation of Spirits. Possessing a quasi-
human persona, it operates on the basis of
vles loid down by the Wisemen. When the
four Magic Orbs are dligned, Rirlim is
activated and can be moved to any specified
ent. Then, when the Spirit Chant is recited by a descendant of the Wisemen,
firlim gives the continent energy to keep it afloat. When all four Jewels are
“gathered together in the hand of one person, that person is recognised as the
master of Airlim, and has control over it.




. ADVANCEDINSTRUCTIONS
; ' + 2 THE SCEPTRE — : =

Whul Gxacth is thp Scrptre’

The Sceplre isa leqendurq object, a kind of magic wand, the remnant of an ancient
civilisation lost in tha,mstswol time:- Mounted .in o bracelet on Con's left arm, it Z
has a will of its own. Who knows where this mysterious force will lead him?

€on's leftarm ; ' :
Brought wp by Valos, Eon has a qreemcrqstol ‘which he hus treasured ever since
he was a_small child, purelq as a-keepsake of his porents. Theugh unaware of its

lulenl*pm. he-has had it mounted in o bracelet which he never tokes off. Jgi

‘The nwnkemnq P :
Having followed Valos to the tnmhs of the- Wisemen, Eon nltempts to touch o rellc 3
of the ancient )cmlmtwn fs he does so, the crystal on his left arm emits @ ’
bright light. He has no idea what this means. 3

The activation

In the depths of-a maze, €Eon finds the statue of kmth in armour. Wlthoul |

warning, it starts to move, and advances toward him. Just at that moment, the

crystal starts glowing again. Enveloped in its green light, Eon |nslnnth finds
- himself holqu a weupon and adorned in armour! :



Restorative powers

The Sceptre possesses strange powers enabling it to restore destroyed objects
from their remains, and to copy and memorise all sorts of things. These powers
will be useful to Eon in the course of his quest.
Weapons — Tl =

The Sceptre has the power to restore mighty weapons and svits of urm"ﬁTJr created
by the ancient civilisation, making them instantly availoble.: Usmq the Sceptre's
powers, Eon can take on oll sorts of lurmldulﬂe opponents

qupmpnl and atiributes i - :
-Items of Equipment- always have attnbules . of specml pmperhes Ddlﬂ:eni items.
of Equipment inflict different degrees of dumuqe on the oppenent, so take care
to choose the nqht Equipment to hqht euch efemy.. See the sechon on
‘Equipment’ Ior more miurmuhon : & 8 =




- INFORMATION.
to Read the Screens

.LP [Llie Paints): The top bur shows how |

ter reuches zero, t’ne gome w:ﬂ 1

force” Gon hus Ieil
ches zero owing to -
t 5[ by an- opponent, . =

und fmdhlswuqumund =

ie. Menu. scras that will pe%r when qnu press ihe @
nol buttons to select the desired menu. :

€. .{,

nuch Ilfe force €on has left. When the ;
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MENU (press the @ button)

[TEM

The ITEM screen shows icons representing the items, and the number
of items Eon currently holds. The directional buttons are used to make
selections. When the cursor is moved on to a particular icon, the name

~of the item is displayed, along with a short explanation.

€OUIP.

MAGIC

STATUS

As with items, icons are used to represent weapons, armour and shields.

“ On the EQUIP screen, AT stands for ‘attacking power', and DF stands

for 'defensive power’. In each case; the number on the left shows the
current value, while the number on the right shows the value ofter damage

~incurred while using Equipment. The main section of the screen shows all

the items of equipment that have been stored using the Sceptre.

The top half shows magic spells that can be used in field maps, while
the bottom half shows magic spells that can be used in batile. An icon

~ represents_each magic spell that can be used. For each magic spell,
- there is a name and a brief explanation of how it works, including how

much- MP will be_consumed if lhe'muqic is used. -

On the Status Screen, LV andicutes Eon'; ﬁurrent’i-.ﬁel. LP stands for
Life Points, and HP stands for Hit Points. In each case, the number

on the left indicates the current value, while the number on the right
indicates the maximum value. GP in the bottom right black shows. the



=

1

g {

monelurq value.- [Gem Points’) of the gems currently held by Eon. The 3
top right block~shows the weapons, ormour and shield which €on is "j
currently eqmpﬁed with, and  their attacking power (AT) and defensive
power (DF). Mﬁnm right-block, MP shows the current number =
of Magic Pomts;“ e current field and battle magic spells selected.

SCEPTRE This screen shows i mmsiund names of the jewels slored by the Sceptre
You can ulsom it |

OPTIONS. This screen is divi el
to change the e spel :
icon, then prass

TS

g >>
Set message speed to slo - Set speed to fast

= The-middle"section allows. ﬁqh '€T and press the €3 z
" button, then hlqﬁ’ﬁgblgésﬁ and pres M Eutton again “to quit the current game.

%e botfom section- contmls the Vlbmlmn Fonction of _your ‘Analog Controller -
[UUHL SHOCK).-Use the §3 button to: wm ‘tl;e Zihmffen Functmn ON or OFF.

- BATILEMENU ~ 'j

0f the six Menu screens’ the SCEPTRG und OPTION screens cannot be used in
battle, so they-are not. displayed while o battle is in progress. The remaining
optiens remain as for the Field Menu.




=i MAGIC

The- power of magic is still dlive in the four continents. By making use of this
powerful force, Eon is able to employ a wide range of magic spells for attacking
enemies, restoring broken objects, and other purposes.

How to use magic

1-Call up the Menu :

The menu is called up bq pressmq the @ bhutton. When you do this, the on- screen
action pauses, .50 you can take your time. Select MAGIC from the menu, then
press the €9 button.

2 Select a magic spell

Use the directional buttons or Teft stick to highlight the icon for the desired magic
spell; then press the €3 button to set your se]echon To exit the menu, press
the @ button. '

3 Activate the magic spell % iR
The @ button activates the magic spell you have just set. You can now activate
it whenever you want. There is no need to cull up the menu screen ﬂqmn untﬂ
you want to set another magic spell. —



IN BATTLE: Spells that can be used
The spells used in the field maps und in
difference is that fewer magic spells can be u

Using up MP (Magic Points) :
Whenever you use magic, you use up a certain number ol MP {Muqlc Points). You
 should keep track of the number of MP you have left. You can lﬂsn,*lemsh your

MP by using a potion: see the Magic List for more information.

Learning new magic spells

In addition to the spells available fr
getting hold of an item known as the
other stones on y




just a few of them.

LIST OF MAGIC SPELLS

Eon learns many powerful magic spells os the saga unfolds. This section highlights

SPELLS USED IN BATTLE

The magic spells that can only be used in battle are listed below. There are two
main cateqories: spells used to inflict dumage on an opponent, and spells used to

assist Eon.

FROST ARROW
BLIZZARD
LIGHTNING
POWER PLUS

__ AMOUNT of MP USED

EFFECT

FLAME SHOT

15

Releases a powerful ball of flamee
which domages the opponent by
burning and exploding.

es a firestorm, inflicting
damage on the enemy.

in three directions.

Discharges o holt of lidmtnnq fommla
Increases €on's attacking power
for a certain period of time.

Eon's defenswe pewer




FIELD SPELLS

b e

‘Spells used in the field maps. These spells are muinhi]used when moving around in the -

dunqenns Mul(e use of them when qou are lost, or when you want to avoid o llth

FIELD MOUNT of MP USED EFFECT
AIRLIM RETURN 90 Warps Eon-instantly from inside |
= - : r { the dungeons to the entrance.
EVIL STOP 120 | Forces a prowling enemy to come |-
=™ - to o standstill.
GENERALSPELLS - n

Spells that can be used hoth in battle and ln the field mups These spells can be
used not onlq in town, but dlso in the dungeons, and when fighting the Enemy.

This range of spe“s is useiul for restormq physical strength.

| -~ AMOUNT of MP USED EFFECT
HEALING q0 Restores a small number of LP.
STRONG HEAL 70 Restores a medium number of 1.P:
MAX HEAL 100 Restores LP to maximum.

- These are not the oniq spells. There are many other magic spells besides the ones

introduced here. Keep your-eyes-open, and have a look in the shops.

i

?



: ITEMS
USING ITEMS

1 Call up the Menu screen 3
When you want to use an item in battle, or in th?' field maps, stort by pressing
the @ button. This will call up the Menu screen. Select the Item optlon and then
press the €3 button to confirm qour selection. - .

.

2 Select an Item
The Item Selection screen wnll show icons representmq the nems currently_held.
When you move the cursor on to lhe icon for the deslred item, an explanation will
-appear in the Message window. =

3 Using the Tony \- @ BN ‘

When you press the € button to set the  selected llem [choose ellher USE or
DROPJ, u confirmation message will be displayed. Press the 63 huitun again. The
Menu screen will close, and Eon will now be able to use the Item you have selected.

Dried herbs Price: 60 gems ~
These medicinal herbs con restore €on's LP [L|fe Points),  recovering
approximately one third of maximum physical strenqthi ‘Being cheap and on sale
everywhere, this is_an easy Item to get hold of. It's a good idea to keep some
in_reserve ot all times. :



:——eon's' MP’bq 70 p.e' ke o point of huvmq some in reserve whgn you venture :

into the deepest dunqe o ge lb ﬁq‘ht L] pnwgl‘lu} opponent. - ;
ﬂnqpls Fpather = /5 10 “gems i- o Il TR = T :"E
This i |svtr!nug|c [euiher ws Eon to-warp mslunth from msnde the dunqeons .
_back to the entrance I's Feather c 4[

{ ﬂgqui(ind Items
ﬁemsrcnn be ac



EQUIPMENT
Weapons, Armour and Shields

You can prepare Eon for hattle by eqhippinq him with powerful weapons, armour
and shields (restored using the power of the Sceptre).

Don't forget the Equipment!!

1 Call up lhe Menu screen

To call up the Menu screen, press the @ button. Highlight the EQUIP option,
then press the €3 button. The icons for the weapon, armour and shield currently
held-by Eon will then appear.

2 Select the Equipment e

Press 4 / & to select « WEAPON, or HRMOUR or @ SHIGLD quhllqht the
icons for the items you want €on to hold in his right and left hunds, then press
the & button to set your selection. —

Item combinations > : e

The weapons, armour and shields euch have their own pnrtlculur ‘strengths nnd
attributes. Different combinations of items will produce different effects. Several
particularly effective combinations are covered in this section.




ORIGINAL: The Original Equipment is
with. Although this Equipment has no
weaknesses either, and it is basic and easy t

MAGIC: The Magic Equipment is effective against moqic"”‘ntt‘ucks. The weapon ;':
known as Avenger has the power to absorb the opponent’s Magic Points. :

HEAT: The Heat Equipment is designed to cope with heat and cold infliction. By ‘
switching between the weapons 'Valhalla' re Sabre’, €on car g, both
heat and cold. ‘

|ﬁes defensive power with attacking powk
, it defends Eon from the opponent’s ot

HEAVY: The Heavy |
Because this




COMMAND STROKES

F What exactly are the command strokes?

The command strokes are death-blows that inflict heavy dumage on the enemy
with one single stroke. You can't afford not to master them!

Besides the ordinary method of attacking with a sword by pressing the €9 button,
there are special methods of attacking by using the directional buttons in
combination with the €9 button. These special methods are known as command
strokes, and lheq huve a high attacking power.

The attacking melhod may vary depending on the weapon Eon is holding, even
thouqh your inpul remeins the same.

_ Basic Command Strokes

- The Lonq Sword, » busic we andle, and also hus plenty
of attacking power. Wh , ended re:
Long Sword ons: Broadsword, Bastard Sword, Flare Sabre and others




NAME OF STROKE

Right diagonal slash
Right horizontal slash
Left horizontal slash
Forward overhead slash
Continvous attack”

" Continvous attack
By holding down the €3 button, you can carry out a non-stop attack. This is best |
used when learning your opponent's attack patterns. |

SHORT SWORD STROKES
Weapons of the S|
Although their attacking
Short Sword weapons:

nd suitable for fast, viml
ey enable Eon to confuse hls opponen
tor and Holy Knife among others




BLUNT SWORD STROKES

Blunt Swords have restricted movement because of their weight, this makes them
g extremely difficult weapons to handle. However, when they hit their target they
| exert o terrific destructive force.

Blunt Sword weapons: Battle Axe and others

NAME OF STROKE | COMMAND

Vertical Slash (}]
Horizontal Step Slash g

;ranced Command Strokes

to use more powerful
effective.




 SHORT SWORD STROKES. -

NAME OF STROKE /

- COMMAND

Z-shaped Triple Slash.
Screw Slash
Quadruple Thrust

(}] [keep the hmmq even)

BLUNT SWORD S—TRDKéS;{"

NAME OF STROKE

" COMMAND -

- Cyclone Slash
Cross Slash
Rolling Slash

" EXTRA mmmm% B0UT

b Proqressgq to hlthf fwels

:fn’é'féud, he pragresses to hnqhet

levels bq fulhllmq cerinTn cnn;hhons suﬁl assaccess‘iﬁm getling through specific

events. Guch hme Gon fises to a new level, his cupubﬂ‘ ties increase.




Gems

Whenever Eon clears a hurdle, opens a chest, or vanquishes an enemy, he
frequently acquires gems, which are vsed os money in the world-of the Saga:
These gems can be used to buy Items.

Sceptre Force
By overcoming an opponent without the use of magic, Eon can gain Sceptre Force.
If he gains Sceptre Force in more than one successive-victory, changes will occur

in his Sceptre and his Items. To discover what these changes are, you will have .

to experience them for yourself, which means doing your best to acquire Sceptre
Force.- Note that using any Items or magic in o battle will disqualify €on from
gaining Sceptre Force. You are also disqualified from gaining Sceptre Force by
sustaining injury in a batile. :

GAME OVER - , =
When Eon's Life Points (LP) drop to zero during battle, the game will terminate,
and Ijou will-have to go back to-the point at which you lust saved the game data.
You- should therefore take care to save your game on o reqular basis.



 THE WORLD OF THE SAGA
A View of the World and the Conditions Prevailing

1. THE CHARACTERS -

Son's childhood, there wos one thinq
Valos s stronge: the faintly glowing
green crqstiﬂ in the bracelet on €on's left arm.
™ €on himself hos no clear idéa of the exact

nulure of his_crystal, ullhouqh he thinks of it as
his-parents, whose whereabouts he
(s known:=-Valos, however, privately
(Mg suspects S that the. crqstu! is the legendary Sceptre,
* and that Eon, raised in obscurity, is in fact the child
| of destiny, guided by this ancient token of mugic power.




Aicia Eldeen

Having lost his way and blundered into the back room of a church, €on
sees @ vision of a young girl. Her-name is Arcia, and she is a descendant
of the Wiseman Zora. Having fled from the Empire of Sorcery, she had
previously sought sanctuary in the church, and had been hidden there
by the priest. However, she has since been captured and-taken back
to the Empire. So bitter is her_distress, that her-cry for hélp
reaches €on in the form of this apparition.

On his way to find Arcia, Eon
| slows u’wuq in_a chamber in the
~ airship Gude belonging To the air-
pirates known as the Desbat. It is
here that Eon meets a girl called
@Y | aromee Restalio.  Although
Laramee is one-of the-pirates
herself — the sister of their
leader  Slayzer — -she is-
intrigued by Eon's situntion, -
and decides to help him.




Valos Lanzard R

ﬁ;i haeologist specmllsmq in the archaic magic
The elderly Valos Lanzard has spent many
ing the legends surrounding the continents, -
of the Spirits and the magical arts of ancient
lost his own family in an accident, he
(junq orphan Eon, and brings him up.




Slayzer -

Slayzer, the brother of Laramee, is o ljbunq man who has wen
fame os the leader of the Deshat air-pirates. Proud of his
own capabilities, he is contemptuous of the Empire of
Sorcerq because it relies on the power of an ancient
civilisation. He Tooks down on €on for the same reason.

Gude, the hiqh-épppd airship

Length including tail: 28 metres; wing span: 82 metres
Built to a design drawn up by Zirvas (former
sorcerologist of the Imperial Army) the airship Gude is _, (]
capable of travelling at ultra-fust speeds. Originally used J~
by Ziruas to-escape from the Empire, Gude is now used :
by the Deshat air-pirates, led by Slayzer (the ~ g
nephew of Ziruas).



it

- 2.THE FOUR CONTINENTS

~ The Four Continents ha
dark cloud hangs over t

¥ 'al i

Shilf




T

Volcos -

The continent of Volcos has a-volcano os-its central
feature. The volcano has a town on either side - an
arrangement which maintains the balance of the
continent. If_this equilibrium is destroyed, the
geothermal source inside the volcano could spew
molten_lava over either of the towns.

Zephere

The uninhabited continent of Zephere consists of sand
and oxidised iron. Its existence is shrouded in
mystery.. The Empire- of Sorcery has set-up a

. base here.




'lstunce ol |ts sword, it wnll uttock usmq
erful Iuser 5 O e -93 _

d, loiqu‘é monster. Its B |
4 mul(e 'l dlﬂlcull lo bilﬁf 5

way.to utluck STusﬁer is with @ R1th I-lonzonlul :
§lnsh usmq o Lonq Sword




Sorcerer

Sorcerer’s specidlity is attacking ot a distance,
A\ using magic. It is probably impossible to get the
£ better of this enemy-unless-you dodge its magic
spells -and leap right on top of it.

| com et -

Helth lenqth and width: 120 metres

Vanqpl the magic warplano :

“Vangel is the lost surviving example of Ihe
maximum-strength warplanes mass-produced by the
Army of the Empire of Sercery, and deployed in |- *
the Great War, a century before the events of this |55
Saga. Munuiuctured using the highly-advanced |l
sorcerous technology of its time, it cannot be rebuﬂi as the technoloqq has
been lost, and the materials are no Tonger available. Magic torpedoes are its
principal weapons, although it is dlso equipped with fire-hombs. Complete with
dimensional-pressure barrier, Vangel is essentiolly a sky Inrtress. with plenty of
attacking power, it is able to withstand just about anything, including dragons.
However, due to a shertage of crew, power and Sorcerer’s Stones, it is
: ~ currently operating at only G0% of its original copacity.




& THE START OF THE SAGA ~

On these puqes, ‘we njfer a few hints to help you pass the first few areas i
of the gome.- i i

&

. ﬂlter listeninq to Vuﬁ? words, Eon opens the door and enters the house. Valos : £

~wants a cup of tea, so the hrst thmq €on has 1o do is imd the teacups. Don't
farget m boil the water. x , 5

* When Valos sets oﬂ to Took for the missing boq, he_ qoes duwn a lodder. towurds
the: ceme of the rums €Eon mﬁ“st follow him down the sluirs

g iy

* Deep in the ruins, Eon will find @ relic of the ancient culture. Enn touches the

beautiful. qlowmq crqstul At this pomt You should save lhe dota for the gume
so far.

g e

* Led by curiosity, ;Qol) walks deep into the m(;ze. He finds o statve of a

knight in armour, which suddenly comes to life os he approaches it! Here's your
first battle...








