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(& Your-adventure would be very difficult
without this guide. It includes maps of
all the fowns and mazes in Phantasy
Star Il. Study it carefully as you pursue
your quest. Go forth in strength and

% honor, brave adventurer.



-

Your adventure would be very difficult
Without this guide. It includes maps of all the
towns and mazes in Phantasy Star I1. Study it

carefully as you pursue your quest. Go forth
in strength and honor, brave adventurer.
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Role-playing games are journeys packed wit

ture. This Phantasy Star II guidebook prow
should you find yourself completely stumped and
unable to proceed. It's best to read the hint only if
absolutely necessary, and then, only the hint you'
need. Have fun!
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Your journey staris
from this town.

Start your journey
alone.

BUILDINGS IN FASED
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Your journey slarls from Paseo.
First, ask the Commander of
Mota in the Central Tower the
reason for your first journey. The
Commander asks you to go to
the Biosystems Lab where the
Binmonsters are created, and
bring back a Recorder. He does
not know where the Biosystems
Labis located. You need to talk
to the townspeople and obtain
that information. They will also
give you some hints for your
journey. Back in your home
awaits Mei who will accompany
vou. Then go to the stores and

Wou wake up after
dreaming of 2 battle.
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buildings. They sell various
weaponry and devices which
yvou will need. We suggest you
also buy some medical supplies!
Venture forth after obtaining
your supplies and as much in-
formation as possible in this
fom.

At the Gentral Tower
the Commander of
Maota will tell you the
purpose of your first
journey.

Return to your hame.
Mei is waiting.



ATown

devastated. What
happened here?

Arima is the first town
you find.

BUILDINGS IN ARIMA

e
1 i

——
DAGGEA ar

STATH
:-::""‘;:l;":‘:;lu' Eer LD s
et . %

E|:sworo 1200
% GERAM KNIFE 2800
e s Somic GUN. - 640
400

Leave Paseo and head north,
Arima is to the northeast.

It is the first town you come to.
The town has been dynamited
and destroyed by the scoun-
drels,

Talk to the townspeople. They  Afthough Arimais

tell you that the daughter of devastated, you can get
Tlanim has hees kidnapped:by a lot of infermation,
scoundrels from Shure,

MNow you know your next task
is to find Shure,

Shure lies to the east of Arima.
There are no data memory or

tool shops in Arima. You and
Mei must be well equipped for Return to Paseo and
the perils ahead, Buy yourself a meet Rudo.

sword and a steel bar for Nei.
Return to your home in Paseo
by Teleport Station. There you
find your friend, Rudo. Now,
the three of you continue the
journey. Your battles against the §
enemy will increase. :

When three fight, you
suffer less damage.
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The dungeon
at Shure is
difficult.

The first dungeon is

Shure.

Leave Arima and continue northeast, You see Shure near the
beach, Shure is a four-level dungeon.
As vou go higher, the power of your enemies becomes

SITONEET.

Follow the map carefully
when you enter Shure. It's
easy to get lost! Return by the
same route to get back to the
ground. Use the Escapipe
which you bought at the tool
shop in Maseo to return to the
outside at once. Since you

are shill inexperienced, you
must carry Monomate and
Dimate for healing and an Es-

capipe.

Find a small key to .open
the locked boxes.

[lemns to be found an this level

MONOMATE  DYMAMITE (2)
150 MST 40 MST

Turning right on the first level leads to a dead end. So,
go left. Take the long way around to the left to get up to
the second level,

llems ie be found on this level
nd DIMATE

LEVEL

Read the map carefully to find the chute to get up to the
third level.
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Imnne To B Doarel on Fhis kewel
SHOTGLIM

HEADGEAR

LEVEL |Fihe

This is the most difficult part in your journey to the
fourth level. On the map, compare the second and third
levels to go ahead.

Fravime e b foume on Fnis lewsl]
SMALL KEY

th

LEVEL Beseite

Tha Tower of Nido is a
ihrea-level dungeon.
You will meet very
powerful enemles
before finding Teim.

k or I e e s A AR Al
Find a small key on the fourth level to open the locked
box containing dynamite. Alsc, find a letter and some
silver ribbon to cover Nei's head. A very dangerous
opponent will appear.

I2

Find Teim in the
Tower of Nido.

Use dynamite to break through the entrance to the Tower
of Nido, Although the Tower is only three levels high, itis
more difficult than the dungeon of Shure, Do not overesti-
mate yourself, Hone your skills
through the fights against the
weaker enemies on the first level.
Of course, you will need your
medical supplies and an Es-
capipe.

Follow the map carefully when
proceeding through the dunggon
or you may be eliminated by a
stronger opponent.

Take special care on the third
level since the enemy is very
powerful.

A strong opponent will
give you a lot of trouble.
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