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Search for the
Seven Runes!

You will set out an a journey to locale the
7 Runes scattered around the world of
TICONDERA.

You have come fo the end of yaur five-

year fraining period as one of Kin ALL RIGHTE RESERVED
s Lt 5 J COPYRIGHT 1993 PRODUCE./EHIX
Lemele s apprentices. This will be your LICENSED BY HINTEHDO

last test, 115 said thal the one who col-
lacts all of the ancient Runes will have
the power to rule all of TICONDERA.
There are six other apprentices who have been given the same test. Some may join you in
your quest, while others will seek to destroy you and steal your precious Hunes. The pur-
pose of the adventure is to find all of the 7 Runes.

The World of "TICONDERA"

This is a "Hole Playing Game" played by selecting commands. To progress in this game it is
best to remember two simple steps:

1. Defeat as many enemies as possible. Each viclory will make your character stronger,
making it easier for you fo move forward in the game.

2. Listen carefully to every person you meet. There may be some people who need your
help. You would be wise fo offer them your assistance.




A. Starting A Game

Insert the *7th SAGA" game pak into your SNES and
swilch the power OM. A title screen will be displayed
following a demonstration screen. A sub-screen will be
displayed if the "START" BUTTON is pressed. When
playing the game for the first time, start the game by
selecting "NEW GAME" and then an EMPTY record (shown as "Free’), 110 3.

Mote: If you wish to start a new game, but all three records are in use, erase a record by
selecting the "Erase Data’ command and then select an EMPTY record.

B. Selecting A Main
Character

If you select a new game, a screen showing 7 Characters
will be displayed, Compare the atiributes of each of the
characters and select the one you wish to play.

C. Entering Your Name

You may now create a name for your character. You may
choose up to five (5) letters. Use CONTROL PAD to select
a desired letter and press "A" BUTTOMN to enter it. If you
choose the [ ) mark, you can delete the last letter entered.
Continue this unfil you have finished entering your name.
Choose "END" to start the game.
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Press "B" BUTTON to cancel the name you have entered after choosing your
character.

If you choose "END" without entering a name, the character will be named as shown
on Page 9.
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D. Saving Your
Game

When you are finished playiﬁg and wish to save your
progress, stop over at an INN, You will be able to select
"SAVE JOURNEY." Your progress will automatically be
saved.
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E. Moving Data e

A saved game can be moved to an empty log. e
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F. Continuing
A Saved Game

Select "CONTINUE" on the fitle screen. The level of your
character and the lengih of game play will indicate your
saved games. Select the game you wish 1o continue, and
your adventure will continue from the INMN where you last
saved.
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G. Controller Operation

Controller operation is described below.
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'L"BUTTON  'R" BUTTON "X" BUTTON é

| s (Not used during (Not used during
‘x the game) the game) (\
PAD ~ + ‘
P & y v
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'SELECT" BUTTON Wt
(Not used during  "START" BUTTON "Y' BUTTON
the game) (Used when start-  (Not used during
ing a game) the game)
CONTROL PAD -1 S oo~
np To displ d
A BUTTON """"""""""""""" TE seﬁsciiﬁggﬁitt: commands '
“B” BUTTON """"""""""""""" To cancel a command 4
Same as "A" BUTTON.
tI|." BUTTON - Convenient when you want to play l
with one hand. J

"SELECT" BUTTON

Same as "B" BUTTON.
Convenient when you want to play
with one hand,
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H. Display Guide

This game consists of "Towns," a "Field,” and "Dungeons.” Watch the display carefully so
you can proceed successfully in the game.

TOWNS

Main Character —__

Main Character's HP -
Main Character's MP >~

Commands (Press "A" EIUTTEIH to d1splay commands.)
Talk: Turn toward the parson you want 1o speak 1o.

. Magic: Select and use magic. (You may use only "Healing Magic® in
i LS, | |
ltem: Select and use items.
Status: Displays the power and candition of the characters,
Search: Checks the araa around the feel and in front of the character. Use
this command to open any treasure chesls.

Fie|d/Dun§ébns

Crystal ——

Main Character — — —
Main Character's HP .

| Main Character's MP -

Cnmmands (Press "A" BUTTON to dlsplay commands.)

i Magie: Select and use magc. !
ltem: Select and use itermns.
| Status: Displays the power and condition of the Main Character.
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. The Crystal

The Crystal, gven o you by King Lemele, serves as a
radar showing you the areas around your character. The

BLUE dot in the center of the circle shaws the position of | aiv4l @ach af N
AlCrsakaliBal'ls GE B

your characler. The Crystal will show you where Towns are, _ Slp Joutind jthe E
what the Field looks like and where the Dungeons are. The L

Crystal will also show you where the Treasure Chests and
RUNES are located by moving around the Figld and inside
the: Dungecns. When you are moving, use the Crystal to
help you avoid enemies or decide which direction 1o move
In.

The Crystal does not appear in Towns.

| Townis}, Castle{s),
Dungoon(s)

Enemies

somatimes when you are travelling thraugh the Dungeons, yau wall notice tha ':
| Cryslal daas not appear. This happens aflter you have finishad a cartain event in ‘“|
the Dungaons. It is a good idea to either make a natalion of where ihe Treasure i
Chests are located or to open them all betore you finish the event. |
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J. Status

Select the *Status® Command to observe the items equipped and the condition of the
characters. If you press *A" BUTTON again, the status of the various attributes will be

displayed

‘ Status (Display 1) |

. Weapons equipped
. and their offensive
power

Armor and Robes
equipped and their
defensive power

Shields and Helmets

equipped and their
defensive power

Status (

'*I.I .-'...

i

The current level
|- The present HP and
5 the maximum HP

- The present MP and

the maximum MP
J"-"d. Amount of money you
i have

1
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| Your present experi-
ence level

Experience points
necessary for the next
level-up

"5""’;;:,:-".f'-;';:-'——— Defense: Defensive power
—lagic: Magic power

T Speed: Agility

{ Weapon: Offensive power of
-\ the weapon in use

“Armor: Defensive power of
Armaor in use
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4. INTHETOWNS |

In Towns, you will collect information, abtain things necessary for your adventure, and rest.
Here is & map of LEMELE. This is the town where you will begin your journey.

LEMELE, the starting point
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If you pay to stay at ihe Inn,
you will restore your HP and
MP completely. You can also
... SAVE any progress you have
- made. [You can save your
game without paying money.)
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Sells waapons,
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Sells armaor.

Sells various useful
items for advan-
fures.,

If a characler is poi-
soned, they can be
cured, If a characler is
defeated in batile, they
can be reslorad fo Ke,
This will refurn the max-
| Imum HPs, but the MP3
will remain tha same.
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You may enfer an!
Other htll|dll'lgs builci*.ngyas long zls]f
there is a door, Listan to
the paopla you meet not
only outdoors butinside ===
the building as well
ltemns are somelimes

and places

; 'l:whln Iatltht hun‘l:a[n
well hidden aroundthe  Hig=eM ,-:u feal better,

{owns, 5o check every
possible place for them, S

Shoppmg Guide {

l
) Store owner will tell you aboutthe |
. equipment and trade-ins. |

v
When you enler a Weapan or Armar shap, the owner will tell you what items you ™5
| can be equipped with, along with 1he level of OHensive/Defensive power it will ‘\I
giva you. If you decide 1o purchase an itam, the owner will automatically equip
you with it. If you want, the owner will trade-in used Weapons and Armor. -=;;"

. Exchange money for jewels.

,f-:'- When you are carrying around a ot of money, it 1s a good idaa to trade it in for |‘
| jawels. You can buy and sell |gwels for the same price at any town in TICON- ﬁfﬁll
|  DERA. When you are defeated, enemizs will take away halt your maney, tut they

‘ will not 1ake your jewels |

' Nine pieces of the same item. ;

You may share one item with & person inyour parly. You can carry only 9 of the L‘
same iem at & ime. |

] [ ] L] ,E"
Buying/Selling the same item !
continuously. |
When you buy / sell an item, the cursor wll remain on the last item you boughl/ J
sold unless you select the *Stop” command. You may buy [ sell ine same item 3
successively withaut selecting any spacial command. y'
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. 5. IN BATT

When you encounter an enemy in the Field or Dungeons, the map display will tum around
and become enlarged to show you the baltle scene with a realistic background. You and the
enamy will attack by turns. If you are defeated, you will retum to the Inn where you last
saved your game. When you are defeated, half of your money will be taken away by the
anamies. If a member of your party is defeated, you will not lose any money.

If you are poisoned during battle, a skull mark will appear over your HP indicator. The
HP will decrease by 1 point every 3 sleps. If you keep moving without being cured,
your HP will become 0.

Encounter with the Enemy

Commencement
of Battle

End of Bat_tle




The Combaf Screen

Monster —
Main Character

Main Character's HP

Main Character's MP

Commands (Commands will be
displayed automatically when
you are in the battle mode) |

Damage Given

Damage Received

Combat Commands
ATTACK - .

A normal Attack using the weapon equipped. The damage
done fo the enemy will change depending on the level of the
weapan and the offensive power. The graphics on the attack

screen will vary depending on the character you select.

DEFEND

Reduces the damage received from the enemy. The damage
level may vary depending on the position of the character i
(Front or Back).
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MAGIC

To cast a spell. The types of Magic spells that can be used
during battle are: Offensive Spells, Miscellansous Spells,
and Healing Spells. Each time you cast a spell, your MP will
be reduced by an amount dependent on the spall you select,
You cannot use any magic once your MP has reached 0.

ITEM

To use an ltem. You may change your Weapon in batlle. Try
each Item, as they will have difierent efiects.

ESCAPE

To retreal from a balfle. You cannot run away when engaged
with a Boss Monster.

L

."' ﬂﬂ: -h.'-i.i .l'f:ﬁt_-

T e —— F e [ =

S
Baﬁﬂe Lesson i

The basic technique:
- Defend & Attack

Each tima you Detend BEFORE you Attack, you
| will increase your alack power. This is effective
==when you arg lravalling alone.

[
1
I

You can change the attack-
| order of your party .

If you are fighting with another characler, you can
~—=change the altacking order by pressing "CONTHOL 224
I' FaD" left or right at the beginning of every tum.
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" 6.YOURPARTY

When you speak with any of the other apprentices of King
Lemele, you may be asked 1o join their party. You may
confinue your adventure alang if you wish, but sometimes it
is easier io travel with a companion.

If you are not experienced encugh, you may be asked fo
return when you have gained more expenence. You may be
~asked to join another character when you are already

travelling with one. You may chaose lo change pariners or
continue without change.

If a Character joins you, they will have the equivalent

level of strength and equipment as you. e T cLe
BHD TRAVEL AITH HET

.|._ | Partner's . |
Characters MP | HP Main Character |
Main . Partner's Partner

~ Character's HP VP




" 7.CHA

Kamil ia R

A Human. A warrior-type Character witha || "i?- o B
good balance of offensive, defensive and |} ~

magic power along with a strong sense of [}
justice. Most suitable for a beginner in 1 L
game play as he doesn't possess strong | i
individuality Y

A Demon. Uncooperalive and beliaves

that pawer is truth. Plots to get the Runes
and overcome even King Lemele. A pro-war
Character who has strong offensive power,

22




A Dwart. Wants to bacome young again
using the power of the Runes, He

| applied to King Lemels in order to

| become his apprentice, Though old

[ coempared with other Characters, he sl
1

has sufficient power, May be a raliable
1 Charactar as a supporting mamber in
i team play.

An EIf. Insists that she is self-sufficient,
] and for good reason, Esuna is a
! poweriul magic-user, She is the anly
. female character, and is a reliable ally.

Valsu

A Human monk-type Character, Good at Healing
Spells. Wanls to get rid of all avil power with the
help of the Runes. His behavior is based on his

belief system, but sometimas he is too determined.
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90-DAY LIMITED WARRANTY NINTENDO GAME PAKS

90-DAY LIMITED WARRANTY:

Enix America Corporation ("Emx") warrants to
the onginal purchaser thal this Enix (Game
Fak{"PAK"| shall be free from delecls m
matenal and warkmanship for a pericd of 00
days from date ol purchase. H & defect
covered by Inis warranty occurs duning his
S0-day warranty pericd, Enix will repar or
replace the PAK al its oolion free o charge

To receive this warranly service:

1. DG WOT return your deleclive Game Pak
to the retailer.

2. Moty the Enix Consumer Service
Deparmenl of the problem requinng warranty
samice by calling:

|206) BE1-4927

Dur Consumer Senvice Depardmeant s in
operation from 10:00 AM. 1o 500 PM..
Pacific Trme, Monday through Friday.

3. If the Enix Service Representative is
unable 1o solve the problem by phone, he
will provide you with a refurn authorizalian
numbar. Simply record [his number on the
ouiside packaging of your defective PAK
AND RETURN YOUR GAME PAK FREIGHT
PREPAID AND INSURED FOR LOSS OR
DAMAGE together with your sales slip or
similar proof-of-purchase within the S0-day
warranty pariod to

EMEE America Corporation.

2679 1515t Place NE.

Redmond, WA $8052-5522

27

This warranty shall not apply if the PAK has
boer damaged by negligence, acciden,
unregsonable use, modification. fampering o
by other causes wunrelated 1o gefective
malenals o workmanship.

WARRANTY LIMITATIOMS:

ANY APPLICABLE IMPLIED WARRANTIES,
IMCLUCING WARRANTIES OF
MERCHANTABILITY AND FITMESS FOR A
FPARTICULAR PURPOCSE, ARE HEREBY
LIMITED TO %) DAYS FROM THE DATE
OF PURCHASE AND ARE SUBJECT TO
THE COMDITIONS SET FORTH HEREIM. N
NC EVENT SHALL EMIX BE LIABLE FCOR
CONSEQUENTIAL OR INCIDENTAL
DAMAGES RESULTING FROM THE
BREACH OF ANY EXPRESS CR IMPLIED
WARRAMTIES.

Tre provisions of this warranly are valid in
the United S1ales only. Some states do not
allgw limilations on how fong an imphed
warranty lasls or exclusion ol consequential
of incidenial damages, so the abowe
limitations and exclusion may not apply 10
you, This warranty gives you specific legal
rghts and you may also have other righis
wien vary from slale 10 state,
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