4.14.1  Scenario Sabin: Traveling to the Phantom Forest
**********************************

  Opponents:
  Sand Ray (#9), Alacran (#10), Stray Cat (#32), Aepyornis (#33), Nettlehopper
  (#34), Chippirabbit (#35)

Having broken out like a bad case of acne, your only hope to reach Narshe is
to travel through a dark forest to the east of Doma Castle.

Preparation: Save, darn you! Now that Sabin is no longer alone and scared, there
is little direct reason for Shadow to linger. That means that starting
from your escape from the Imperial Camp, he may randomly decide to leave you
after every battle:

Shadow: My job is done. I've earned my pay.
Shadow: So long...

It's just a 1/16 chance though (which, by the way, is in NO way
influenced by the order you performed the scenarios in, there are many myths
and misconceptions about that). I can say that in a short while, there will be
a situation in which Shadow will no longer be able to escape, but you'll need to
make it there with Shadow at your side, preferably. This can be reached by:

a) Saving beforehand and relying on your luck
b) Killing Shadow until the party reaches said destination.
c) Running from every battle

If you're playing the game on an emulator, I suggest the first (you can always
Quick Save after every battle and Quick Load when Shadow decides it's time to
hit the road). If you're playing on the console, the Quicksave feature can save
you a lot of frustration older games brought you. Quicksave until you reach
the destination where Shadow'll stick.

Monster formations:

(Grass North of Imperial Camp)
Aepyornis (6/16)
Chippirabbit, Chippirabbit, Chippirabbit (5/16)
Aepyornis, Chippirabbit, Chippirabbit (5/16)

(Grass South and West of Imperial Camp)
Nettlehopper, Nettlehopper, Nettlehopper (6/16)
Stray Cat, Stray Cat, Stray Cat (5/16)
Aepyornis, Stray Cat, Nettlehopper, Nettlehopper (5/16)

(Forest)
Nettlehopper, Nettlehopper, Stray Cat, Stray Cat (5/16)
Chippirabbit, Chippirabbit, Chippirabbit, Chippirabbit, Chippirabbit (5/16)
Aepyornis, Aepyornis, Stray Cat (5/16)
Aepyornis, Stray Cat, Nettlehopper, Nettlehopper (1/16)

(Desert)
Sand Ray, Sand Ray (5/16)
Alacran, Alacran, Alacran (5/16)
Sand Ray, Alacran, Alacran (5/16)
Sand Ray, Alacran, Alacran, Alacran (1/16)

You know how to handle the wildlife here. You can travel to Doma Castle, but
you'll find it occupied by Imperial troops so you cannot enter. Just travel
to the forest to the southeast.

--------------------------------------------------------------------------------
4.14.2  Scenario Sabin: The Phantom Forest
**********************************

  Opponents:
  Ghost (#40), Poplium (#41)

Welcome to Phantom Forest, called the Forest of Illusion in the Japanese game.
After entering the forest, something quickly seems...off. Eyes from the
darkness leering at you. Sounds from places you can't keep your eye on. You
being on fire.

Preparation: Shadow's still a possible run-away, so keep him down if that's
your strategy.

Monster formations:

(First and Second Screen)
Ghost (10/16)
Ghost, Poplium, Poplium (6/16)

(Third and Fourth Screen)
Ghost, Ghost, Poplium, Poplium, Poplium (10/16)
Ghost, Ghost, Ghost (5/16)
Ghost (1/16)

Ghosts are unfriendly, generally unpleasant, Undead, and they hate you. Every
first turn will be a Fire spell or nothing, but the second turn can contain
Attack, !Time Freeze (which sets Stop) and Dancing Flame, a very strong ST Fire
-elemental attack that will probably shave off 150 HP.

Poplium are waiting to be relieved from this unlife they're doomed to suffer
through. They attack physically and if they're feeling particularly grumpy they
might even use !Cling to slow you down.

This is, strategy-wise, a very boring and straightforward part of the game.
Sabin, Cyan, and Shadow all have ST attacks that can take out all enemies in
one hit. Keep up with Fang, Shuriken, and Aura Cannon. Use Potions when you are
hit with an unlucky Dancing Flame or when your HP is running low due to other
causes.

You will find a Recovery Spring you will automatically heal yourself in. Make
sure to kill Shadow again if you're a SNES player. Think: "Take this,
nemesis! A Shuriken to the face! Oh, wait. Fitting as it is for my dark,
brooding character, I myself am my nemesis. My physical agony is without
boundaries."

Always stick to the next exit on the top of the screen; other exits will lead
you in circles. Laugh at their attempts to trick you.

Eventually, you'll reach a train. The train was destroyed in the recent war
between Doma and the Empire, and Sabin will talk about survivors and taking
looks. Cyan will freak, but we're used to that by now and pay little attention
to him as we climb aboard.

