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A familiar sight to’ SQUARESOFI' fans, Chocobo is inquisitive,
onal and high- spiﬁ{ed This fine-feathered hero can cast
magic, claw foes, and use items to survive the dungeons.
Your job is to learn how to use all of Chocobo’s abilities

‘to the utmost, mcludmg equipping him with Claws and
" Saddles to boost attack and defense stats.

Chocobo needs to do more than fight through the dun-
geons. With certain items, Chocobo can dig through walls
to find special items and new passages, as well as capture
Essences from the enemies that cross its path. Chocobo
must also learn to rely on the kindness of his friends or
helper characters to.get the most out of each trip into the
dungeons. :

Mog

¥ The money-mmded Moogle, Mog, is Chocobu s companion
- throughout parts of the game. With his knack for rooting out
Gil from enemies and some decent attack power, Mog is
important for stealing ltems *m ‘dungeons and managing
Chocobo's finances.

It is Mog’s curious nature and mterest in financial means
that launches the pair’s adventure at the Cape Dungeon
at the beglnnmg of the game. Trust Mog to take care of
Chocobo in a tlght squeeze once il.j_reach the Village,
but the Moogle’s persistent interest in treasure and Gil
can get Chocobo into plenty of trouble..




T -.'_—-ﬂne of the only humans in the game, Shtruma isa kmd
natured girl with a talent for healing magic. As a White Mage,
she can heal Chocobo during trips to the dungeon, but only

- once per floor. Once in the Village, Shiroma is always there for
Chocobo if you need to save your game.

The other villagers harbor mistrust for Shiroma once the dun-

~ geons appear outside town. What has caused this rift? Can
i Chocobo help the situation return to normal so Shiroma and

; wllagers ‘can get along again?

soig J91onInyY>

An eccentric inventor who resides in the tower outside the
Village, Cid is a brilliant but often finicky old man who spends
his days tinkering and creating machines. Cid‘s Tower is yet
another dungeon that Chocobo must explore to retrleve the
treasure at the ocean bottom. ;

As a helper character, count on Cid to help Choceobo in ple’nty of
different ways, including dropping Land Mines to discover
secret paths and items in a dungeon! Cid’s main strength is in
creating different gadgets and machines for Chocobo to
explore. This list includes the mysterious Submarine and
the CidTank. Chocobo cannot, however, use Cid's gadgets
or machines.
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The laboratory of the Black Mage in the Village is a perfect place for
l"_ " Chocobo to learn about the different aspects of the game. It's a wise
. ideato drop by the lab to find out if anything is happening—you'll
. be greatly rewarded with some very special items. Listen very
a’refullv to -each mage and you ;ust might learn

soig J31onInyY)

Mrs. Bomb

One of the matrons who live in the Village, Mrs. Bomb
spends most of her day caring for her explosive brood.
Although usually kind of heart and caring, her disposition
has suddenly shifted and she now has a distinct distaste for
all humans. Shiroma relays that this only happened once the
dungeons started appearing around the countryside near the
Village. Can Chocobo help?

. vou're staving
tuo? Well. 1 ques:
w
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Welcome to the Dungeon!

Bursting with mazes, enemies, and items, Chocobo’s Dungeon 2 is first and foremost a dungeon
game. You need to learn how to best fight the enemy, how best to equip yourself, and how best
to manage your inventory. On top of all this, you must maneuver through increasingly massive
dungeons. Initially, this feat may prove daunting for any adventurer, so we've compiled a helpful
section to guide you through the basics and not-so-basics of getting around Chocobo’s brave
new world. This section will provide an easy reference to some of the oddities and wonders
found in Chocobo’s Dungeon 2!

Getting Around

2F w3 HP 38/45 85%
There are two different environments in Chocobo’s
Dungeon 2: the Village and the dungeons. You have to find
your way through the Cape Dungeon twice before you gain
access to the Village, but once you reach it, you'll find that
you can buy items, chat with a host of characters, store
excess items, and save your game in the different resi-
dences there.

wat, The dungeons are a different story. Although you can sav
L berween foors 1t you have a n your invente
§ dungeons are all about exploration and battling enemie
You'll spend your time gathering items and equipment
while learning the finer points of combat from a slew of
creatures. At the end of nearly every dungeon you'll cro
+ paths with a Boss that you must defeat before you can
move on to the next dungeon. '

Musterious Dungeons

_ = _ 1 w1 Hr 35735

The mazes in Chocobo’s Dungeon 2 are unique because e e
once you enter, the only way to exit is by using a e T

- You cannot backtrack to the entrance. Instead, each '
dungeon consists of randomly generated floors that change
each time you set foot in them. The only consistent thing
. about each specific dungeon is the amount of floors it has

B and the events that transpire inside them.



It's always a wise idea to pack a Teleport
Tag whenever you set foot in a dungeon.
Otherwise, the only way to get out is by
finding the exit (which is usually just past
a Boss) or by getting knocked out. When
Chocobo gets knocked out (or KO’ed), you
find yourself outside the maze, missing all
the items that were previously in your
inventory.

Saving

7F w62 HP270/371 105%

To save your game in Chocobo’s Dungeon
2, you must either be outside a dungeon
or, if you're inside a dungeon, have a

* Memory Tag while passing to the next

- floor.

The game saves over the same spot repeatedly throughout your ;oumey, so it's
~ wise to copy your file whenever you restart the game so you can reload an old
- saved game if you need to do so. This method isn't necessary, but it helps in

 case you lose all of your items and mistakenly save over your previous slot.

 For example, in the Main Menu screen, choose the option
~ you select a saved block to copy, that save will appear twi

" “card selection. When choosing the option “Load a game,
choose the second saved block to avoid overwriting the firs

_opy_a gam& Once

Your Character

; You control Chocobo throughout the game.
' Chocobo’s main method of attack is his
kick, which can only be used when explor-
ing dungeons. But you also need to use

to defeat the Bosses and

~ monsters that lurk within the dungeons. Hi—Potion
hit Mog

Two Player

I 1f wé2 HP371/371 128%

ATB Displav  ON Chocobo’s Dungeon 2 is a unique RPG in
Map Display ON @ - s
2p that it allows a friend to join in on the
Sami action during dungeon segments. Simply
choose 2P in the NPC (Non Playable
Vert. Adiust D Character) Mode option under Settings

and a friend can control the auxiliary
character when Chocobo heads into the
dungeon.



1F w62 HP371/371

I TRt

127%

The catch is that the second player cannot equip or carry
items at any time. The only move allowed for the NPC char-
acter is an attack that can be carried out only when the ATB
gauge for that character is enabled. Chocobo is still the main
| source of items, health restoration, and item collection.

Battles

1F w62 HP371/371 129%

Because Chocoba’s Dungeon 2 is more of a dungeon RPG
than a traditional RPG, its systems may seem a little diffi-
cult to grasp at first. In the same vein, the game’s battle
system may take a little getting used to.

All battles in Chocobo’s Dungeon 2 are time-based, using
45 wé2 1203371 110% the now familiar ATB gauge used in other SQUARESOFT
games, like FINAL FANTASY VII and VIII. This ATB gauge
graphically displays if and when an enemy is about to
attack. The catch in this game is that everything in the dun-
geon is based on how many turns, or movements, you take.
Each time you take a step, it affects the movements of all
other creatures in the dungeon. Therefore, if you simply
stand still, nothing happens. The moment you dash across
the screen, your enemies are free to move again.

4F lv62 HP204/371 110%

Learn how to use this feature to your advantage by giving et o
yourself time to prepare for an attack or by taking a A '
moment to select a Magic Book to use against an enemy.
Depending on the speed of the enemy you're facing, fights
boil down to turn-based moves. For every attack or move
you make when confronted by an enemy in the dungeon,
your enemy returns the favor in kind.

Traps

1F v62 HP293/371 12C

Ao T "

As soon as you step foot in any of the dungeons in
Chocobo’s Dungeon 2, you'te in peril of stepping onto a
trap. Although some of these traps can actually help you,
the majority of them damage or hinder your efforts.




6F 62 HP127/371 102%

_ 01 higgered.Ynu tﬁg—
s by stepping onto them. There are
ways to expose traps without risk-
limb, or status. One way is to use
whenever you reach a

'in a dungeon. This way, all traps

FIRYSM T DEL YA MR EPL] are visible throughout that specific floor.
The other way to reveal traps is to either

light a torch or mechanical generator
using a or

(mechanical generators only use Thunder
Books). After lighting the torch or genera-
tor, all the surrounding traps are revealed.

. Below is a brief list of the more common traps you need to watch for:

Trap Effect
Lost-Child Trap You forget the map

. Peel Trap All items are unequipped
_ Landmine Explosive damage
= Frog Trap Turns your character into a frog

~ Invis Trap Makes character temporarily invisible
Confuse Trap Causes temporary confusion
Poison Trap Poisons your character for a short time
Level Up Trap Raises your character’s level by one
Nest Trap Drops your character to a lower floor
Warp Transports your character to another area of the same floor |
Spike Trap Causes significant damage with spikes
Sleep Trap Puts your character to sleep for a short time

" Attribute Traps Temporarily raises or cancels certain attributes

F_ There are more traps than the ones listed here, so you need to be careful when
exploring dungeons. When you're incapacitated by a trap, like the Sleep Trap,
""" enemies are free to attack until you regain movement or consciousness.

Fountains and Springs

~ As you explore the game’s dungeons you'll
- discover s:uare-shaped impressions in the 6F lv62 HP126/371 102%
ground that are sometimes filled with R gt L T

water and sometimes empty. When they're
filled with water, you can use an Empty
Bottle from your inventory to scoop up
tonics. The amount of tonics that you can

- collect from each fountain varies from one
- to three helpings, but they're important

- for when you're running low on tonics.
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Once you enter, the shortcut is exactly like
a dungeon with a single floor maze. In the
shortcut area, your job is to find the
staircase that will take you
to the specified floor—in
this case, the sixth floor.
When you find the stair-
case, you'll be able to

jump to the sixth floor dungeon...vou can’t get
v put unless vou pass put
with ease. or use a Telepport Tag.” ¥

The situation changes
more than one assigr
within a dungeon. For exa
Tower there are two sho
sixth floor and the ot
floor. To ju
need to take the shortcut entra
Chubby Chocobo’s Item Shop and |
SECOND staircase in the shortcut.

when y

skt

and higher floor.

E p%\

':."'hf-:'@u_ngeons like the Sea Floor Dungeon, you need to find your way through a
andful of shorcut areas to reach the highest shortcut. Confused? Don’t be—it

may take a little getting used to, but in the end taking shortcuts greatly
~ improves your chances for surviving the Boss fights.

A good rule of thumb is to continually fight through the lower floors and

~ progress up to the floor just below the Boss, and then exit. When you're ready,
. take the closest shortcut to the Boss to save your items, energy, and Magic

Books for the final fight of the dungeon.

area. The second staircase will prompt you
with the message “Another Shortcut” and
if you take it, you have to fight through
another floor of enemies to reach the next
staircase, which takes you to the eleventh

sisog awnn
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2F v62 HP335/372 118% BIHIR T oo way to defeat Doom or
; escape from it to the next floor, you need

some very specific items and a lot of
experience. Never attempt to shoplift from
Doom unless you're prepared. One
method is to use or

- : to prep a getaway path through the
To buy an item'g_?iok"“:lj:.__,, % walls. Make sure the path you make is
R LRl L' wide, to avoid being trapped. Using a
Haste potion also helps you in running
from Doom. Once you grab the item, make
a run for it and make sure you know where the staircase to the next floor
is located. If you slow down for a split second, Doom and its buddies will
catch up. In most cases, you'll be KO’ed and kicked out of the dungeon.

' Fighting Doom

Doom is the hooded figure that guards the

~ dungeons. If you linger too long on one

. floor of a dungeon, Doom will chase you

" down. You can escape by finding the stair-
| case to the next level, but you'll have to
do it quickly. The same is true if you open
. a treasure chest with Doom waiting inside
- of it. When Doom starts to close in on
your party, watch its ATB bar carefully.
When it begins to power up for its assault,
. KEEP MOVING! By doing so, its ATB bar
‘won't have enough time to build up to
“enable its Scythe attack.

3F v62 HP171/371 112%

)

The Scythe attack depletes over 200 HP from either
you or your partner’s health gauge in one fell

- swoop. Therefore, unless you're completely pre-
pared to take Doom on, it's always a better
choice to simply run.

Vet ! o
& '*—P"'r‘-{:-.!-"w‘l‘
ey
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Getting KO’ed and Starting Over

When your HP reaches zero while in a dungeon, you're
KO'ed. When this occurs, you're returned to ground level
outside the dungeon and lose all of the items in your
inventory. Although you'll retain all the stats and levels you
had when you were KO’ed, it's still not a great situation.

You must reenter the dungeon and either use a shortcut or
trudge back up to the level you were on before you were
|| KO’ed.

To avoid the big KO, always know your limit. If you're g

running low on health restorative items and the enemies

keep getting tougher, use a to exit the dun-

geon altogether. This way, you won't lose your items and

you can reenter the dungeon when you're ready. To play E

safe, follow this golden rule: ALWAYS bring one Teleport Tag with

you on every trip into the dungeons to ensure an escape route

even in the middle of battle. i ] &

- h

Percentage Meter

The number in the upper-right corner of the screen mdlr.ates Chocobo’s Energy. At the st
the game, the Energy level starts at 100%. ‘When the number drops too low, it turns
color. When the Energy level drops to zero, Chocoba’s HP will begin to drop much faslﬂ'z
move. The rate at which the Energy level drops is dependent upon the Energy rating on
Claw, Saddle, and ollar th o_cobo has equipped. You can restore Energy by using
tain Nuts (Peanut, Life Nut, Lasan Nut, etc.). Some Nuts restore more Energy than others.
g can also increase the maximum Energy percentage by eatmg Energy Nuts. Chocobo’s Ene
'vel peaks at 200%. e At
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Capturing Essences |

. Laterin the game, you can actually cap- 1F v62 HP291/371 122%
- ture monster Essences on your journeys
. through the different dungeons. To do so, 4’ A3 :
~ you must equip several in s g * 2"
I the fourth slot on your equipment menu. -
~ Then, when you confront an enemy, whit-
tle down its HP until it is almost defeated.

Then start kicking Empty Bottles at it.

1F lv62 HP318/371 123%

If you manage to defeat the monster with
an Empty Bottle, then its Essence will be
captured in the bottle for you to pick up.
You can differentiate between regular
Potions or Tonics and Essences by their

E;ﬁ;*‘év Bottlel colors. Essences will always appear in your
Wt BUZ - - =
inventory as red liquids.

~ What do you do with Essences? There are

- a few ways to get the most out of them.
One way to use them is to use it on your-
self in a dungeon. Each Essence will have
a different effect, depending on the mon-
ster you extracted it from. Therefore, it's a
wise idea to always identify the/Essence
before using it on yourselfiHowever, you
can also use an Essefice on an enemy. If

' the qualities of the Essence are offensive
for attack, then it works well in battle.

1F 62 HP292/371 122%

’ e T : But the most impo::tqnt way to use an
' - @ ion Essence is in coml?mmg Claws or.SaddIes.
e R R & BTy Some Essences exist solely for this pur-

: - pose, and will greatly enhance the attrib-
utes of your equipment, while others will
add new elemental defenses or qualities.
There’s more detailed information about
Essences in the Items & Weapons section
of this book.




Village Life

After clearing Cape Dungeon with Shiroma, you have access to the Village. The Village is the
place where you return whenever you're not in the dungeon. It's also the place where you can
save your game, gather information, buy, sell, and store items, combine equipment, and access
dungeon shortcuts. Read on to discover and learn everything that's available to you in the

Village.

Getting to Know the Neighborhood

There are lots of different locations in the Village and each one offers different things.

You can save your progress if you
nap in Shiroma’s bed.

“That old guy?
He lives pn the putskirts
of the village...¥




Oh. vou're staving
here. too? Well. | uess
it’s fine with me.” ¥

Baby Mo
and Ben live here, but if you
enable a certain event detailed in
the walkthrough sections of this
book, Baby Ma’s mother, Barbara,
returns here.

Head Magician
"Oh. vou are a 9opd
nele.

After
a certain point in the game, you
can view descriptions and statues

of all the monsters you've defeated.

i1 HP 86/86

Gotton
“Gotton. protect.
tree.

Mrs. Bomb
and her children live here. Mog
also stays at Mrs. Bomb’s house in
between adventures and lets you
save inside the guest room. You
may also get a chance to meet the
programmers of Chocobo’s
Dungeon on the second floor at
random times.

WAT o 86/86

This is
the place where you can combine
weapons for a fee, uncurse equip-
ment, and even receive Feathers
from the Head Magician. You must
complete certain requirements
before these services become
available.

w99 HP639/639
s 8§ = _U

Gotton and
Gauche guard the Tree of Life. If
you have enough Feathers and are
generous enough to spare them,
Gotton and Gauche reward you
with Nuts and possibly even
Feathers!




Tonberry runs the show at
the restaurant in town. Make sure you check in and
talk with Tonberry and the patrons to enable certain
events and eventually open the Juice Bar down-

stairs. : .
Chef le Tonberry
"Oui. pui. a customer. ¥

v99 HP639/639%

&

% Downstairs from
the restaurant, Lamy can reward you with a special
Essence if you bring her a special item. Later in the
game, you'll even have access to a jukebox that
plays the different tunes heard throughout
Chocobo’s Dungeon 2.

R

This is the place
where you can buy and sell certain items with the
assistance of Chubby Chocobo. You can also use the
shortcut entrance near the rear of the shop after
you complete certain requirements. Make sure you
drop by frequently to see if anything new has been
added to Chubby Chocobo's list of items for sale.

| Potion

Hi-Potion 200*
Dispel 300
Identify 100
Map 300
Peanut 50
Tasty 400*
Teleport 300

‘Memory 300

lvi1 HP 86/86

_ For a fee, you
can store up to 100 different items in the lockers at
this shop. You first need to find Chip to prompt
Gamedon to open up his side business: repairing
and upgrading equipment for the affordable price

Gamedon of 2000 Gil.
"Whaddva want...?
To rent storage space?” ¥




Stop by the dif-
fernet sculptures in town to speak
with Ben. If you supply him the
right items, something special

OCCurs.

As you meet and greet the different citi-
zens of the Village, you discover that they
each have their own story. Oftentimes
you'll discover that they're willing to offer
you their services, but only if you com-
plete certain objectives. These objectives
range from reaching a certain/point in the
game, answering their questions correctly,
or giving them special items.

clean and alls but
it’s Kinda lonely now. ¥

Always talk to the people
in the Village and always
try to fulfill their needs
by giving them the items /"
they ask for. You'll dis-

e . cover that the favors
Baby Mp : they return far outweigh
»It’s nice that it’s the investment. _

w1411 Hp 86/86
&

"Yeah. veah. what
do vou Know...*" ¥

After Cape Dungeon
sinks to the ocean floor, you can
often find treasure on the beach.
Check here occasionally to see if
any new chests have washed
ashore. If you keep it up, you
might even meet someone who
can help you out.

sJispg dwIbD)

{Like a fabulbus magic
‘| stone or somethind...




Proqressing through the Game

The events that take place in the Village are paced so
that they only occur if you keep returning and talking
with the villagers in between visits to the dungeons. If
the walkthrough mentions that something is supposed
to occur at a certain location in the Village, but you can't
get it to happen, try returning to the dungeon and pro-
gressing a few more floors. Then return to town and

speak with the villagers again. You'll usually find that the
event is enabled.

Some events are easily triggered by heading into the dun-
geon, however, others take a long time. You must always
complete one part of the event to bump it into the next
phase. Remember to be patient and persistent when trying
to enable events in the Village.

: ef e Tonberry

|| ’Since ze buziness

M haz improved. I've hired
{Part—time help.

Managing Your Inventory N

\ .

- ‘.“4 .

Chocobo’s Dungeon 2 places a heavy emphasis on how well you manage your inventory. Make

sure you read the following section thoroughly to get a firm grasp on what you face when you
start the game.

,,,,,

4F lv62 HP288/371 112%

Take it slowly when you start. There are a lot of things to
learn and many of the features found in Chocobo’s
Dungeon 2 are very different from those found in other
RPGs. Experiment and try new things. You might be sur-
prised with some of the results!

Combining Items

One of the unique options is the ability for Chocobo to combine different equipment and items.

You can make a Saddle tougher and resistant to specific types of magic, while using regular
items like Cards to create completely new ones in dungeons.



Stoves

AR Y DY Fe ¥k W 'L %] stoves are areas in either the dungeons
or the Black Mage's Lab where you can
Epo Mythril+T & ¥ combine Saddles and Claws. When you

; »‘thrh & B find a Stove, you need at least two

i Saddles or two Claws to use it as well as

a Fire or Thunder book, but it will cost
you 300 Gil for each use. If you meet
these requirements, you can choose the
two pieces of equipment you'd like to
combine.

6F lv62 HP229/371 104%

The results vary, but the resulting Claw
or Saddle will have attributes from both
ingredients. If you have an Essence or
Nut that's useful for combining, then
you can toss it into the mixture as well.

Book bt lightning magic

Combining your equipment is especially
useful when you're preparing for a Boss
fight or if you need a special attribute
assigned to your Saddle or Claw. For
example, if you're going up against ene-
mies in a dungeon that are particularly
vulnerable to ice, but you also want to dig
through walls, try combining

with -
Unfortunately, you can’t have every effect
and statistic from both Claws or Saddles
contribute to the resulting item. For this
reason, you can use and to boost or add special abilities
or effects to the resulting equipment.

are particularly useful in that certain types of Seeds increase the effects
of Claws or Saddles. give you a chance to ensure that all elemen-
tal effects from both items end up in the resulting equipment. let
you potentially add all the Special Abilities of both pieces of equipment (Frog,
Sleep, and so on). ensures that all special effects are permanent on
combined items, while the Level Seed upgrades the item’s MAX level by one.

Check out all the ways to use this combination feature to your advantage.




Recycle Boxes

are much more random than Stoves. You can
combine any two items from your inventory in Recycle
Boxes and the resulting items are randomly chosen. It's
wise to use this feature when you're willing to experiment
or if you're in a pinch and need to make more room in your
inventory, or you're looking for items like Hi-Potions. Try
out the boxes when
BT PVEVE YA PILY you can and see

2 what you get from

them.

Using Spells

Spells in Chocobo’s Dungeon 2 are cast from .
Collected as items, Magic Books come in all different ele-
mental varieties. You must use them, like items, to cast
magic on enemies in dungeons. As you continue to use
these Magic Books, they gain levels, and with the higher
levels come stronger and more visually impressive spells.

4F lv62 HP289/371 111%

1F v62 HP3T71/371 126%

-

A ALY

O e e

Lk

Picked up
|Rough Card LB

(F =
fe Py
k)

!.

&

4F lv62 HP222/371

Later in the game, you discover new Magic Books, such as

the i , and . These
P are used in conjunction with the different Feathers you col-
' &m lect. Certain types of Feathers are considered “MegaSpells”

Cantrip magic.

MegaSpells range from to and affect the
entire screen of enemies, while the regular Spells include
and and only attack one enemy at a time. The
Cantrip magic spells are the special ability type magic that
spans from Frog to Sleep. Make sure you use your basic
elemental Magic Books as much as possible to level them
up and make them more powerful. They change their look
when cast and increase in strength at Level 9 and Level 17.
Keep an eye on the levels of your magic by checking the
Spell level options in the Menu screen. The Menu screen

b shows your current spell level as well as how many times

jyou must cast a particular magic book to increase your
current level.

while others are considered “regular Spells” There’s even
the special abilities spells, which can be used by casting




Feathers

ke

ers are another type of item you can ’ ) 'Hp 3 jr
“collect throughout the game. Feathers g , MAX HP UP
gemain in your inventory and don’t disap- @ # ATK UP

pear after being used. Most of the _
Feathers (those on Pages 1-4 of the N i uf; 2
‘eathers menu) are automatically activat- A
2 | or used. Feathers such as the MAX HP ' '
Jp Feather are put into action when
they're collected, while other Feathers,
like Ultima, are used when you cast magic
from the MegaSpell Book.

B

However, the Red Feathers on Pages 5-6
of the Feather menu must be manually
used in dungeons to call up a special
helper character. You can actually replace
# Flare % your NPC character, like Mog, with Ramuh
"~ for the duration of the battle. This feature
is especially useful in Boss flghts because
you can call upon a helper perfectly suit-
ed to exploit the elemental weakness of
the Boss. For examle, if you're facing Imp
Robo #55, who's vulnerable to lightning,
you may want to call Ramuh into action.

iv62 HP371/371

'.
Feathers aren't exactly easy to come by,
. though. There are only two ways to
eive them. One way is to complete cer-
tain events in the Village. The other way is
to break either a Claw or Saddle when it is
equipped. But this requires that particular
~ Claw or Saddle to be a product of an item
combination when using a Stove (the
‘combined equipment is noted in blue text
_ in your inventory) and at least at “+1”
 level or higher. You may want to refer to
~ the chart in the Items & Weapons section
of this book to find out what Feather
. you'll receive for the type of equipment
that's broken.




Identifying Items & Equipment

While you're in a dungeon, most of the items you discov-
er and collect are unidentified.

AF v62 HP371/371 129%

Item «43rp»
When an item is unidentified, its effect is unknown and A M=Potiones. - I
therefore it’s risky to use. There are a few ways to check s | ® Hi—Poiibn \
out such an item’s effects without using an Identify or - £ Hi—P
Verify Card. If it is a or , you can kick it and # Hi—Po%ion
discover what it is when it breaks. Thereafter, the item =23 Hi—Pption
will be identified ¥ Heetity

Teodmel % Sweet
as what it is in

1F I.v 62 I-PB?‘IIS'J"‘I 129% your inventory. For /i : ‘ e
example, it you | T R |
% Sl " kick a Flabby Tonic

_. and discover that it is in fact an Amnesia Potion, for the
duration of that one stay in the dungeon, you'll always

= pick up an Amnesia Potion instead of a Flabby Tonic. In
*%" addition, all of the Flabby Tonics in your inventory will be
renamed and identified accordingly.

1 lv62 HP371/371 129%

Identifying items like is a little trickier. You need to : s
__gamble by using it (which is not recommend- = & n - : ';
0 ed) or kick it at a monster. The effect will RS
k. be exactly like kicking a Bottle or Tonic | :
; m that it will be identified in : R—
»._your inventory from that point | m%
- forward during your visit to -
_\ the dungeon.




Claws and Saddles

Chocobo can equip a number of different
types of armor and weapons in the four
slots allowed. The two most important
pieces of equipment are Claws and
‘Saddles. improve Chocobo’s attack
power and depending on the type
equipped, Claws can be imbued with dif-
ferent types of elemental or status
effects. You must learn how and when to | iG-S

use physical attacks against an enemy, or | KV TTS

if it is better to use Magic Books to Hard to b araE
defeat them.

6F lv62 HP

are your main means of defense

S ! | against physical attacks and often magi-
Se1tings - W cal ones as well. There are numerous
Seell level i O types of Saddles to equip. Some of them

' : are naturally resistant to certain types of

magic or status attacks, while others have
. specific strengths that emphasize
Durability (DUR) or Energy.

Saddles and Claws each have strengths
and weaknesses. The most important sta-
tistic to keep in mind when choosing
which item to equip or combine is its
DUR value, which can be viewed in the
equipment’s Stat menu.

The Durability (or DUR value) of a Saddle
or Claw represents how long it will last
when equipped. Each time you either
inflict or receive damage, the piece of
equipment sustains some damage. When yo T
you receive a message during battle that a B i
Claw or Saddle has received damage, it dit
means that its DUR has lowered signifi- m by
cantly. When a Claw or Saddle’s DUR B £
reaches zero, it breaks and you needto | 1 /&
equip a new item. Although it's not neces-

sary to have either a Claw or Saddle equipped at all times, your defensive and
offensive power are drastically lowered without them.
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(Remove item ___26.100/1060)

You can improve the DUR values of either Claws or

gep??ﬂ;. Saddles by visiting Gamedon after a certain point in the
Pzr;:;:: i L game, or using while you're inside a dun-
Verify ' geon.

Divide
El Div[de

Cursed Equipment

When you find Saddles, Claws, or other equipment for
Chocobo inside a dungeon, it is listed as an unidentified
item unless you use a or to
identify it. Equipping an unidentified Claw or Saddle can
sometimes be a risky move, because they can be cursed.

If you equip one of these cursed items (or if a monster
casts Curse on your equipment during battle), you won't be
able to unequip it without the use of a . You
can also speak with Jessie, the Black Mage, in the Village.
The only other way for a cursed item to be unequipped is
for it to break when you're inside a dungeon.

You can distinguish cursed items by their color in the inventory menu when
you return to the Village. Their gray color and “-1” statistic indicate their cursed
status. It's best to simply sell them at Chubby Chocobo’s Item Shop in the
Village.

Collars and Other Equipment

There are two more slots on Chocoba’s equipment
menu that you can fill. The third slot is open for you to 2F lv62 HP372/372 122%
equip . These items can only be found in dun-

geons. But like Saddles or Claws, there are some Collars

that can work against you, so it's best to identify them m +1 .k

before equipping them.

E-@ No— D welty £

Aside from Collars, you can equip and dif-
ferent types of in the fourth slot on your equip- # Empty ¢ e
ment screen. You can use Stones for distance attacks or fi Teleport -
clearing walls and obstacles if you find

Empty Bottles inflict very little damage, but are aII-|mpor-
_ tant for capturing monster Essences.




The following are general tips to keep in mind whenever you enter a dungeon.

~ Try kicking different Cards at enemies. You may be pleasantly surprised
by the resulit. Kick an Identify Card at an enemy to learn its name and
HP. A Lost-Child Card causes the enemy to lose its will to fight, giving
you a chance to attack full-on. Rust Cards are ideal against mechanical
enemies (like Imp Robos) and reduce 1/4 of their MAX HP. '

If you are turned into a frog by a trap or enemy, you can also turn
another enemy into a frog by attacking it. Its HP, defense, and attack

l powers are drastically reduced, making it an easy battle.

Q'
E:
Y
2
%

“" You can kick Teleport Tags and Teleport Boxes at enemies to get them
to disappear!

- Never kick a Nitro at a Bomb or it will split into two enemies!

*  Iif you use a Divide Card to duplicate a Claw or Saddle, you receive two
of the same item but their stats, like DUR and level, are cut in half.

“ " You can get rare Feathers by breaking a Claw or Saddle that is at Level
+6 or higher.

* The damage from Empty Bottles is always 4, so keep this in mind when
trying to draw Essences from enemies. Try to whittle down their HP to
a low amount, and then kick a few Empty Bottles at them to finish
them off.

g Kicking an Amnesia Tonic at an enemy paralyzes them, making it
impossible for them to attack.

“ Be careful when using Crash Stones to destroy walls and enemies. They
also destroy items if any are in the way of its path! This is especially
true when trying to locate rare items in the walls or obstacles of a
maze. You're best off using Digging Claws to discover hidden items in
the walls.

- If you get caught in a Slow trap or if an enemy casts Slow on you, your '
speed is drastically reduced. Enemies can hit you twice a round.
l Luckily, your partner can attack twice a round until you're returned to
normal speed. B
(.
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As the game begins, you

v’ and your friend Mog
" stumble across a myste-
": rious looking entryway
3 set within a seaside cliff.
Mog convinces you there
P are countless precious
R treasures awaiting dis-
il covery within, and you
e both enter the dungeon.
f :
Pl
P
w J
| £ ,”
_a i’ —.
F R

- ; 2 r,-""
o5
v, . As you journey through the
. first five floors of the Cape
o Dungeon, Mog fights mon-
$ sters at your side. Always
allow Mog some room to
£ throw in a few swipes when
| you approach an enemy. You can rely onyourfriendtobe | 4¢ 1.1 w 3535 999
quick and deal a good shot in a tight squeeze. -
i




The different creatures found in ﬂ'lé Cape
those found in the rest of the game, but t
small numbqr of items and HP. A

Goklin

Nut Eater
These creatures have
high speed and will
usually attack twice
during a round.

Piaacl DUttt Bl Guce Head Butt od
| Bullv a Guz s better than Bully a Kuz lottsa Guzzies "
sumpPtin’ me it’s time for v
pwn size. sumpPtin® gopd? .| ]
@ & 5, 00D %3 119 £ & 5,001 Ko 00D @ & % 000%s D70
Goblin Dark Goblin Wild Rat

Be careful that
Goblin doesn't
sform into a

With powerful
attacks, the best

way to defeat it is
to use your Magic

Books!

Wwild Rats are quick
and strong; don't
get surrounded by
a group of them.

>

&

Hedgehog
_ With high defense,
: Hedgehogs are
quick and powerful.

oy DEII ¥o DB

i 'Black Masiclan
| riot chicken?
| just nead a
little space

L E to cast magic.
o 2 S, D03 Kz DAY
Black Mage

Chase these crea-

tures down to avoid

getting zapped by
their spells.
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_»=_Although it's only six floors deep on your first i <
trip through, you’ll find a few noteworthy items
‘within the Cape Dungeon. Watch closely for
Unlit Torches on some of the dungeon walls.
Use a Fire Book or Thunder Book to light them
and you'll illuminate many of the sum)uﬁdﬁlg%
traps. ¢

Sfivd HP 26/49

_# Use this first trip into the dungeon to learn
basics of battle and exploration. You won't have,
that many items to start off with, so don't worry
about getting KO’ed before reaching the fifth
floor. Simply take the time to get accustomed to ‘
the gameplay and how to use items. -

;‘: %

There are six total floors in this first version of the




= On the second floor, yot?d Mog
Goblin beating up on a Guz. Mog
, the Goblin _de%eats the Guz, it
. gark Goblin and become more
choose to avoid it or fight it—!
have a few Magic Books ur _.
decide to takeiton.

# o

ng shows Chocobo how to
ig by walking diagonally.
You'll need to |

_ echnique throughout the |
game to get dungeons. .

1 “ y H

L

When you reach the sixth floor, you .automatically
see a cinema where Mog discovers a lever near the
back of the dungeon. Once Mog pulls the lever, you
are tossed out of the dungeon and back outside,
where another cinema introduces you to Shiroma,
a kindly White Mage who lives nearby.

—
(]

67% |

6F lvd HP 47/49 52%




* *When you awake from
'your injuries, you are
greeted by a young
woman who introduces

~ + herself as Shiroma, a

' White Mage. She has

¥ nursed you back to

_.health and leaves shortly
ler warning you not to
,use*’the Jiggly Tonic that
" srts qn ‘her bookshelf.

After she leaves, you can take the Jiggly Tonic and use . L :

the bed to save your game at any time. When you're
ready, exit the small cottage and return to the entrance to

2 Cape Dungeon Revisited

“Cape Dungeon is basically the same as you left it, until you

. reach some of the lower floors. There are 10 floors to

. * explore in Cape Dungeon, and you'll travel solo for half of
the journey until you bump into Shiroma on the sixth floor.

Throughout yoﬁr journey, make sure you level up and
stock up on Fire Books in anticipation of the Boss fight

Cape Dungeon. It’s time to reenter and find Mog!

that awaits you on the tenth floor. This is a good opportunity for you to boost your stats

% 1 lvd HP 47/49 97% 1 vd HP 48/49

98%

and collect items.
Although you won't
have access to the
Village just yet, you can
always pick up a :
Teleport Tag and some
other goodies from
Shiroma’s bookshelf in
her cottage if you hap-
pen to get KO’ed during -
your trip. wy -

r:“ 3 . ‘ ,;'f



: /0U GET KO'ED IN THE DUNGEON, YOU ARE RETURNED TO SHIROMA'S COTTAGE OUTSIDE. IF
A= NO ITEMS IN YOUR INVENTORY, MAKE SURE YOU PICK UP THE PoTION, MAP CARD, TELEPORT

' Tac 2:D MEMoORY TAG FROM SHIROMAS BOOKSHELF BEFORE YOU REENTER THE DUNGEON,

Al of the old adversaries are back, but there are a few new faces t’*add to the familiar
cast of creatures.

[m Magician  Black Magician
| Cast Magic | not chicken?
| L 1 dust need a
. litthe space

to cast masio.

FAy
@ s

Bov. | stink?

!Eub_lm > Goblin

[ Head Butt Bulivin® Guz's

| Bullv a Guz Is better than
SumPtin’ me
Dwin size.

L] s, D03 %o 047 = & U D01 Mo 048 o = %, 000 ¥z 119
,Black Mage Hedgehog Goblin
se these crea- With their high Goblins have low
| tures down to defense and long defense and low
floor and pack a avoid getting range attack, you attack power.
powerful punch, zapped by their need to take out
but they're quite spells. these creatures
slow. quickly.

Nut Eater
Nut Eaters are
speedy and power-
ful, but not nearly

Guz
Usually peaceful,
these monsters are
easy to deal with.

Kuz
Quicker than the
Guz enemies, Kuz
are still fairly easy

as tough as the to defeat.
later enemies.
3 ) 1% e -
. 3.’ % “:n' _-‘ _' ) - L] o
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(e V5 e PR iad o4
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‘Stoves and other dungeon mainstays like
Bookshelves, Junk Shelves, and Torches play a
significant role in getting you through your second
trip through Cape Dungeon. Make sure you exploit
all of these dungeon features by pilfering items
from them and using the Stoves to combine any
Claws or Saddles you have in your inventory.
You'll want to combine your Claws using either
Fire Books or Thunder Books for maximum prepa-
ration against the Boss Skullhammer.
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floor plans change to expose stone floors and nar-
row halls. You'll still be able to dig through walls
with the appropriate Claws or Stones to sniff out
quicker routes and hidden items.

A

ol
As you progress further into the dungeon, the J&

23%

L Y

8Fv5 Hr 35/53

_#*= Use Shiroma’s ability to heal you for major HP
once per floor to its utmost. You’ll want to build
up your levels as much as possible in these early
stages to prepare for the Boss of the dungeon and
the rest of the game.

It's a wise idea to get through the first five floors
of the dungeon to meet up with Shiroma and have
her join your party before you use a Teleport Tag
to get out of the dungeon and rest up or save. This
way you can have her at your side through the
first five levels when you reenter.




-
]

= When you reach the fifth floor, ysu

event in which you bump into Shiromaiand her
friend, Chubby Chocobo. le Chu :
takes the opportunity to run out of

Shiroma continues deepé’r into the
you can catch up f

" = i BT W ' Pl
her.
3 ' 4F vd HP 48/49 59%

ill trigger an |

. . J
2
if
= shirom tranded on the sixth floor when you
arrive agrees tg join forces with you. This is

ge abilities are very useful.
)Wers you can reserve your
ing items, like Drain Books,

'fideal, as her Whi

iroma, because she can only
oor. Once you use her healing
wers, you n ) resort to using your Potions
or using a Teleport Tag to exit the dungeon alto-
gether, unless you can hurry to the next floor.

~_Build up your levels and increase your stats by collecting Claws and Saddles.
shiroma’s company is perfect for traipsing through the dungeon repeatedly until

you're strong enough to face the Boss.

-

Boss, Skullhammer. But dont

4F w4 HP 48/49 59%

what should | do?
I'm scared by myself...”
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! _# As mentioned earlier, when you reach the fifth

| P ) floor you bump into Shiroma and Chubby
| ' Chocobo. Shiroma continues deeper into the dun-
| ;;' geon before you can catch up to her.
o
[
IZ'i g 4
_r r
e ¢
e 1 gl
P 4= 0n the sixth floor, you join up with Shiroma and
P she explains how to use the Stoves that you s tum- |
Sl S ble across in the dungeons. Use the Stove to beef |
4 ~T ’*,,—.} up your Claws or Saddles along with any Fire or
"Ll Thunder Books that you've collected during your
i oy journey.
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L:f o L5 = The tenth floor houses Skullhammer. Make sure 4
el B you save your game using a Memory Tag before
| ,5, * you climb up to the top level so you can always
F it start from your last save point if you're defeated. "
W, .
e
ol
¥
.-
¥ &
o

i :ﬁ.
| | . 89
e FRLE .+ T R e g )



”

Boss:
Approximate HP:

1st form = 250 HP

2nd form, head:

160 HP, hands

(x2): 160 HP,

heart: 180 HP
Recommended Level:

6

Weakness:
Fire

When you first start the fight, keep moving! Make sure you
heal using Potions and kick a few over to Shiroma if she gets
hit. Remember that Shiroma can heal you if your HP gets
below a certain level and your meter glows yellow. Use

on Skullhammer. Once you cause enough damage,
Skullhammer transforms into its second form, which consists
of several different parts: a head, two arms, and a heart.
Concentrate your Fire attacks on any one of Skullhammer’s
body parts when it’s in this form. Keep plugging away and
use as many ons as needed to restore your health. You
need around five to seven : and around three

if you're at the recommended level. If you fail to

defeat any one part of its second form within a certain
amount of time, Skullhammer will revert back to its first

10F w7 HP 26/65 32%




Shortcuts: As the dungeon sinks into the sea, Chocobo,
6F, 11F Shiroma, and a very disappointed Mog head over
Floors: to the small village nearby. Once you reach the
15 entrance, Mrs. Bomb and her family greet you.

Companion:
Cid

The townspeople a'reéunusually cold toward ’ |
49| Shiroma even though she’s lived in the Village all
| her life. Shiroma confides to Chocobo that the

B sudden shift in the villager’s feelings toward her
might have something to do with the mysterious.
dungeon you just escaped.

s Once you enter the Village, you can access the following new lgcations:

)

Chubby Chocobo’s Item Shép

5

s _# The Black Mage's Lab 1
_»= Tonberry’s Restaurant

T _~= Gamedon’s Storage Shack

AR _#= Mrs. Bomb’s House

'Efi j : = Shiroma’s House

¢ o

, o ‘*.» .| #= The Titan Statue
.ffr__ '™, "™ The Tree of Life

o
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Before you go anywhere else, make s
Somb’s House. Inside you'll find tﬁat
with her. Mog and Mrs. Bomb inform yo
the treasure from the bottom of th
speak to Cid about his special Sub
lagers have locked the gate lea

Next, visit Shiroma’s House in the lower-right corner of
town. She tells you that the only person who has the key
to Cid’s Tower's gate is Chubby Chocobo. She directs you
to the Village Shop to find him.

%3
9y - 'J:
When you visit the shop, you meet up with Chubby Chocobo LAl
omce again. After a little conversation, Chubby leaves the ¢ 3
shop for a moment to unlock the gate. When he returns, you P |
cam pass through the gate to Cid's Tower! Before you go, %

make sure you take care ofa.fEWIhlngsﬁrst. ' T |
t‘(}-iuﬁ> <Huf€> It's ppen. ¢ g“g ¢
It's a ot pf work... |
this walking business.” ¥ |
& £

WHEN CHUBBY RETURNS AND PLOPS HIM-
SELF IN THE DOORWAY OF THE ITEM SHOP,

YOU CAN EXIT BY WALKING DIAGONALLY PAST HIM.




' o _Now that you can wander around the Village, check in with the different residents wheney
'y eryou get a chance to discover if something new is going on. You often can receive good

_ “information or even precious items if you talk to the villagers. Most of the time you’ll neet
}' " ¢ aspecial item in your inventory to prompt certain events, but here are a few things to

* ' 7 keep an eye out for.
r'f) *
P
B
ALL OF THE VILLAGE EVENTS TAKE TIME TO ‘il N8 - ASEN
ACCESS, SO YOU NEED TO KEEP RETURN- SRS > :
S b ING AFTER EXPLORING MORE AND MORE
' OF THE DUNGEON. IF YOU DISCOVER THAT Y
AL A YOU CAN'T SEEM TO TRIGGER A CERTAIN EVENT, SIMPLY & b »
i PROGRESS FURTHER INTO CID'S TOWER OR COMPLETE = -
e B i IT ALTOGETHER AND YOU'LL FIND THAT MOST OF THE &
e A » EVENTS IN THE VILLAGE OCCUR FOR YOU. £ : '
" l " | s = I T | f = - =Tt
3 »
"I 5 £
PR _# \lisit the Tree of Life between the Restaurant and
e _ the Lab to speak with Gotton and Gauche. Gotton
j St asks if you have any Feathers to spare to nurse
the Tree of Life back to health. If you have some
v in your inventory that you're willing to give, go

ahead. By returning to the Tree of Life throughout
the game and giving Gotton any spare Feathers
you have, you'll entice Gauche to give you Nuts.
After handing over a good amount of Feathers,
you may also be able to receive some from the
Tree of Life when its health is fully restored.

_~ Take a minute to visit Ben at the Titan Statue in
the center of town. Afterward, repeatedly speak
with Baby Mo in the rock-filled house in the
upper-right corner of town and you’ll discover
that Ben is Baby Mo’s father. Baby Mo is lonely
for his father to return. After a few visits to the
dungeon, keep revisiting the pair. Eventually, Ber
asks you a question concerning the Titan Statue.
Simply reply “An earthy smell[el],” then after a
few more visits to the dungeon you’ll be able to
hand over a Quake Book to Ben. Once this is
accomplished, you'll then trigger an event that
brings the Titan Statue to life. Afterwards, you;II
receive the Titan Feather for your troubles.
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; , § * v
= pfter clearing the sifth floor in (’.Eld's Tower, visit the Black Magd{s;.l.ab .ﬁa

with the Head Magician. You'll be %‘ked a question; simply re plf "Yisf
have a choice of three different Feathers to add to'y 3
Storm, or Thunder Cross. Make sure you pick on

-'u’ v g» | 4
:-'.-‘ ‘J% : ¥ »

pction: Flreball

After you've stocked up on ]#under Books from
Cid’s Tower, pay a visit to Tonberry’s Restaurant
near the gate to Cid’s Tower. Tonberry mentions
that the Malboro in the corner of the restaurant
has been driving away customers with its incessant
sobbing and drinking. After you speak with

Malboro repeatedly, it asks you to use Thunder
Books on it. You must use seven Thunder Books on
Marlboro to restore it to its real self: Ramuh! Once p
this happens, you receive the Ramuh Feather! S
é ke
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ot
£
~ Make sure you visit the Beach whenever you're in W oW
town. Treasure chests are washing ashore from Ty,
the sunken dungeon and all you have to do is
pick them up to receive miscellaneous items! % |
Once you've gotten far enough into Cid’s Tower : " 21
and after you've collected enough chests from the 3 o
Beach, you find the last treasure chest, which -
contains Sylph, the Wind Elemental! Sylph I 7 |
rewards you for your efforts by giving you the =
Sylph Feather. 1
& [
.
Lk
4~ Remember to keep returning to the Head 04
Magician in the Black Mage’s Lab. Whenever X9 "§
you're in the Village stop by—the Head Magician -
offers you one of three Feathers (Slow, Sleep, or A |-
Confusion). Later in your quest he offers another B g
choice between five Feathers (Gravity, Meteorite, o
Doom, Flare, or Bio).
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," thﬁ you éach the smh"ﬂoor ] Crd's Tower, you 1F Wy 1 3 w 9 3 93 10 0.‘
can return fo the village and use the newly :

opened shortcut in Chubby Chocobo’s Item Shop: Mo .

” Upon entering the shortcut dungeon, you come e e
across Chip inside. The lost squirrel is scared and el ? i )
in desperate need of a Teleport Tag, so make sure S W
you give it one from your inventory. Once this is g i
done, the next time you return to the Village, visit | (Toors es re varnie
Gamedon’s Storage Shack. Chip is Gamedon’s to escape and is asKing
friend. Out of gratitude for helping Chip, R R e

Gamedon gives you an extra 10 spaces in your
inventory for free. After that, any time you return
to Gamedon’s Storage Shack, you can speak with Chip to increase your inventory
space in exchange for Gil. Gamedon also makes his Repair Shop open to you. For
2000 Gil, Gamedon can improve the DUR (durability) value of any chosen Claw or
Saddle by 10.

When you're ready to take the plunge, head through the
gate near Chubby Chocobo’s Item Shop to find a path
leading up to Cid’s Tower. You have to enter alone at the
start, but once you make your way up to the third floor,
you discover Cid! From this point on, he accompanies
you whenever you reenter the dungeon.

There are 15 floors in Cid’s Tower, so begin stockpiling
Thunder Books while you make your way, because you
need them for the Boss fight against Imp Robo #55 on
the fifteenth floor. Use the lower floors to build up your
levels and collect items and equipment.

Cid’s Tower is the first dungeon that has Shortcuts. You can access these shortcuts only by
first reaching the specified floor and then using the shortcut entrance in Chubby Chocobo*
Item Shop in the Village.

The monsters in Cid’s Tower grow progressively tougher as you climb floors, but keep in
mind that any machine-type enemy is vulnerable to Lightning. Just make sure you don‘t
use up all your Thunder Books before you get to the Boss!
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i Cactus Cactus

Throw Gil t ot Gil. sot
Drop Gil a ton. Better
hurre or vou
det nona?

L imp Imp
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Cactus Clay Golem Imp

£ " The Cactus is tough, but it The Clay Golem has high Imps are quick and pesky,
\drops loads of Gil if you get | |defense and attack power, but easy to defeat.

. [to it qi;l’_i_gk_ enough! but is slow.
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Minl Attack

Pest Equipment Rush attacke? | “Hee Hoe Heat
i peel ‘ | Flap Around  Bla vella birdie
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| Onion 3 :
“w: defense and Use Thunder Boolﬁs«dﬁ tﬁls”“' .l
md power, Onion’s Peel | (monster.
attack is danger- ‘ T
- if you don’t know what

Land Turtle
- |Always defeat Thief if it man- | |The Land Turtle has high Ll
ages to steal any of your defense; you just need to £ 5
items; your items will be make sure you keep hitting O
returned upon its defeat. it. ) Mt |
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. Explode Stuck? SM!\ Nal!.sih Take that. r
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20 4. %000 Ss 05 s & %00 % o0m | 8 et
Bomb Hedgehog IS 28
Waich out for the land- Quickly defeat Bomb if it Although it has a high pe
‘mmimes it sets when the starts powering up for an defense, the Hedgehog is ¥
‘Gmome's ATB bar turns red! | |explosion. relatively easy to stop. &
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Puppeteer MlmMage Tonberry .Ir. 2
The Puppeteer has few HP, | [The MiniMage is quick and Tonberry Jr. is slow to .
but a nasty, long range has some heavy spell power. | |attack, but has strc:mgr grtm, 3
" power. -
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@Dungeon Specifics

There are a few new things to look for in Cid’s Tower:

= Shortcuts are here! After you enter the sixth floor
or the eleventh floor you can return to them at
any time by using Chubby Chocobo’s shortcut
entrance in the Village. You have to fight through
a floor of enemies to access the shortcut inside
the mini-dungeon below Chubby’s shop.

2F v9 HP 60/74 89%

B e i ~~ Strange contraptions that look like large
o S machines sit in different areas of Cid’s Tower.
& = These machines work exactly like the torches in
ﬁ the Cape Dungeon, but you must use Thunder

Books to activate them. Once lit, they reveal the

B
kt’l trap locations on that particular floor.

6F W10 HP 611’80 60%
et

= Some of the later dungeon floors have vacant
vehicles. When vacant, these machines are harm-
less, but get an Imp nearby and it will make a

beeline to the driver's seat. Once an Imp is inside * o
one of these vehicles, start attacking right away. If i Sor
you allow it to fulfill its special attack, it will ,f';‘_ i
merge with the machine to become an Imp Robo g 6
creature with much more power and higher b

defense! :

= There are a plethora of new traps in Cid’s Tower! Among them is an Unequip Trap
that peels off all of your equipment. When you step on this trap, you have to go
back into the Inventory menu to re-equip all of your weapons, armor and items.
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= You run into Bombs for the first tfinig in Cid's

Tower. Don’t kick a Nitro potion at one of them, | [ e
because the Bomb will divide into two ¥y 3 vy
e vide - | | Expivae Stuck?
iy ; } - | Build Steam  Just pne blast
P % ' ! from me will
. o ¥ do the trick.
" ¥ | @2¢ ©a& =, 000% 035
F

54/80 61%

#* This will be the first time that you'll also have :
access to Dungeon Shops. Remember to avoid
shoplifting from the Store Keeper at any of the

{ Shops, unless you're fully prepared to
ice (your life, that is). (For more infor-
mation about how Dungeon Shops work, check
ection in this book.)

L 1

= There are two new types of treasure chests to be Sy - e
pilfered in Cid’s Tower: Magic Chests and Thief _ O )
Chests. Each type of chest can only be opened a |(rict Chest 1723)
specific way. The Magic Chests (ornate red and

gold boxes) can always be opened by using a it il )
Drain Book. Using a Magic book may also work, e 5} .2
but if it fails to work on your first attempt, you will >

see a visual representation of the correct Magic ¢
book to use. For example, if you use an Aero Book .

on a Magic Chest and it does not open, and _ = SRt

instead you see a small ball of fire appear above SR e )

the Magic Chest, using a Fire Book will open the ¢ ¢
chest. Magic Chests usually contain Magic Stones, Cards, or Equipment. Thief

Chests (gray steel) can only be unlocked with the aid of a Thief's Key. How do you ¥
get one? You must first defeat a Thief or Thug in the dungeon. Occasionally upon e
defeat, the Thief or Thug will randomly drop a Thief’s Key. This is the only way to L
get them and the only way to unlock those Thief Chests. pa—
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: ,." Bring along enough Memory 'l'ags to save your ' N
P game whenever necessary. It's important that you ; Nar
O use one of these tags when you're climbing from Y feomalne
. J the thirteenth floor to the fourteenth floor, &, 1&-
' ! because you can’t save between the fourteenth =
and fifteenth floors prior to the Boss fight. 1

{

_#*=_0n the third floor, you meet up with Cid, the 3Fv9 HP 58/74 83%
inventor. He tells you that Imps have taken over : _
his tower and his machine! After he tells his story,
_ he agrees to join you in your quest if you help him
T get rid of the Imps in the tower.

When you reach the tenth floor, you stumble inte
a peaceful garden fully equipped with a flowing
fountain and a bridge. As you and Cid rest from
your journey,

CELET T
appears on the
bridge. Before
you can get any
real information
out of Bahamut,
__ it disappears.

X Take a moment
to pick up the equipment in the treasure chest in
the lower-left corner of the garden. There’s also a
machine near the left-hand exit that will give you
an Octopus Essence for 3000 Gil. You can use this
Essence to recover Chocobo’s energy.

¢ 't 14F w15 WP 22/103  56%
1 75 e ;
ol b {-_f - Upon reaching the fourteenth floor, Cid discovers
Vi ’ his Cidtank safe and sound. After boarding the
#.." " _ 1 machine, you follow on the elevator nearby.
froa '+ Prepare to meet Imp Robo #55, the Boss of Cid’s :
P . Tower. S
4, - - My machine.
- - L » it's sefelearEmnsseE
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pproximate HP: Imp Robo #55
can be a real
challenge,
simply because
there are three
enemies to deal
with on a small
playing field.
Remember to | will be burs.™
use each turn while remaining still on the battlefield
until you're positive of your next move. Useasteady _
stream of Thunder Books to take out the main Boss, Sebi"& FT X FLFE SIS L4
while taking care to stay out of its range. Leave the .
up close messy work to the Cidtank while you main-

tain your distance. If Cid is running out of HP, con- c‘

serve your Potions and call up Ramuh by using your [ES .
Ramuh Feather. Imp Robo #55’s weakness is

Lightning, so Ramuh really packs a punch with i %
Thunder attacks and even some very strong ; ¥ :
physical hits.

_ightnlng

£ .

Keep using Thunder Books and healing potions
whenever necessary. When the Imp Robo #55 goes
down, its sidekicks are a piece of cake. You can also
use Rust Cards against any of the enemies to wear
down their defenses. Once the fight is over, it's time
to head into Cid’'s submarine

)




Shortcuts:
6F, 11F, 17F,
22F After defeating the Imp Robo and its crew, Cid w

Floors: escorts you down to his submarine. As he prepares{
27 his ship, things get a little out of hand and you’ re

tossed into the ocean just offshore. After a short

(T DED LT HEE swim, you emerge on dry land directly in frontmf X
Shiroma the entrance to the Sea Floor Dungeon.

Shiroma is waiting,!and tells you that Cid’s submarine
has formed a bridge between the peninsula where the
Village sits and the entrance to the Sea Floor Dungeon.
She will accompany you inside, but you should make
sure you rest and restock from the Village before rushing
into the next maze. wiar

: F‘nalv reached the 3

dmgenn entrame"

v
|

v;__.

iif' "‘ :*-: Now that Cid’s Tower is clear, there are more things for you to do in the Village. Rememba
‘ *that you must return to the Village as you journey through the Sea Floor Dungeon to
i.n'e the progress of the events taking place.
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= If you cleared the ‘event with Ben and Titan by,
giving him the Quake Book, Ben returns to hls 4
home. Visit Ben’s House. He and Ba ‘Mo will be |
cleaning up the mess he left during his sculpting’
excursion. Talk to Ben and when he asks fora
Crash Stone, hand it over. Giving him a Nitro _; ¥
Tonic also works. He can fiow quickly cleanhis
house. If you return later, his wife re.turn,.; 3

, making Baby Mo happy once agam ;e

_» |If you managed to capture Essence while in
Cid’s Tower or during your visits to the Sea Floor
Dungeon, make sure you have one in your inven-
tory and speak with Jessie at the Black Mage Lab.
In exchange for the Essence (any will do), Jessie
turns one of the Stoves into a Dispel Potion sta-

— - : s tion. You can speak with Jessie any time after this

o 4 Mo ; has taken place to swap 100 Gil for a taste of

d saggigssence... : Dispel. This helps you “un-curse” any cursed

items you may have equipped.

_» Make sure you have a Fire Book or Thunder Book
on hand and speak with Biggs in the Black Mage "
Lab. If you give one up, Biggs not only hands over
your choice of either a Quake All or Aero All

Feather, but you'll also gain access to Biggs’ stove.
In exchange for 300 Gil, you'll be able to combine === - ~
Claws or Saddles While uSing the Stove. "‘I!'he stove works now. 'E!)DT
vou Know how to use it27
g (‘
\ &
= ontt
l:r!s; %131(‘131 5 a &y
bt SRAS W .« = The basement of the Black Mage Lab is now open. by y
r - o = Inside are statues of all the monsters you've gd o
o * gx %;; defeated in the previous dungeons. Examine each -
-5 [ e statue and you can read up on each form of the 3
! S 0 1 monster depicted. There are a total of three rooms g af
in the basement, and to have a statue erected of i
each game monster, you need to defeat them all. - ’
- - ¢ ol
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P ," Visit Tonberry’s Restaurant after taking care of cf !'
¥ 15 Malboro/Ramuh. Tonberry has two new customers |

8 3 7‘ named Gobbie and Gobly. They're having relation-
(i : ship woes, so when Gobly asks you for a Magic
f : Stone, go ahead and sell him any one you have
g for 500 Gil.
/ ‘
'

~#*=_Revisit Gobly from time to time and you'll find
that your Magic Stone hasn’t exactly patched up
his relationship with Gobbie. Capture either a.
Worm or Octopus Essence and give it to Tonber¢
After a little while, speak with Tanberry again, anc
then Gobbie. Gobbie opens up after eating
Tonberry’s recipe and you can accessithe base-
ment of the restaurﬁn't 2

*. | think vou have ze
: ] Octbrus Essence. rm‘?,L

-t

E e = In the basement of Tonberry’s Restaurant is Lamy, the resident Essence drink .

o S expert. Go into the dungeon and capture a Plant Essence, and then return to Lamy
A2 She’ll exchange the Plant Essence for a Dragon Essence and soon after give you

. access to a Jukebox that plays any of the tunes from the game.

o 2 Sea Floor Dungeon

The longest and one of the toughest dungeons in the

game, the Sea Floor Dungeon contains a total of 27

floors and plenty of brutal enemies. You must travel

: through the depths of the ocean to reach the upper
=] floors of the tower, and the enemies grow increasingly

| challenging.

U216 B OOV G S

* | Make sure you pack plenty of Peanuts or energy replen-
| ishing items once you get into the later floors, because
M the Mummies that lurk there have energy draining spells

¢ Tk —————J'It's also a wise idea to keep building your levels until

- _ s . most of the monsters inside the dungeon are relatively easy to defeat. Conserve your
Y . Thunder Books and Drain Books for the Boss and some of the tougher enemies. It's a
4 ; 4 « wise idea to repeatedly enter and teleport out while stockpiling these items.

N r‘ lt's ‘not a bad idea to start saving your Gil as well. You'll need as much as you can get to

£ , “buy the rare items being sold in the Dungeon shops throughout the maze. Keep an eye oul
e for.the Carbuncle Stone in some of the shops, because it's a big help in the upcoming
g flght qgamst the Boss Ultros. o’
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Expinde ‘Stuck?

- Build Steam Jdust one blast

From me will
do the trick.
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The Sahagin has
high attack power
and can cross

water. they will split in new, more power-
— two. ful beasts

Bomb
Avoid kicking Nitro
Tonics at the
Bombs, because

Although the Land
Turtle has high
defense, it retreats
into its shell after .
a hit.

Be careful of the
Gatlinhog’s needle
attack and high
defense when it
goes into its shell.

If you use Fire and
Charm spells, two
hits should finish
off the Lamia.

I
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'Tﬁusﬁb" " Pudding
| Jump Attack  Hot springs?
| Selit in Two Im tharat
Can’t get
enough heatt
- g_‘ B, DOD Ko D56 e Ea Y DDD Ko D54
Lamia Pudding

Defeat the Pudding
before it divides.

| ¥a wouldn't
krow where |
wiz ‘oeRt
: the minimar...
= : @ & ', DDD %o D25
Magic Pot Mudman Neon

The Magic Pot
drops lots o’ Gil,

The Mudman pops -
up unexpectedly

| The Ogre has high
attack power, but

The Neon is quick
and can float

but warps quickly. from underground. is slow. across open -gaps
4 in a maze.
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> 4 Magman Necromancer Blood Skeleton Mummy
"3
St The Magman has The Necromancer The Blood The Mummy can
) high attack power, calls powerful Skeleton delivers drain your energy,
Fra but is slow. monsters and has heavy hits, but is but has low HP.
i a long attack rather slow.
range.
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P ) Zombie Margoyle :
g T :
j . Watch out for Strong and quick, Margoyle’s are
. Zombie Slow Gargoyles pack a tougher and more
e / spells, which punch with their aggressive than
I / enable a Zombie Aero spell. Watch Gargoyles.
'z A to slow you down for them around |
TS while it attacks staircases.
- you repeatedly.
I“I ’ y
|
L' : - N I, T T T ——
e e Dungeon Specifics
; t4 The Sea Floor Dungeon is spread over a host of different terrains and covers a lot of
| ground. You definitely need to level up as much as possible before you head toq deep int
this dungeon.
¥ 16F lv24 I-I’"léh151 849
L
s ~ .+ .~ Remember that Shiroma can heal you for high HP ;
;;E -] amounts once per floor, so if your HP is running
o low and you want to conserve your Potions, wait
P » ~ " until your health runs into the yellow and she’ll
e § heal you.
J _OeS
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#*= There are a lot of springs just wéliti:!g to be w &

scooped up into Empty Bottles during the first
section of the dungeon. Some of the switches yo&g

come across dry up these springs, so always o
empty them before you hi‘;‘-l‘ﬁe swit&es. W
2l ¢ - 1
| SN _ i-‘l o
s § g

2MF w29 W 63178 55%
[ Torch =1 |

= The torches in the Sea Floor Dungeon can be lit
by either Fire or Thunder Books. Use these only if
necessary so you can save as many of your magic
spells as possible.
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# As you reach later levels of the dungeon, you'll 18F 24 HP 94/151 T71%

come across Gargoyles guarding staircases .
They usually travel in packs of four or more, so
make sure you have plenty of magic books or a
powerful set of Claws to do the work for you.
A good way to chip away at a Gargoyle’s health is
to use Stones (preferably Power Stones) to hit

. them from a distance before they de-petrify and

: start attacking.

#==_if you get hit by the Frog spell, you can cross bodies of water with ease. You won't
change back into your normal form until you reach dry land. Be careful, because
some of the enemies can walk on water and attack you.

=
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i f ’ ; & - ,,_ln tlph late evels of‘the &n‘geon vf;tc t for ook e 2 s |
{1 &5 L ", ! the Zombies and Mummies wandering therfﬁlls!' 2 = _::; :
owe Va2 ¢ ~“The Mummies have a distance attack that can g
I . e ¢: quickly drain your energy. If you don't have 2
4 3 v enough Peanuts on hand, you may need to back e 0 - B
r E A t out and buy some from the Village. The Zombies Gl i+
s have a Slow Gas spell that slows you down so You're reeaally.
|' ' that they get two attacks for every one of yours. | R iy
,f': Be careful or you'll find yourself KO’ed if you of these days.
. don’t have any Remedies on hand. Sl i L
o
!'f 2 g |
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' F 15f w24 W 82/151 86
! o - | .
|u’ : 3 _#= When you reach the fifteenth floor, you run into f
T Bahamut looking at a large mechanical stove. L& i ﬁ’ =

vy }1-3 Shiroma is warned by Bahamut to leave thedun- | ~ =
T geon because she and the dungeon don’t “belong &
| P . " 2 to this time.” What does he mean? e
i e Bahamut

¢ 1 seell

|fl_f vpu are the gwl.”¥
I.F \J- i P J |
l: v “If
it . s 2
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- Paak %
o =, |
| o _# As you climb up to the twenty-second floor, you
[ Ny stumble across Bahamut for the second time in

J the Sea Floor Dungeon. During a dramatic cinem

v you learn some very interesting facts about the

: dungeon and a mysterious being. Who could it b

r’( ‘}‘. What on earth are
= vou doing here?” ¥
®
P e,
'"r"‘; ,_l“ ,.. _25F. w29 I-IP144‘!17‘8". ﬂﬂ’
" _} _#= Upon reaching the twenty-fifth floor, Shiroma TR, R :
| ,_4{ "takes a moment to marvel over the ocean’s beau- g * ‘—"5—— '
P f ¥ ’ ty, but she seems heavy hearted. It's obvious that
l; s Y . Shiroma cares very much about the villagers.




Approximate HP Ultros has three parts: one
head and two tentacles. The
1500 : :
most important area to strike
Suggested Level: is the head, so you need to
31 position yourself far enough
away from the edges of the
Weakness: island to avoid getting hit by et
Ultros’ tentacles, but close haver’ Ffﬁ?%fﬁ%ﬂg il
eno gh to aim your Thunder e e
Soolk spells at its head.

Lightning

27F w30 HP125/184 72%

Ultros” main distance attack is its Drain spell, which
inflicts around 50-80 HP of damage each time it's
used. The great thing about it is that you can also
counter these attacks with D Book spells Make
sure you use Drain Books or Hi-Potions to replen-
|sh your health and call upon Ramuh usmg your

! Feather to deal some very brutal Lightning
blows to Ultros.

With Ramuh on board in battle, make sure you get 27F v30 HP126/184 4)%
close enough to Ultros to get Ramuh to close in. : ey ‘. 3

Then back away a step or two so that Ultros will em, e m o
attack Ramuh instead of you, then let fly with as :
many Thunder as you have in your inventory.

If you have a Car  in your bag, the fight

will go much more qurckly—kmk it at Ultros” head.

Ultros has 1500 HP, so this may be a fairly long bat-

tle. But continue to attack its head and the arms

will disappear once it's gone.

o 5 “:af' . 1"_ .ﬁ o )_ ¥



F'f.

appedad:

Shortcuts:

[0 NATR AN After defeating Ultros, you and Shiroma proceed to
17th Floor the next floor and race for the treasure room. As
you hurry to catch up with Shiroma, she is grabbed

by a pair of Imps and dragged inside—and the
doors lock firmly behind her. Try as you might, you
cannot get in.

Compamon.

_ When you finally break into the room, you notice a '
| sparkle on the floor near the door. It’s Shiroma’s
Pendant! You pick it up and exit the dungeon.

we apt ker. Sk"¥ ™|
’&-: T T TS T

P You return to Mrs. Bomb’s home in the Village and Mog asks if
you were able to fetch the treasure. Cid arrives to tell you he’s
spoken with Bahamut. Cid
knows what has happened and -
tells you Bahamut has pointed
to Snow Mountain as your next
destination. He plans to join you on your quest and will
‘M wait for you at the entrance to the forest outside of

1 town.
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Snbw Mountain is distinctive not
but also for the variety of terralrgﬁt‘ ‘covers..
the forest, you'll move through swamps, du
even‘t\ually reach the top of the mountain’s s’iloyvy peak.

‘You musk pack plenty of Fire Books if ymi"re to'survive
the later levels, which swarm with power;ful monsters
and snowy landscapes. Make sure you pack a Teleport
Tag each time you enter, because you'll need to do a lot
of leveling up before you reach the mountain peak. It's
-wise to prepare your Saddles with sleep-resistant
effects to battle your way through the swamps and forest areas. Yo

Y A R
R e

only for l&_ 23 levels,
.,artlngoff‘i&n? -
ngeons, and

uﬁl come across an

inordinate numbe; of springs to fill your Empty Bottles, so make sure you have plenty in

your inventory.

4 'y
As you nq the me
“teenth floor to cul
bugh 1he$h D)

.'
d

: itself, make good use of the shortcuts on the tenth and seven-
across some of the earlier terrain. Be warned—the monsters are just as
Cut areas as they are in the actual dungeon, so stock up with plenty of

Malboro

| The Malboro has a

low defense, but
some powerful

Toad

Watch out for the
Toad's long dis-
tance Spittle
attack.

Rock Slug

punches. o4 B %000kt
Mamon
The Mamon drops
lots of Gil in the
= | early levels.
$
’i:f’ -
PR f,.) ¥,
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Avoid the Rock
Slug’s slime tracks
or you'll get
slowed down.
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Worm ’ ,;

The W&rm has hlgh
| attack power and
is quick to chase
“you down.

Mole

The Mole smashes

Maglc Stonés.

Elephant

The Elephant is
slow, but powerful,
and has a Haste
spell to quicken its
| speed

e

%

Dark 'I’ital;;

Like Mole, the
Dark Titan can 14
smash its way to
you; it has heavy
attack power.

Vulture

The Vulture
approaches quickly
and attacks fast.

Giant Bat

The Giant Bat isn't
too tough of an
opponent, but it
can fly away past
your reach.

I"area' pn,,thg floor

Isp _éu to"’any -

ma muth  ease
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= There are a lot of springs to use for reﬁllmg your
Empty Bottles in the forest and swamp areas.
Make sure you uie them well and pack a Verify
- e unknown potions.




," Use the Mamon enemies by flghtlng through the
first four levels, then exiting again to build up
your stash of Gil from the money they drop when
they're defeated. They can drop anywhere from

- 200 to 400 Gil, so it's a good idea to use them to
beef up your inventory at the Village Shop.

wear you d
damage. |

[
.l[.. M w i

6F lv32 HP 52/193

body of water, much as you could in the Deep Sea
Dungeon. Just remember that enemies like the
Toad can follow you and cause damage even on
water!
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y tumﬁlg and talklng to him. This _‘
tg burn'some paths through walls. =

&Mfi'.. e
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16F 40 HP128/254 93%| = As you approach the dungeon’s higher floors, the P
- enemies get incredibly tough and very powerful. Pd
: Make sure your Saddles are upgraded to with- By
: stand a beating and that your mventory has plenty Tl I 54
- of Hi-Potions. The last shortcut is on the seven- ﬁ'm E M
teenth floor, which means you must fight through Lad
' six more floors before you can reach the Boss. Be 73
prepared by bringing along health items, Magic e 3
Books, and Memory Tags. ¥ ;;. "
b
- :_‘? - e % T L
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# When you reach thnﬂ.l seventeenth floor and the
small hut near a wooden bridge, stop in the hut
and pick up the Feast Nut from the dresser.
Whenever you take the shortcut to the seven-
teenth floor, you emerge inside the hut and anoth-
er Feast Nut waits in the dresser. Exploit this item
to boost your Energy and replenish your health.




_#*=_When you reach the twelfth floor, you and Cid run into a little problem. A large

- block of ice prevents you from continuing deeper into the maze.
Fagid And there’s another development—much to your surprise, you've been followed by
Mrs. Bomb! £
& She’s been affected by Shiroma’s dlsappeafanee.ﬁ'_ | although she ol n't admit it
» openly, she seems to have regained her affectio e young gi
'l on Shiroma’s courage in the face of a hostile gﬂ;gage '
' b -

small hut on the mountain peak next to a narrow
wooden bridge. Pick up the Feast Nut from the
dresser inside thia hut.

=~ -When you finally emerge on the twenty-third floor,
you're greeted by Glass Goth! The villain insists

that you have something it wants, but you're not

quite sure what. Prepare to fight!




Approximate HP: With quite a few attacks up

2200 its sleeve, Glass Goth can be
tough to defeat. If you simply
Suggested Level: move slowly and think
41 ahead, it isn't an impossible
fight to win, however. Make
Weakness: sure you have plenty of Fire
Books or Flare Spell Books
on hand. Pick your position
carefully and try to let Cid do
most of the hand-to-hand combat while you attack
from a distance.

Fire, Holy

Use X-Potions or Hi-Potions to heal yourself,

| because Drain spells don’t work against Glass Goth.

& Use one Fire Book or Flare spell right after another
| and you can deliver a good amount of damage in
| the three rounds you have before Glass Goth
unleashes most of its bigger spell attacks.

If you have a Carbuncle Stone, use it against Glass
Goth and the fight will be over almost before it
starts. Without the Carbuncle Stone you need at
least 15 Fire Books to take down Glass Goth.
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Defeat and Return of Glass Gc¢

Shortcuts: After defeating Glass Goth, talk to Cid and you'll
6F 11F head back into the maze to find Shiroma. Your
quest is interrupted by a visit from Bahamut, who
Floors: tells you that Glass Goth is now headed toward the
15 Sea Floor Dungeon again. Apparently, Glass Goth
(LT ET T B wants to activate the giant weapon from the
Cid future, but still needs the key that you have:
Shiroma’s Pendant.

the ability to return thpse
to the forsaken future. ¥

Only Shiroma has the power to return both Glass Goth
and the Sea Floor Dungeon to the future. Unfortunately,
this means she must return to her orlgmal time with
them. You rush to the mountain top just in time to meet
up with Shiroma, who whispers her goodbye to you. As
her image fades, the Sea Floor Dungeon vanishes with
her.

. You return to the Village and receive a visit from Chubby

_4 .| Chocobo. As your conversation ends, the earth trembles
o+ »  and the entire town realizes that Glass Goth has returned.
P "+ .Glass Goth appears with the newly transformed Sea Floor
{8

{  ~Dungeon weapon and sets the surrounding forest ablaze.

*Gramps.. Iheard
Shiroma returned
to the future...” ¥

[4, 4 ™ |
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| _#= Chubby Chocobo has started selling Hi-Potions in

: ; 200Gil Py
the Village Shop for a whopping 200 Gil a bottle. uy  300Gil K
Buy 100Gil Vogt

Buy 300Gil

1 e Buy 400Gil
i Telerort Buy 300Gil
B Memory 300Gil

| Restores lats nf HP e '

| It's perfect timing for the later dungeons.

- Talk to Ben at the newly constructed statue in the
center of town. If you repeatedly visit him, he will
eventually mention that he needs a special Magic
Stone to finish his sculE»ture. If you have a
Bahamut Stone, give it to him and you'll receive
the Asura Feather.

5 gt




" With only 15 levels and a relatively easy layout through

most of the floors, Cid’s Tower #2 is a nice breather from
Snow Mountain. But don’t underestimate the power of
some of its residents, especially the deceptively diminu-
tive Toy Soldier you meet in the earlier levels. Not only
does it have high defense and impressive attack power,
but it can also unequip your items. o 3

Stock up on Hi-Potions, Rust Cards, and Thunder Books
for the final showdown with the Imp Robo gang waiting |
on the fifteenth floor. The strategy for taking out Imp
Robo #99 is the same as it was for your first encounter with
however, now its HP has drastically increased. This means that ore than a few
Thunder Books if you plan on sitting far away and casting spe d '

]
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e @ %NSD?::';;: sl
Cactuar Golem
Cactuars are poi- : Golems are tough
sonous, but drop a skinned, but kind
lot of Gil if you can Cactus of slow.
get to them before Cact lik
they throw it all e
Cactuars, but with-
away. 5
out the poison.
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Toy Soldiers hgve a | | Be careful af uthe""
high defense and a | | Gremlin’s Forced
masty habit of Warp spell. .
unequipping your s

Gremlin ."@f"T :
)
" | Use Thund

"| | and attack fast 1
avoid the explo-

the Drum

sion.

erry's aren’t
ifficult to

efeat, but they're
plentiful on certain
levels.

a Guard
Collar.

Mini Druid

Watch out for the
Mini Druid’s rapid-
fire distant magic
attacks.

Imp RO #55
\% ::*
Use Lig
whittle
Robo #55 sﬂ
and avoid its *,
explosion.

with relatively few floors aﬂd F good amount of shortcuts for its length, Cid’s Tower #2 is

a great way to collect items, build levels, and rest up for the next and final dungeon.

~~ If you remember your first visit to Cid's Tower,
you'll recall the puzzle that awaits you on the
ninth floor. The switches scattered around the
level control a rotating walkway that connects dif-
ferent sections of the floor. Although the puzzle’s
not too difficult, you may want to pack a Map
Card for these areas. If you linger too long trying
to pin down the location of the next staircase,
Doom may appear and chase you down.

9F w43 HP262/270 106%
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Use the Cactuars on the first few levels to beef up
your wallet. After defeating them, they usually
drop some Gil. The catch is that you need to get to
them before they use all their Gil for their long
distance attacks. You also need to be careful of
these attacks because they often hit another crea-
ture and cause the Cactuar to level up into the
incredibly tough Crazy Cactus!

= The Imp Robos are back and they’re much tougher

than before. Make sure you spare a few Thunder
Books to take care of them quickly, because
they’ll inflict a hefty amount of damage if you
allow them to explode near your party.

Cactaur

- Throw Gil Needles pack
Droe Gil ePpisDN Prick.
Ppison Spines Just a touch.

vou get sick?
@ 4 B ., 00D %o DB

! Cactus

*- »
A4
3
%

)

_#=_ You may notice the introduction of a new trap ir
Cid’s Tower: the Nest Trap. When activated, Nest
Traps automatically place you on another floor.
Sometimes this works in your favor and you'll
get transported to a higher floor, but most of the
time you’ll get dropped to a much lower one.

8F vd3 Hp 97,270 106%
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= PAs you arrive on the fourteenth floor, Cid once
again activates the Cidtank in preparation for the
battle against Imp Robo #99 on the floor above.

Approximate HP:
2500 (Imp Robo #55
X2: T000HP)

Suggested Level:

45

Weakness:
Lightning

T w43 H207/270

As with the first fight against
Imp Robo #55, this battle is
more safely waged from a
slight distance. Make sure you
have plenty of Thunder Books
and the Ramuh Feather, and
let Cid do most of the close
fighting before you summon
Ramubh.

: ‘ M Thunder2

[[:hange w1 . L1 bu_ttam:':

b Position yourself close enough to the main enemy—
.- You want to take out Imp Robo #99 before you deal
with the henchmen. But make sure you're far
enough away that you won't get hit by Imp Robo
#99's physical attacks. Let fly with the Thunder
| Books and if Cid happens to get KO’ed, summon
Ramuh to cast some Lightning magic. If you simply
keep plugging away with the Thunder Books, this
Boss shouldnt be too difficult.



If you're having a tough time, pack a good amount
of Rust Cards, which will lower Imp Robo #99’s
DUR value enough to increase the damage it takes
from your spells. Once the
main Robo is down, attack
. the secondary crew of

_ two with any left-

"/ over Thunder

/ Books or good
old-fashioned

N
- ”“@l\w Chocobo
) AN fr.b [ Kicks.




shoitcats: After the fight against the Imp Robos at the top of
el Cid’s Tower, Cid brings you to the control room of
10F, 18F his Highwind plane. As you take to the skies, you
Floors: join up with the villagers to ground the flying
26 weapon Glass Goth activated.

Companion: After a spectacular cinema, Mog greets you at the
foot of the mountain. Mog asks that you let him
accompany you into the Final Dungeon. Make sure ﬁ
you prepare in the '
Village before returning
to the entrance of the
| forest to face Glass

' | Goth for the final time.

| Dungeon

e The second longest dungeon in the game, with 26 total

e floors, the Final Dungeon is the toughest dungeon you

L3 face. It has an incredible variety of terrain, and the last
three or four floors are taxing on your Magic Book stash.

Make sure you use the two shortcuts to return to the
higher floors only when you’re ready to keep fighting.
Otherwise, return to the lower floors to collect as many
items as possible to either sell or keep until you need
them. You also need to continually upgrade your equip-
ment, collecting Feathers from broken Saddles and

7 .+ Claws, and increasing your stash of Hi-Potions, Magic

rl b Books, and even X-Potions.

.
P W
’ 4 -/ Use the Wood Eyes enemy on the lower levels to help you collect loads of Gil to buy
v+ enough Hi-Potions to enter the later floors. Before you attempt to approach Glass Goth o
] { the final floor of the dungeon, it's wise to be properly equipped with high defense Saddle
// ‘s ¢ ~and Flame-type Claws. You need your Flame magic to be at least past Level 9 to get the
o

€% __ n‘go;"s_'_t out of your Fire spells, and it's wise to have the Flare Feather in your inventory.
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Mask

Masks are quick,
resistant to

Stb;e Mask

Stone M5§ks are
similar to Masks,
but stronger.

Butchers are pow-
erful staircase
guards.

Hill Gigas

Hill Gigases have
high attack power
and a deadly chain
“attack.

Stronger than
Moles, Badgers
smash through
walls to reach you.

|
= = wmtao

King Behemoth

King Behomeths
are slower than
most enemies,
but powerful.

Demons attack in
groups.

Vampire

Vampires can
transform into a

at, but they have
low HP.
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can confuse you.

DA Te '\s.auoﬁn o071
Ghoul Malboro Wood Eyes
Ghoul Malboro’s You get lots of Gil
aren't too difficult when you defeat
to defeat, but they Wood Eyes.

Garden Slug

Watch out for the
slimy trails of
Garden Slugs to

Fopiso
= s, 000 Ko DAD

Blood Worm

Very fast and
lethal, Blood
Worms can cast
Sleep spells from
a distance.

long

Poison Toad

Poison Toads can
spit poison over

distances.

Mist Dragon

Mist Dragons are
powerful and fast.

Shadow Dragon

Shadow Dragons
are powerful and
fast.

Spirit Dragon

Spirit Dragons are
powerful and fast.

up like crazy?
4, DOO %o 017

Do G

Grand Mummy

Grand Mummies
have high level
Energy Drain spells
you should steer
well clear of.
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# Metal Hitman

Metal Hitmen
have a high
defense and the

Holy Dragons are
small but powerful
creatures.

ability to unequip
your items.

-
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Slimy Slug » -.:‘-‘_‘ F‘
Stronger than o _
are small but other Slugs, Slimy Jor
powerful. Slugs can still T
slow you down ¥y -
with slime. _ S
o |
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The Final Dungeon has several different areas that you pass through before you reach _; . p
Glass Goth. Be prepared for anything and everything! ¢

3
25¢ W56 H110/339 127% ot
_ : . _,.-_fm’)
= All floors higher than the twenty-second floor & L

contain powerful dragon monsters that deal pun- ' 9 - *I_‘"';_;, { 3.
ishing blows and can only be defeated by high- ’ ¥ T L6

level magic. __ Y P
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g L 5 L .~ Make sure you collect as many Magic Books as
+ 1 possible. You need at least 25 Fire Books and lots
® i ' of Spell Books to defeat Glass Goth and many of
s 3 the dragons that lurk in the higher floors. It's a
_ wise idea to have the Flare spell in your inventory
,f: as well as a Feather, so you can cast Flare through
- the Spell Books.
1 ;
4 1F w51 W130/315 127% | ., .1
- " ] -_ r
F = Use the shortcuts to reach higher floors. Always !
o clear the indicated shortcut level and you can
oy f_‘_'"'f : reenter it through the shortcut dungeon below
'3 ‘_}.pi : Chubby’s shop in town. The eighteen flbg‘ls
Pee }? the last floor accessible through the shortcu
S B dungeon, so you need a good helping of A
- A }} Memory Tags to save your progress on the
6 o remaining floors. ’-_
R e
e
o ’
- ok
Al
# . : gl .
P : | 14F 52 HP2841SHG
f & _#= 0n the fourteenth floor are the double doors L
e through which Mog tried to find treasure during
- your first visit to the Cape Dungeon. The doors are

: still locked, so make sure you pick up the Saddle
from the chest on the left side of the path, then

' continue up to the next floor by using the stair-
case along the right side.

_«= When you reach the eighteenth floor, you stumble
across Bahamut yet again. This time you learn
more about Glass Goth from Bahamut. You're told
that when Mog first entered the treasure room,
the crystal spinning in the center of the small arez
had once kept everything in balance. The moment
Mog tried to change this, everything changed.

"'Uh heut Pve heard

< about vou. Yau re that "
4 Bahamurt Quu { 3{“
o q P .
¥ 3 L -
y . ¥
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= The small Guz Mog chased off quletly snuc

: back through the treasure room once Mog

left. The crystal then beckoned to Guz@{_

and offered it a chance |

,'10 ‘make Q,leSh Tll‘&d ﬂf ‘“‘; |Power... then nonne can.
"being constantly picked | | pick on me.

on' the sma“ Guzaskﬁ ,.11 Dwer.. EfN ND Dne can

for power.. -

make fun pf me. ¥

&

it
_#= The power granted to the Guz transformed it : ey *
into Glass Goth! Bahamut warns you wle 35
both that the Guz's hatred and T

desire for power is behind the "
tragedy taking place. "

dwas more powerful than the A, i

Mair’s determination.”

= 0n the twenty-first floor, you pass the large Stove
you discovered with Shiroma on your trip through
the Sea Floor Dungeon. Make sure you pick up the
Nut from the chest along the walkway.



Approximate HP: By the time you reach Glass
4500 Goth X, you should be stocked
to the hilt with Fire Books,
Suggested Level: Spell Books, Hi-Potions or
51 X-Potions, several Drain
Books, Ifrit Stones, and the
Flare or Holy Feather. It
Fire, Holy wouldn’t hurt to have a very
tough Saddle equipped
as well.

Weakness:

26F v56 HP296/339 129%

This fight is just like any of the other Boss fights
except for Glass Goth X's incredibly high HP. Stay
far from the Boss once the fight begins, and then

start casting your spells turn by turn.

Pull all your big guns out by casting Flare or Holy
and interspersing your attacks with Fire Books. Let
Mog stick to physical attacks while you're casting
spells. When necessary, pull out the Ifrit Stones
and Ifrit Feather to deal blows which cause from
200-500 HP of damage. A round of Holy can also
inflict an astounding amount of damage.

But don’t spend your spells all in one place either, because a new monster appears
as soon as you defeat Glass Goth X. Keep plugging away with your spells, conserving
when possible, and make sure you're restored to full health before you take down
Glass Goth X.
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Approximate HP: When the fight against Glass _ :
4000 Goth X ends, you have to A
face Glass Goth Z! Glass Bt -
Suggested Level: Goth Z’s main method of
51 attack is its laser beam,
which shoots out in a
straight or diagonal line and
delivers some very heavy
damage (80-100HP).

Weakness:
Fire, Holy

because it can only fire off its laser beam attack if

" you're sitting still for over three turns. If you man-

/ » age to move into an area that’s temporarily out of

§ Glass Goth Z's range, cast Holy or Flare repeatedly
until you must move again.

- 1 You can try to move one step around Glass Goth Z,

26F 56 HP209/339 97%

— 2 S
S .
-

Glass Goth Z’s total HP is nearly as high as Glass Tata
Goth X’s, so you have to pull out the health items : ’ ' :
and keep whittling away at its HP. Once you win, : ¥
you've basically finished Chocobo’s Dungeon. The . Pt

rest of the game lies beyond the ending credits. Mog '

Huh? |
Whazzat?” ¥

After you defeat Glass Goth Z, you're separated from Shiroma, whom you had just tried to
save from the dungeon. You reach Shiroma’s house, where you speak with Cid about
Shiroma’s separation from the group.

Cid wants to introduce you to a little someone he met during the destruction of the Final
Dungeon... who is it? That's up to you to find out!

Congratulations on finishing Chocobo’s Dungeon 2! Enjoy the ending and don’t forget to
stick around for the added cinema and the intro to the next phase of the game at the tail
end of the credits.



THIS SECTION REFERS TO THE NEW CHARACTER INTRODUCED AT
THE END OF THE GAME AS Kuz. YOU CAN RENAME THIS CHAR-
ACTER AT THE END OF THE CREDITS OF THE NORMAL GAME.

Afté“r.dompletmg the game, you can take part
in @ new adventure. Shiroma will greet you
back at her home andy tell you all about the

Rebuilt Dungeonsand
Dungeon! She’ll also provide the specifics on
how to get around the new areas.

You learn that all four of the dungeons have
‘reappeared around the Village packed with
tougher enemies and more items for your
mventory me catch is that yqu must swutch to

e e e rekom geon. This dn sn't mean that you II have to
partner up with the corresponding character; it
means that ybu can only play AS that specific
character, alone, during the dungeon trip.

When you exit the Village, you'll notice four differ-
ent paths leading to separate dungeons. After
choosing which dungeon you'd like to explore, you
must agree to switch to the corresponding charac-
ter. In addition, you'll also be asked if you want to
discard all of your items. This means that you'll

lose everything that is in your current inventory as
Chocobo. Therefore, it's a good idea to store every-
thing you want to keep at Gamedon’s Storage Shop.

** When you enter the dungeon as a different character, you'll begin at
Level 1 with absolutely nothing in your inventory. You must build up
everything, including Spell Levels and Item Capacity, during the trip

4 through the dungeon. The moment your character leaves the dungeon,
you will be returned to Level 1 and any items in your inventory (unless
B you are KO'ed) will be transferred to Chocobo’s inventory.

Keep in mind that none of the auxiliary characters, like Kuz or Cid, can equip items. However,
they do have some special abilities to use during the visits to the dungeon.




Using Shiroma

Sea Floor Dungeon WO i 0
Shiroma’s high attack power and quickness work in : "9
her favor. She also has quite a few Feathers if you
happen to amass enough and magic
books. Her talent for magic and spells will make most
of the trip through the twenty-seven floors easier than
Cid’s fifteen floors.

Using Cid

Cid's Tower 1 HA85211  99%
Although strong, Cid is a little slower than the other e e
characters. However, if you use his skill, you .
can distract most monsters trailing you. Remember to
use against the mechanical enemies and

the fifteen floors of Cid’s Tower shouldn’t be too tough.

Using Mog
Final Dungeon

Mog’s trip through the Final Dungeon is probably the
best time to stock up on rare items. Mog’s ability to
steal items from enemies is a true treat during the
Final Dungeon and even the Secret Dungeon. Make
sure you check out the “Stolen Item” list below to
make the most of each trip to the dungeon with Mog.
With his strong attack and quickness, you shouldnt
have a difficult time getting through the Final Dungeon.

3Fv3 HP123/292 94%

Using Kuz

Snow Mountain 1F 19193272 _95%
First-time adventurer Kuz has some very potent skills® = " b s
to battle enemies with. Its long-distance laser attack is
the key to whittling down an enemy’s HP from afar, so
make sure you capitalize on this. Although not exactly
the strongest of the bunch, Kuz’s quickness and speed
should help you finish battles quicker than most.

The Secret Dungeon

THERE ARE 30
™ FLOORS IN THE
SECRET DUNGEON.

Shiroma mentions that there’s

. a Secret Dungeon in the Village
somewhere if you ask her. She
won't tell you wh is, but
you'll find it in Chubby Chocobo's Item Shop. In the cor-
ner of the. shop where you used the Shortcut entrance,
you'll now find the entrance to the Secret Dungeon!




When you enter the Secret
bring underground with yo
trip, choose your helper ¢
long series of floors that
tured through. You'll alsa
You've fought most of
bypass them by runnin

en the choice as to which character you'd like to
3, or Kuz. Depending on what you need on your
ide. You'll discover that the Secret Dungeon is a
atures of the other dungeons that you've ven-

th level or so, you'll confront a Boss character.
the best thing about these fights is that you can

Approximate HP: So you finally battle your way to the 30th floor and the Boss of
8000 the secret dungeon awaits! Are you ready for a tough fight? Well
don’t worry, you will fight a reluctant Leviathan, who doesn’t

(Head: 6000HP) think it should be a Boss.
(Tail: 2000HP Leviathan has two body parts, its head and tail, that you will do
battle with. Its head has 6000 Hit Points, while the tail has 2000.
Suggested Level: After defeating the head, the tail will vanish so you should con-
60 centrate on its head. Leviathan is a sea serpent and has a natural

defense versus Ice attacks and a weakness against Fire based

attacks. The most important thing in this fight is to avoid close
combat. If you engage in hand-to-hand combat, not only will the tail strike you at the
same time as the head, but also Leviathan’s most damaging attack is its Gnaw attack. You
should keep your distance and cast Fire magic or use your summoning stones. At long
range Leviathan has two options: a drain attack and an ice attack. If you have not done so
already, you should have a resistance to Ice equipped on your saddle to keep damage to a
minimum. Make sure you're stocked with Fire Books and a few healing Potmns and
Leviathan will soon be asking itself why it is fighting you!

After clearing all of the Rebuilt Dungeons and the Secret Dungeon, you can watch a
“secret ending” and Chocobo will have a statue in town erected in his honor.

Using Moj

When traveling through elth
Dungeon, it's a wise id
stealing items from en

2Flv2 HP189/286 96%

3F v HP164/286 96% in mi at you won't be able
enemy each tim
ou’ll have a o

ime, and in those cases the dropped items appear in

- g on the journey into the Secret Dungeon, make sure
ory is very high (around 60 slots) and don’t bring anything unnec-

tater chance of stealing items if your inventory is nearly empty. Try

idle, Teleport Tag, X-Potion, and a few Magic Books. Then let Mog

that the space in your i
essary. Mog will have :
the bare minimum: Cla
do the work for you!




The__Mon__ste_'r Item List

ltem Moaster(s) | '

Silent Claws

Black Magician

Poison Claws

Doom Knight

Chaos Claws

Demon, Devil

Slowpoke Claws

Kraken

Grudge Claws

Tonberry Sr., Tonberry

Healing Claws

Vampire, Lich, Demi Lich

Digging Claws Holy Dragon
Kiai Claws Grim Titan, Blood Titan
Gambling Claws Imp Robo #88

Geniji's Claws

Butcher, Hill Gigas

Crystal Claws

Dark Bahamut

Absolute Claws

Red Dragon, Mephis

Earth Saddle

Saddles

Monster(s)
Iron Golem

_Lightning Saddle Grim Roller
No-Poison Saddle ©= Cactuar
No-Dwarf Saddle Flying Eye

No-Sleep Saddle

Ghoul, Blood Worm

No-Silence Saddle

Grand Mummy, Pharoh Mummy

Calm Saddle

Ghoul Malboro, Great Malboro

No-Slow Saddle

Slug

Grudge Saddle

Phantom, Tonberry Sr., Tonberry

Weak Saddle

Buz

Mirage Saddle

Baby Demon

Counter Saddle

Toy Soldier, Metal Hitman

Reflect Saddle

Summoner Hag, Shadow Dragon

Crystal Saddle

Black Dragon, Mist Dragon

Spirit Dragon

Absolute Saddle

No-Traps Collar

=3

Monster(s)
Spriggan

Collars 9

Penalty Collar

Spriggan

Energy Collar

Kobold

 Endure Collar

Giant Bat, Steel Bat

Memory Collar

Wood Eyes, Mask

" Magic Collar Doom Mask
Curse Collar Mask, Doom Mask, Lamia Queen, Lamadonna
- Unlucky Collar Ghoul, Magic Pot, Sorceror Pot, Wizard Pot

~ Stamina Collar

Ghoul

Strikeout Collar

Ghoul, Rabid Mammoth, Stone Mask




Burden Collar

=

=

Monster(s)
Rabid Mammoth

Life Collar

Rabid Mammoth

Waterwalk Collar Triton
No-Magic Collar Stone Mask
Demon Collar Mini Wizard

Bargain Collar

Lamia Queen, Lamadonna

Recover Collar

Magic Pot, Sorceror Pot, Wizard Pot

Brandname Collar

Demi Lich

CrazyClaw Collar

Lamia Queen, Lamadonna

CrazySaddle Collar

Summoner Hag

" Mouster(s)

Item Eater

. Carry Tag

Doom Roller

Dark Bahamut

" Mysterious Tag

YOU CAN ONLY STEAL THE ABSOLUTE
CLAWS FROM MEPHIS, WHICH APPEARS
ON THE TWENTY-NINTH LEVEL OF THE
SECRET DUNGEON.

Monster
Blood Worm

Floor

item
Poison, Slow Tonic, Remedy, Hi-Potion

Ghoul Malboro

Poison, Remedy, Hi-Potion, Calm Saddle

Wood Eyes

Hi-Potion, Warp Card, Lost-Child Card, Memory Collar

Poison Toad

Poison, Frog Card, Polish Card, Frog Claws

Slug

Damage Tonic, Slow Tonic, Remedy, No-Slow Saddle

Mudman

Doom Card, Map Card, Geyser Card, Earth Seed (Sleep Card)

Badger

Earth Seed, Energy Nut, Lethargy Nut, Digging Claws

Mask

Doom Card, Reflect Card, Memory Collar, Cursed Collar

King Behemoth

Nitro, Remedy, X-Potion, King’'s Saddle (Map Card, Aero Book)

Stone Mask

Cantrip Book, Mega-Spell Book, Strikeout Collar, No-Magic Collar

Butcher

Confusion Card, Repair Card, Rust Card, Geniji's Claws

Summoner Hag

Aero Book, Quake Book, Reflect Saddle, CrazySaddle Collar
(Thunder Book, Memory Tag)

Grand Mummy

Drain Book, Doom Card, Warp Card, No-Silence Saddle

Steel Bat

Spell Tonic, Remedy, Amnesia Tonic, Endure Collar

Demon

Tired Nut, Tasty Nut, Lasan Nut, Chaos Claws

Vampire

Level Seed, LevelUP Seed, Level Down Seed, Healing Claws

(Hi-Potion)



Monster ltem

r Collar

22 Magic Pot Poison, Hi-Potion, Unlucky Collar, Recove

22 Holy Dragon Thunder Book, Mega-Spell Book, Crash Stone,
Digging Claws

22 Dark Bahamut  Fire Book, Mega-Spell Book, Mysterious Tag,
Crystal Claws (Wood Claws)

22 Red Dragon Quake Book, Mega-Spell Book, Teleport Tag,
Absolute Claws

22 Mist Dragon Blizzard Book, Tasty Nut, Rotten Nut, Crystal
Saddle (Lost-Child Card, Map Card, Geyser Card)

22 Shadow Dragon Aero Book, Invis Tonic, Blind Tonic, Reflect Saddle

22 Spirit Dragon Drain Book, Amnesia Tonic, Elixir, Absolute

Saddle (Rotten Nut)

You can also throw Polish or Dull Cards at the following enemies to steal the

listed items.
Monster ltem

Jet Mole Earth Seed, Lasan Nut, Rotten Nut, Holy Claws

Evil Behemoth  Slow Tonic, Haste Tonic, X-Potion, King’s Claws

Doom Mask Spell Book, Mega-Spell Book, Cursed Collar, Magic Collar
Hill Gigas Repair Card, Warp Card, Rust Card, Genji's Claws

Pharoh Mummy Drain Book, Morph Card, Reflect Card, No-Silence Saddle
Giant Bat Blind Tonic, Slow Tonic, Haste Tonic, Endure Collar

Lich Level Seed, Level Up Nut, Level Down Nut, Healing Claws
Sorceror Pot Spell Tonic, X-Potion, Unlucky Collar, Recover Collar
Wizard Pot Damage Tonic, Potion, Unlucky Collar, Recover Collar

Getting the Omega Essence

You'll stumble across Omega on the twenty-fourth floor of the Secret Dungeon.
With an impressive 8000 HP, you may be stumped as to how to defeat it and
even more puzzled as to how to capture its precious Essence. To prepare for
this challenge, make sure you have one ,a ,at
least six - or , several , and an abundance of

. When you run into Omega, drink the Haste Potion and then use
the Carbuncle stone to minimize the damage from Omega’s attack by 3/4. From
this point, defeating Omega becomes a breeze.

Start attacking by using the Bahamut and Odin Stones to whittle away at
Omega’s HP. Keep a close eye on Omega’s HP Omega. If you manage to
deplete Omega’s HP to 40 or less, finish the battle by kicking Empty Bottles to
get its Essence. You can use the Omega Essence when combining Claws or
Saddles to make the Titan Claw or Titan Saddle.










Magic Books

To fight your way through Chocobo’s Dungeon 2, you must learn how to use all the magic you
possibly can. Spells are available to Chocobo through the use of Magic Books, which can be
used only in dungeons. Each book represents a single use spell that you can cast in conjunction

with different Feathers for extraordinary effects.

i y"?u use

e you to cast
& becomes
A magic
cant change

Your magic power increases the more you use a certain type of
enough Fire Books during the game, you eventually raise your

more powerful versions of that particular spell. When your mag|
RA magic (for example, Fire becomes FIRA), while at Level 17 o
(for example, Fire, FIRA, FIRAGA). With each of these changes,
in the amount of damage the spell does to enemies and the \

To check the status of your Spell Levels, browse the Spell Le
menu details your current level for each Magic Book and ell
must cast that particular type of magic to reach the next

ltem Description
Fire Book __Book of Fire mag:c
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Pp_tions & Tc_mics

are important for plenty of reasons, but the most important one is that

they can replenish your health or that of your helper character. You can kick Potions'

at enemies, use them on yourself, or kick them at your secondary character for the

desired effect. Try using or kicking dangerous Potions at the enemy and you might

find that they have cool, undiscovered results. For example, if you kick an 3
at an enemy, they lose the ability to fight.

[tem Description "

Potion Restores some HP
'Hi-Potion Restores lots of HP

Elixir Restores all HP, Energy
Antidote Removes Poison

Remedy Cures all physical ailments
Nitro Causes explosive damage
Invis Causes invisibility
_Damage Reduces HP by half
Poison Poisons target

Slow Slows down target

Haste Speeds up target

Silence Can't use magic

Eye-drops Traps become visible
Dispel Removes curses

Spell Equipment becomes cursed
Amnesia Forget all item names
Blind Can't see around you
X-Potion Restores all HP

Morph Turns you into a monster

I
-
]

Essences are important not only for defensive and offensive uses in battle, but also for combin-
ing items like Claws and Saddles. How do you obtain an Essence? Simply equip some Empty
Bottles on Chocobo, then whittle down an enemy’s HP until it's nearly defeated. Kick an Empty
Bottle at them so the damage inflicted will knock out the enemy. If you are successful in doing
so, you should capture that monster’s Essence in the Empty Bottle. You can then pick it up.
Learn the effects and benefits of using Essences for all sorts of purposes. You may even be able
to use them in many of the events that take place in the Village.

Description Effect on Claws

Effect on Saddles

Restores lots of Energy
8omb Essence Causes explosive damage Adds Fire Resists Fire
udman Essence Slows down target Adds Slow Resists Slow
Magman Essence Adds Fire element Fire element Fire element
eman Essence Adds Ice element Ice element Resists Ice

2
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Creature Essence

e : i)

Increases Max HP

[

Durability to 50

Durability to 50

Lamia Essence

Causes Confusion

Merman Essence

Adds Ice element

Ice element

Ice element

Tonberry Essence

Restores lots of Energy

Raises Critical

Raises SP DEF

MiniMage Essence

Shrinks target

Adds Mini

Resists Mini

Giant Essence

Restores lots of HP

Raises toughness

Raises toughness

Undead Essence

Causes Confusion

Adds Confuse

Resists Confuse

Critter Essence

Restores some Energy

Reduces chance of missing

Raises Dodge

" Turtle Essence

Slows down target

Raises toughness

Raises toughness

Vampire Essence

Restores all HP, Energy

Slug Essence Slows down target Adds Slow Resists Slow
Thief Essence Speeds up target Takes Gil Raises Dodge
Imp Essence Restores lots of Energy Raises Critical Raises SPDEF
Mole Essence Can't see around you Adds Earth/dig_ Resists Earth
Wing Essence Adds Wind element Adds Wind Resists Wind

Mousse Essence

Adds Ice element

Pudding Essence

Adds Fire element

Fire element

Fire element

Jelly Essence Adds Wind element Adds Wind Resists Wind
Toad Essence Turns target into frog - -
FloatEye Essence Puts target to sleep Adds Sleep Resists Sleep

Demon Essence

Raises one magic level

Dragon Essence

Useful for combining

Fire Element

Enables you to do both
Superior and Merge — Me
to add Ability Points and :
Elements at the same time

Octopus Essence

Restores some HP, Energy

Adds Confuse

Enables you to do both Set
combine, which doesn’t adé
ability points, and a Fusion
combine to add attack |
direction and status resist1
the same time

Plant Essence

Restores lots of HP, Energy

Adds Poison

Resists Poison

Worm Essence

Restores some HP, Energy

Reduces chance of missing

Level Up and do a Merge
Combine to add Elements

Mask Essence

Adds Reflect ability

Raises toughness

Raises toughness

Mage Essence

Can’t use any magic

Adds Silence

Resists Silence

Omega Essence

Restores all HP, Energy

Enables you to make Titan Claw

Enables you to make

Titan Saddle
Vampire Essence Restores all HP, Energy Adds Drain Resists Drain
Mage - Adds Silence Resists Silence

; I'r':,ksc i
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Cards are yet another type of item that can either be used defensively or offen-
sively during your trips into the dungeons. Cards like the help you refill
the different springs scattered through the mazes to pick up more Potions, while
cards like the
learn the effects of using different cards in different situations.

) Name Description

help turn the tide of the tougher battles. Take some time

Identify Identifies one item
Verify Identifies all items
Confusion Causes Confusion
Sleep Puts target to sleep
Frog Turns target into a frog
Mini Shrinks target

Doom Calls Doom

Geyser Refills springs

Map Displays level map
Warp Warps target somewhere
LostChild Makes you forget map
Divide Causes item to divide
Polish Improves equipment
Dull Degrades equipment
Repair Raises DUR

‘Rust Lowers DUR

Reflect Adds Reflect ability
Morph Causes item to change

I s

A Chocobo’s favorite treat,
use them on Chocobo or kick them at enemies for different effects. But most of all,
perfect for restoring Energy during long dungeon trips.

Name Description

, are used like most other items found in the dungeon. You can
are

Peanut Restores some Energy
Lasan Restores lots of Energy
Tired Reduces Energy
Energy Raises MAX Energy
Lethargy Reduces MAX Energy

Tasty

Restores some HP, Energy

Feast

Restores lots of HP, Energy

Rotten

Reduces some HP

Life

Raises MAX HP

LevelUp

Raises level by one

LevelDown

Reduces level by one

Wisdom

Raises magic level by one

Speed

Speeds up target

Slowpoke

Slows down target

Adds Fire power

Fire Seed




Name Description

Ice Seed Adds Ice power
Wind Seed Adds Wind power
Lightning Seed __Adds Lightning power
Holy Seed Adds Holy power
Earth Seed ‘Adds Earth power
Merge Seed Can merge elements
Remove Seed Removes special effects
Fusion Seed Fuses two special effects
Level Seed | _Useful for combining
Superior Seed Useful for combining
Set Seed Useful for combining

Miscelluneous I_tems

Name Description

Gil Money

‘Whistle Get item from storage :
Teleport Box Send item to storage 'ﬁ' |
Thief Key Opens Thief Chest 1.4
Mystery Tag Raises all magic levels | 1
Teleport Tag Exit the dungeon -
Carry Tag Increase inventory

Memory Tag Save at stairs

M__ugic Stones

are precious items found in the dung
Magic Stone summons some of the famous faces
Shiva and Bahamut. Use these stones carefully, be
best in Boss battles. Whg%:r you use a new
lar character to show up in‘the basement of the
your Monster Statue collection. L~

Description

Ramuh Lightning summon magic "
Shiva Ice summon magic :
Ifrit Fire summon magic
Titan Earth summon magic
Sylph Wind summon magic
Carbuncle : Invincible summon magic
Unicorn Restores all summon magic
Odin Powerful ally summon
Bahamut Breath attack summon g
~ Asura Elemental/heal summon el



l

Weapons and Armor

o R

greatly increase your attack power and oftentimes grant extra abilities
to your battle inventory. There are many types of Claws available in Chocobo’s
Dungeon 2, so make sure you learn how best to equip yourself when entering
a dungeon. The following list details the different types of Claws found in the
game. Check out the “Claw Break Feather Chart” following these lists to learn
how to obtain different feathers from the Claws you choose.

Name Description

Weak As HP are lost, ATK increases
Wood Made of wood

Iron Made of iron

Mythril Made of Mythril

Titan Made of titanium

Lite Lightweight, easy to use
Flame Contains Fire power
Frozen Contains Ice power

Blitz Contains Lightning power
Hurricane Contains Wind power
Holy Contains Holy power
Crystal Made of crystal

Digging Can dig through walls
Frog Contains frog magic
Poison Contains Poison magic
Sleep Contains Sleep magic
Chaos Contains Confusion magic
Silent Cancels Spell casting
Dwarf Contains Shrink magic
Slowpoke Contains Slow magic
Critical Easier to get critical

Vibro ' Strong but misses a lot
Order Attacks forward and back
Arc Perform a forward sweep
Cross Perform a cross-shaped attack
Multi Perform a 5-way attack
Spin-Kick Attack in all directions
King’s High MAX level

Gil Get more Gil

Absolute Strong, but no level up
Genji's Pretty good claws

Healing Attack enemy and heal HP
Kiai Gets you tired fast
Vampire Sucks out Essence

Grudge Cursed powerful item
Brandname Strong with Brandname set
Gambling See what happens

=%
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Just like Claws, you can find
more varied items. Saddles increase your defense instead of your attack power and protect you
against certain statuses, depending on which Saddle is equlpped Read about the enemies you

will be facing in each dungeon, and choose which

to equip accordingly.

in dungeons and combined with others to create tougher,

Name Description

Weak As HP are lost, DEF decreases
‘Wood __Made of wood

Iron Made of iron

Ice Strong against Ice

Lightr Strong against Lightning
W'nd Strong_aga_nst Wind

Holy Strong against Holy

Earth Strnng against Earth
No-Slow ‘Hard to be slowed
No-Poison Hard to be poisoned
No-Sleep Hard to be put to sleep
No-Dwarf Hard to be shrunk

No-Frog ___Hard to be turned into a frog
Calm Hard to be confused
No-Silence ~ Hard to be silenced

Mirage Causes enemy to miss
Counter Returns 1/4 damage

Mythril Made of Mythril

Lite Lightweight and easy to use
King’s High MAX level

Crystal Made of crystal

Reflect Reflects 1/4 magic
Titan ‘Made of titanium

Absolute Strong but no level up
Genji's Pretty good saddle

Ribbon Helps avoid bad effects
Grudge Cursed but strong item
Brandname One of the Brandname set
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Unlike Saddles or Claws, you cannot combine when using the Stove
in dungeons or the Village. Instead, Collars serve as great defensive or
stat-boosting equipment. They also can earn you a pretty penny at Chubby
Chocobo's shop if you need some extra

Name Description B

Magic Improves magic

Life Nulls level drain

Guard Protects against theft
‘Stamina Hard to get tired

Burden Easy to get tired

'Energy Tire slowly, heals quickly
Recover Easy to recover HP
Unlucky Hard to recover HP
Endure Freezes HP and Energy
Strikeout Misses more often
Memory Won't forget map
No-Magic Strong against magic
Cursed Curses all equipment
'No-Traps Never get caught in traps
Penalty Always caught in traps
‘Bargain Buy items cheaper
CrazyClaw Freezes DUR
CrazySaddle Freezes DUR

Waterwalk Can walk on water
Demon Know monsters’ locations
Brandname One of the Brandname set

.
F

Ot_her Offensive Items

There are other items that you can equip or use in dungeons. Stones are per-
fect to use for long distance attacks or as ways to explore the dungeons
around you. Empty Bottles can be used to collect Essences from the creatures
you fight. But all of these items inflict relatively low damage against most of
the enemies in dungeons, and instead work better as defensive means to
cause damage from a distance.

Description
Kick at monsters
Hurts when it hits
Kick to break walls
Go to new location
For water and Essence

Stone
- Power Stone
" Crash Stone




Claw Break Feather Lists

When you equip a Claw that has been combined with another at a Stove in a
dungeon or at the Black Mages’ Lab in the Village, that Claw may break in
battle. When this happens, you automatically receive a Feather. If you don't
receive a Feather, it's most likely because the Claw you have equipped is not at
a +1 Level or higher, as well as the product of a combination.

The type of Feather you may receive is determined by the level of your Claw
when it breaks. The following is a list of what type of Feather to expect when
your Claw breaks.

Blitz Thunder Cross | Thunder Cross | Thunder Cross | Thunder Cross | Thunder Cross | R

Chaos Confusion Confusion Confusion Confusion Confusion Ramuh Ramuh Ramuh _ Ramuh

Critical Critical UP Critical UP Critical UP Critical UP Critical UP Gravity

Digging Quake All Quake All Quake All Quake All Quake All Titan

Dwarf Mini Mini Mini Mini Mini Sylph Sylph Sylph Sylph

Flame Fireball Fireball Fireball Fireball Fireball irit Hrit Hrit Ifrit

Frozen Blizzard Storm | Blizzard Storm | Blizzard Storm | Blizzard Storm | Blizzard Storm | Shiva Shiva Shiva Shiva

Gambling Critical UP Critical UP Critical UP Critical UP Critical UP Random Random Random
Summon Summon Summon

Healing Drain Up Drain Up Drain Up Drain Up Drain Up Unicorn Unicorn Unicomn Unicorn Unicorn

Holy Magic Up Magic Up Magic Up Magic Up Magic Up Holy Holy Holy Holy Haoly

Hurricane Aero All Aero All Aero All Aero All Aero All Sylph Sylph Sylph Sylph

Iron MaxHPUp |MaxHPUp | MaxHPUp |MaxHPUp |MaxHPUp |ExpUp Exp Up Exp Up Exp Up

Kiai Atk Up Atk Up Atk Up Atk Up Atk Up Doom Doom Doom Doom Doom

Order Miss Down | MissDown | MissDown | MissDown | Miss Down | Shiva shiva Shiva Shiva Shiva

Vibro Max HP UP Max HP UP Max HP Up Max HP Up Max HP Up Drill Shoot Drill Shoot Drill Shoot Drill Shoot Drill Sho:

Weak Power Shoot | Power Shoot | Power Shoot | Power Shoot | Power Shoot | Phoenix Phoenix Phoenix Phoenix

Wood Dodge Up Dodge Up Dodge Up Dodge Up Dodge Up Recover Recover Recover Recover Recover
HP Up HP Up HP Up HP Up HP Up

Poison Poison Poison Poison Poison Poison Power Up Power Up Power Up Power _.

Frog Frog Frog Frog Frog Frog Super Shoot | Super Shoot | Super Shoot | Super Shoot

Lite Haste Haste Haste Haste Haste Phoenix Phoenix Phoenix Phoenix

Cross R Remove R R R Holy Holy Holy Holy

Silent Silence Silence Silence Silence Silence Hrit Ifrit Hfrit Ifrit

Crystal Flare Flare Flare Flare Flare Carbuncle Carbuncle Carbuncle Carbuncle

Mythril Critical Up Critical Up Critical Up Critical Up Critical Up Atk Up Atk Up Atk Up Atk Up

Grudge Atk Up Atk Up Atk Up Atk Up Atk Up Bio Bio Bio Bio

Multi Recover Up Recover Up Recover Up Recover Up Recover Up . odin Odin Odin Odin

Titan Ultima Ultima Ultima Ultima Ultima Asura Asura Asura Asura

Slowpoke | Slow Slow Slow Slow Slow Titan Titan Titan Titan

Geniji's - - - - - Ultima Ultima Ultima Ultima

King’s Claw | Max HP Up Max HP Up Max HP Up Max HP Up Max HP Up Holy Holy Holy Holy Holy
Feather Feather Feather Feather Feather

Spin-Kick Meteor Meteor Meteor Meteor Meteor Bak Bah Bahamut Bal Bah

Summon Up | — - i - - Arc Arc Arc Arc Arc

Sleep Sleep Sleep Sleep Sleep Sleep - - - - =

Brandname | — = = - - Metearite Meteorite: Meteorite Meteor Meteor




Saddle B_reuk Feather Chart

H If you've combined two Saddles that result in a new one that reaches a

+1 Level or above, you have a chance of getting a Feather when the Saddle
breaks. The following information shows which Saddles at what levels give you
certain Feathers.

“Jaw Name 7 2 +3 -4 +5 +6 +7 +10 (over)
Srandname |- - - - - Meteorite - - - Bahamut
Im Confusion Confusion Confusion Confusion Confusion Ramuh Ramuh Ramuh Ramuh
Counter Bio Bio Bio Bio Bio Odin Odin Odin Odin
Quake All Quake All Quake All Quake All Quake All Titan Titan Titan Titan
Flame Fireball Fireball Fireball Fireball Fireball Ifrit Ifrit Ifrit Ifrit
im_ll Max HP Up Max HP Up Max HP Up Max HP Up Max HP Up Exp Up Exp Up Exp Up Exp Up.
l(ing’s Max HP Up Max Up Max HP Up Max HP Up Max HP Up Holy Holy Holy Holy
ite Haste Haste Haste Haste Haste Random Random Random Random
Summon Summaon Summan Summon
Mirage Ri Ri Meteor Meteor Meteor
pythril Critical Up Critical Up Critical Up Critical Up Critical Up Defense Up Defense Up | Defense Up | Defense UP
No Dwarf Mini Mini Mini Mini Mini Sylph Sylph Sylph Sylph
o Silence Silence Silence Silence Silence Silence Ifrit Ifrit Ifrit Ifrit
F«J-Sleep Sleep Sleep Sleep Sleep Unicorn Unicorn Unicorn Unicorn
hﬁm Gravity Gravity Gravity Gravity Gravity Phoenix Phoenix Phoenix
kibbon Ultima Ultima Ultima Ultima Ultima Bat Bat Bahamut Bat
Lﬁml Aero All Aero All Aero All Aero All Aero All Sylph Syiph Sylph Sylph
Lﬂnod Dodge UP Dodge UP Dodge Up Dodge Up Dodge Up Recover Up Recover Up
ak slow Slow slow slow slow Phoenix Phoenix Phoenix Phoenix
Crystal Flare Flare Flare Flare Flare Carbuncle Carbuncle Carbuncle Carbuncle
enji's Def Up Def Up Def Up Def Up Def Up Def Up Def Up Def Up Def Up
Sp Def Up Grudge Grudge Grudge Grudge Grudge
. To GET THE ENERGY UP FEATHER YOU
MUST COMPLETE THE GAME ONCE. THEN
WHEN YOU FINISH SUBSEQUENT DUN-
GEONS, YOU HAVE A RANDOM CHANCE TO
RECEIVE THE ENERGY UP FEATHER.
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Strong Vs

: Clay ;
'02: Golem

P
Break Doors (01) .
'03: Iron Golem

Break Door (02, 03) Bt
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Scamper
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Guard Stalrs i _ 02: H:II Gigas
S ' 03: Gigas Boss




02: ImpRob #55
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02 Malbom Ghoul
‘03! Great Malboro
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02 Stone Mask
03: Doom Mask
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