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Cloud	Strife			Cloud	is	a	mercenary	hired	by	AVALANCHE.	He	claims	to	have	been	a	member	of	SOLDIER,	but	is	reluctant	to	reveal	much	of	his	past.	His	confidence	in	his	own	abilities	can	make	him	seem	aloof.	Cloud	is	capable	of	extraordinary	feats	in	battle	and	he	is	able	to	wield	the	enormous	Buster	Sword	with	ease.	Tifa	Lockhart			Tifa	works	as	a
barmaid	and	is	an	active	member	of	AVALANCHE.	She	grew	up	with	Cloud	and	senses	that	something	is	amiss	when	they	are	reunited.	Tifa	tries	to	hide	her	concerns	behind	a	cheerful	smile	and	is	more	sensitive	than	she	is	prepared	to	admit.	Any	hints	of	shyness	soon	disappear	when	she	takes	to	the	battlefield,	as	she	pummels	her	foes	with	rapid
strikes	honed	through	years	of	training	in	hand-to-hand	combat.	Aerith	Gainsborough			Aerith	sells	flowers	in	the	slums	of	Midgar	and	wishes	only	to	lead	a	normal	life.	When	the	Shinra	Company	discovers	that	she	possesses	certain	unique	qualities,	they	send	their	elite	agents,	the	Turks,	to	abduct	her.	Cloud's	timely	intervention	marks	the	beginning
of	Aerith's	journey	to	find	her	true	purpose.	She	remains	upbeat	in	the	face	of	untold	danger	and	is	determined	to	fulfill	her	destiny.	Barret	Wallace			The	AVALANCHE	leader	Barret	goes	to	extreme	lengths	to	oppose	Shinra's	tyranny.	He	states	that	his	hatred	stems	from	Shinra's	abuse	of	the	Planet,	but	in	truth,	his	grudge	is	a	personal	one.	Barret
finds	himself	torn	between	his	commitments	to	AVALANCHE	and	his	responsibility	to	his	adopted	daughter,	Marlene.	After	losing	his	right	hand,	he	had	a	prosthetic	attachment	grafted	onto	his	arm,	which	allows	him	to	equip	a	range	of	mechanical	weapons.	Red	XIII			"Red	XIII"	is	the	name	he	was	given	by	Shinra	after	being	captured	for
experimentation.	He	is	the	last	survivor	of	his	race,	whose	lifespans	greatly	exceed	those	of	humans.	Despite	being	approximately	forty-eight	years	old,	his	mental	age	is	closer	to	that	of	a	sixteen-year-old	human.	His	fearsome	appearance	is	at	odds	with	his	gentle	and	somewhat	naive	nature.	Cait	Sith			Cait	Sith	is	a	robotic	fortune-telling	cat	that
rides	an	enormous	moogle	doll.	He	seems	more	suited	to	a	role	as	a	theme	park	mascot	than	a	participant	in	battle,	but	his	unpredictable	attacks	make	him	a	surprisingly	effective	addition	to	the	party.	Cait	Sith's	jocular	persona	masks	his	true	agenda.	Yuffie	Kisaragi			Yuffie	set	forth	from	Wutai	in	search	of	materia	in	the	hope	of	restoring	her
homeland	to	its	former	glory.	After	deciding	to	tag	along	with	Cloud's	party,	her	mischievousness	and	dishonesty	cause	countless	problems.	Despite	her	youth,	she	has	mastered	many	ninja	techniques	and	is	a	capable	fighter,	striking	from	long	range	with	her	oversized	shuriken.	Vincent	Valentine			Vincent	lay	in	a	coffin	deep	below	the	Shinra	Manor,
torturing	himself	with	nightmarish	memories	to	atone	for	the	mistakes	of	his	past.	He	was	subjected	to	horrific	experiments	against	his	will	at	the	hands	of	Professor	Hojo,	granting	him	a	body	that	does	not	age	and	the	ability	to	shift	into	monstrous	forms.	When	he	learns	that	Cloud's	group	is	pursuing	Hojo,	he	sees	an	opportunity	to	exact	revenge.
Cid	Highwind			Cid	dreamed	of	being	the	first	man	into	space	and	joined	Shinra's	Space	Program.	After	years	of	preparation,	the	program	was	canceled,	leaving	his	ambition	unfulfilled.	He	remained	in	Rocket	Town,	with	the	abandoned	spacecraft	a	constant	reminder	of	what	might	have	been.	Cid	is	quick	to	anger	and	foul-mouthed,	but	cares	deeply
for	those	close	to	him	and	displays	admirable	leadership	qualities.	Sephiroth			Sephiroth,	the	legendary	member	of	SOLDIER,	was	once	hailed	as	a	hero.	He	disappeared	without	a	trace	five	years	ago	during	a	routine	mission	and	has	not	been	heard	of	since.	His	reputation	as	an	inhumanly	powerful	warrior	remains	to	this	day.	CRISIS	CORE	–FINAL
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11+PEGI:	12+ACB:	PG	Final	Fantasy	VII	is	the	seventh	main	installment	in	the	Final	Fantasy	series,	developed	and	published	by	Squaresoft.	It	was	released	in	January	1997	for	the	PlayStation,	and	was	later	re-released	for	the	Microsoft	Windows,	PlayStation	3,	PlayStation	Portable,	PlayStation	Vita,	PlayStation	4,	iOS,	Android,	Xbox	One,	and	Switch
platforms,	it	is	also	included	on	the	PlayStation	Classic	mini	console.	It	was	directed	by	Yoshinori	Kitase,	produced	by	Hironobu	Sakaguchi,	with	a	score	produced	by	Nobuo	Uematsu,	and	character	designs	by	Tetsuya	Nomura.	It	was	the	first	game	in	the	series	to	feature	three-dimensional	graphics,	pre-rendered	backgrounds,	and	numerous	full
motion	videos,	and	the	first	in	the	main	series	to	be	released	in	Europe	and	Oceania.	Final	Fantasy	VII	follows	the	story	of	mercenary	Cloud	Strife,	who	is	hired	by	the	eco-terrorist	group	AVALANCHE—led	by	Barret	Wallace—to	help	fight	the	mega-corporation	Shinra	Electric	Power	Company,	who	attempts	to	drain	the	planet's	lifeblood	as	an	energy
source	to	further	their	profits.	Apathetic	to	the	cause,	Cloud	initially	fights	for	personal	gain,	and	for	the	promise	he	made	to	childhood	friend	Tifa	Lockhart.	Cloud	eventually	joins	forces	with	many	others	to	save	the	planet,	which	is	threatened	by	Shinra	and	Cloud's	nemesis	Sephiroth,	and	discovers	a	reason	to	fight	for	a	cause	other	than	his	own.
The	gameplay	is	a	departure	from	previous	entries	in	the	series	in	many	ways.	Though	it	retains	the	Active	Time	Battle	pseudo-turn-based	menu	command	system,	Final	Fantasy	VII	features	three	party	members	rather	than	four.	The	Materia	system	allows	the	player	to	customize	each	party	member's	abilities	to	their	liking,	and	the	Limit	system
grants	them	unique	combat	skills.	Though	minigames	had	been	a	recurring	feature,	Final	Fantasy	VII	introduces	numerous	new	ones,	many	of	them	playable	in	the	theme	park	Gold	Saucer	varying	from	racing	with	Chocobos	to	snowboarding.	Final	Fantasy	VII	is	the	best-selling	game	in	the	series	with	over	14.1	million	units	sold.	It	is	widely	renowned
as	one	of	the	most	influential	RPGs	to	date.[4][5][6]	Its	memorable	soundtrack,	characters,	and	story	make	it	one	of	the	most	popular	games	in	the	series,	a	prominent	feature	in	popular	culture,	and	a	frequent	candidate	for	lists	of	the	greatest	games	of	all	time.[7][8][9]	The	popularity	of	the	title	has	spawned	a	number	of	related	prequels,	sequels,	and
spinoffs	in	the	Final	Fantasy	VII	series.	This	includes	the	Final	Fantasy	VII	remake	project,	beginning	with	Final	Fantasy	VII	Remake,	and	a	series	of	connected	releases	titled	the	Compilation	of	Final	Fantasy	VII.	On	January	31,	2023,	the	26th	anniversary	of	Final	Fantasy	VII,	Square	Enix	announced	that	January	31	is	officially	registered	as	"Final
Fantasy	VII	Day"	in	Japan.[10]	Gameplay[]	Combat[]	A	battle	in	Final	Fantasy	VII.	Main	article:	Final	Fantasy	VII	battle	system	Final	Fantasy	VII	uses	the	Active	Time	Battle	system,	in	which	the	party	member's	action	is	input	with	a	command	in	a	menu	once	their	ATB	gauge	fills,	with	up	to	three	playable	characters	in	a	party,	who	can	have	various
weapons,	armor,	accessories,	and—unique	to	the	game—Materia	equipped.	Party	members	stand	in	a	row	(though	their	position	can	be	altered	in	the	menu)	facing	rows	of	enemies,	which	come	arranged	in	one	of	many	attack	formations:	facing	them,	surrounded	by	them,	or	surrounding	them.	The	character	commands	include	Attack,	Magic,	a
command	provided	by	Command	Materia,	Summon,	or	Item	command	to	use	an	item	in	their	inventory,	with	the	additional	ability	to	Defend	or	change	row.	Abilities	the	character	can	use	depend	on	their	equipped	Materia,	which	can	provide	additional	Magic,	Summon,	and	command	abilities,	or	in	other	cases	swap	out	commands	for	more	powerful
equivalents	(such	as	W-Item	replacing	Item),	and	allows	them	to	use	any	combination	of	abilities.	Materia	can	also	provide	enhancements	when	combined	with	other	Materia,	or	simply	provide	support	abilities	on	their	own.	Cloud's	Meteorain	ability.	Once	a	Limit	gauge	fills,	the	Attack	command	is	replaced	with	"Limit",	and	a	character	has	access	to
one	of	their	specific	Limit	abilities	(depending	on	their	current	Limit	level	and	unlocked	Limit	abilities).	Unlike	the	battle	abilities	provided	by	Materia,	each	Limit	is	character-specific	with	unique	effects	varying	from	dealing	physical	or	magical	damage	to	providing	healing	and	buffs,	which	factor	in	different	stats.	Though	most	simply	require
choosing	the	ability	and	then	choosing	its	target,	Tifa's	Limits	and	Cait	Sith's	second	Limit	require	the	use	of	Slots,	and	Vincent's	Limits	as	well	as	one	of	Red	XIII's	Limits	transform	themselves	to	become	more	powerful	yet	uncontrollable	rather	than	choosing	a	target.	The	Limit	system	is	partially	inherited	from	the	Desperation	Attacks	of	Final
Fantasy	VI,	but	is	based	on	a	gauge	rather	than	HP	percentage,	and	includes	a	greater	variety	of	abilities	beyond	simply	damaging.	While	the	majority	of	previous	titles	featured	four	playable	characters,	Final	Fantasy	VII	features	three,	which	became	the	standard	in	following	games.	Though	many	of	the	status	effects	are	borrowed	from	status	effects
from	previous	titles,	the	Barrier	and	MBarrier	(known	in	other	games	as	Protect	and	Shell)	have	a	limited	use	visualized	by	a	gauge,	which,	like	the	main	ATB	gauge,	can	be	sped	up	using	Haste	and	slowed	down	using	Slow.	As	the	first	three-dimensional	title	in	the	series,	the	default	camera	setting	moves	it	throughout	the	battle	to	focus	on	the
command	being	used	and	their	effects,	unlike	previous	entries	where	the	camera	was	fixed	on	a	top-down	position.	Growth[]	A	fully	developed	party	member.	Through	finding	new	Materia,	weapons,	armor	and	accessories,	party	members	can	be	made	more	powerful	and	versatile.	For	defeating	enemies,	the	party	is	rewarded	EXP	distributed	to
members	alive,	and	halved	for	members	not	in	the	party,	which	allows	the	party	to	level	up.	AP	is	also	awarded,	which	levels	up	the	Materia	equipped	to	the	party	members.	Each	character	has	their	own	set	of	starting	stats,	which	grow	when	the	character	levels	up,	though	there	are	numerous	other	ways	to	boost	stats.	Stat-upgrading	items	boost	a
specific	stat,	and	though	difficult	to	come	by,	can	be	obtained	ad	infinitum	through	methods	such	as	morphing	enemies.	Stats	are	further	affected	by	Materia	equipped,	e.g.	some	Magic	and	Summon	Materia	will	reduce	HP	and	Strength	in	favor	of	Magic	and	MP	as	a	penalty.	Some	Materia,	such	as	HP	Plus,	exist	to	boost	a	specific	stat.	Stats	max	out
at	255,	meaning	they	cannot	counteract	reductions	in	these	stats	by	Materia—unlike	HP	and	MP,	which	can	reach	9999	or	999	respectively.	The	stat	penalties	incurred	by	equipping	Materia	are	negligible,	and	the	stat	differences	between	party	members	are	often	not	relevant.	The	player	can	thus	easily	use	any	party	member	for	almost	any	role,	and
thus	choose	a	preferred	party	based	on	their	character	and	relevance	to	the	current	story	segment,	if	they	so	wish.	Due	to	the	Materia	system,	the	player	can	customize	the	party	to	their	liking	and	give	any	role	to	any	player	character.	The	exception	is	Aeris	who	is	presented	as	a	dedicated	mage	by	her	stats	and	her	default	placement	in	the	back	row.
The	Materia	menu.	There	are	five	kinds	of	Materia:	Magic	Materia,	Summon	Materia,	Command	Materia,	Independent	Materia	and	Support	Materia.	Magic	and	Summon	Materia	provide	upgradeable	magical	and	often	elemental	abilities	to	the	Magic	and	Summon	skillsets	respectively.	Command	provides	unique	command	abilities,	such	as	Steal.
Support	Materia	can	be	linked	with	other	Materia	to	produce	various	effects,	such	as	protection	against	or	enhancement	of	attacks	with	elements	and	statuses	found	in	Magic	and	Summon	Materia,	or	can	boost	the	abilities	in	other	ways,	such	as	allowing	spells	to	hit	all	targets	or	be	used	as	a	counter	to	an	attack.	Independent	Materia	provide	other
boosts	that	can	be	simple	stat	increases,	or	can	change	the	way	a	character	can	be	used	(such	as	Counter	Attack).	Each	Materia	is	upgradeable	through	AP	dropped	by	enemies,	upgrading	the	abilities	they	provide,	or	unlocking	new	ones;	once	a	Materia	is	mastered,	it	is	duplicated	and	a	new	base	Materia	is	created,	ready	to	be	equipped	and
upgraded.	There	are	four	Limit	levels,	which	determine	how	much	damage	a	character	must	sustain	before	their	Limit	Break	gauge	fills.	There	are	usually	two	Limits	in	each	level	except	the	fourth,	which	provides	a	single	Limit,	but	requires	a	Limit	item	acquired	from	a	short	sidequest.	Additionally,	each	character	has	an	ultimate	weapon	that
calculates	damage	in	a	unique	way	to	that	weapon	based	on	different	factors.	Limits,	and	equipment	are	the	only	things	truly	unique	to	party	members,	and	the	player	may	choose	to	style	their	equipped	Materia	on	these	party	members	based	on	these	factors.	Though	base	stats	are	also	unique	to	a	character,	they	can	be	boosted	easily,	and	their
effect	is	ultimately	negligible.	Field[]	Field	gameplay.	Outside	of	battle,	characters	use	different,	blockier	models.	The	player	controls	the	party	leader—normally	Cloud,	but	Aeris,	Tifa,	Barret,	and	Cid	are	party	leaders	briefly	in	the	story—and	can	traverse	and	interact	with	the	environment.	This	can	involve	interacting	with	non-player	characters	to
use	their	dialog	boxes,	which	can	involve	purchasing	items	and	equipment	from	shops	or	progressing	the	main	story	or	sidequests.	Many	areas	feature	treasure	chests	and	areas	that	are	not	safe	zones	feature	random	encounters	with	enemies.	Newly	introduced	in	the	game,	players	can	traverse	the	environment	in	ways	beyond	walking,	often
involving	climbing	ladders	or	jumping	across	gaps.	Locations	are	accessed	through	the	world	map	hub.	The	world	map	has	few	places	without	random	encounters,	and	less	interaction	with	the	environment.	It	can	be	traversed	on	foot,	or	through	one	of	the	many	means	of	transport,	most	notably	Chocobos	and	the	game's	airship,	the	Highwind.
Minigames[]	Chocobo	racing,	a	prominent	minigame.	Final	Fantasy	VII	features	more	minigames	than	previously	seen	in	the	series,	many	of	which	are	playable	in	the	Gold	Saucer	theme	park.	Players	can	race	Chocobos	to	earn	prizes,	and	breed	new	Chocobo	varieties	that	can	traverse	otherwise	inaccessible	parts	of	the	map.	Other	minigames	in	the
Gold	Saucer	include	Shooting	Coaster,	and	others	which	also	feature	in	story	missions	(such	as	snowboarding).	Minigames	also	happen	outside	of	the	Saucer.	E.g.	in	Junon	the	player	must	perform	CPR,	participate	in	a	parade,	free	Tifa	from	a	gas	chamber,	and	partake	in	a	slap	fight	between	Tifa	and	a	Shinra	antagonist.	At	the	Icicle	Inn,	the	player
must	use	a	snowboard	to	reach	the	bottom	of	the	mountain.	Fort	Condor	has	a	miniature	RTS	game	where	the	player	must	position	units	to	fend	off	an	attack	of	monsters.	Synopsis[]	Setting[]	Gaia,	the	setting	of	Final	Fantasy	VII.	An	energy	manufacturing	mega-company	known	as	Shinra,	Inc.	is	harvesting	the	sheer	life	energy	of	the	Planet	(known	as
the	Lifestream)	as	a	simple	fossil	fuel.	The	Lifestream	is	processed	and	made	into	products	ranging	from	electricity	and	heat	to	Mako	and	Materia.	The	latter	two	materials	can	work	miracles,	granting	the	wisdom	of	the	Ancients	to	the	user.	However,	the	Lifestream,	like	most	other	fuels,	is	finite	in	supply,	and	the	Planet's	lifeforce	is	being
malevolently	drained	by	the	constant	exploitation	of	Mako	by	Shinra.	Though	aware	of	the	harmful	effects,	they	function	without	remorse.However,	the	real	battle	lies	not	with	a	corporation,	but	a	force	much	more	competent	from	the	distant	past.	A	long-thought	dead	warrior	bent	on	becoming	a	god	by	draining	all	of	the	Lifestream	from	the	Planet
has	risen	again	and	will	stop	at	nothing	to	achieve	his	goal.Now	a	small	rebel	group	emanating	from	the	slums	must	quell	the	various	dangers	toward	the	innocent,	and	one	mercenary	for	hire	must	look	amidst	the	lies	and	deception	and	find	the	man	he	is	within.	The	planet	of	Gaia,	referred	to	simply	as	"the	Planet"	by	its	inhabitants,	has	three	main
continents.	The	planet	is	a	living	organism,	and	its	lifeblood	is	the	Lifestream,	the	liquid	form	being	Mako,	that	wells	in	the	substrata.	Above	the	surface	Mako	crystallizes	into	Materia	that	allows	its	users	to	manipulate	the	powers	of	the	planet	in	a	phenomenon	many	call	magic.	Harvesting	Mako	as	an	energy	source	drains	the	planet	of	its	life,	and
corrupts	life	forms,	creating	monsters	in	the	wild.	The	planet	was	once	home	to	the	Ancients,	who	called	themselves	the	Cetra.	The	Cetra	traveled	the	planet	cultivating	life	wherever	they	went,	and	were	said	to	be	able	to	enter	communion	with	the	planet	itself.	At	the	end	of	their	journey,	legends	tell,	the	Cetra	entered	the	Promised	Land,	a	place	of
supreme	happiness.	Shinra	Electric	Power	Company	logo.	The	dominant	faction	of	the	world	is	the	Shinra	Electric	Power	Company,	a	powerful	corporation	that	harvests	Mako	as	an	energy	source.	Shinra	is	seen	as	responsible	for	raising	the	quality	of	life	for	everyone	in	its	sphere	of	influence.	It	has	its	own	army,	its	special	force	being	the	SOLDIER,
and	is	present	in	most	parts	of	the	planet.	Shinra	is	opposed	by	a	small	terrorist	organization	known	as	AVALANCHE	who	seeks	to	stop	Shinra	from	killing	the	planet	by	draining	the	Lifestream.	Shinra's	base	of	operations	is	the	metropolis	of	Midgar	ringed	by	eight	mako	reactors	that	drain	Mako	for	energy.	While	the	upper	city	is	an	industrial
powerhouse	with	a	generally	high	quality	of	life,	the	lower	city	is	made	up	of	slums	and	receives	little	light	and	its	air	is	polluted.	The	harvesting	of	Mako	energy	has	made	the	area	around	Midgar	a	barren	wasteland	habited	by	monsters	where	flowers	rarely	grow.	Characters[]	Playable	characters	in	Final	Fantasy	VII.	Main	article:	Final	Fantasy	VII
characters	Cloud	Strife	is	the	main	protagonist,	introducing	himself	as	a	former	member	of	SOLDIER	who	now	operates	as	a	mercenary.	Cloud	is	caught	up	in	the	actions	of	eco-terrorist	group	AVALANCHE,	and	although	initially	uncaring	toward	their	mission,	he	has	a	change	of	heart	when	he	begins	to	discover	his	shrouded	past.	Barret	Wallace,	the
leader	of	AVALANCHE	who	wields	a	gun	on	his	right	arm	in	place	of	his	injured	hand.	Despite	his	brash	and	loud-mouthed	personality,	he	is	a	caring	person	and	loves	his	daughter	Marlene.	Tifa	Lockhart,	Cloud's	childhood	friend	and	member	of	AVALANCHE,	runs	the	bar	7th	Heaven	in	the	Sector	7	slums,	which	serves	as	the	group's	hideout.	Her
sympathetic	exterior	hides	fearsome	fighting	skills.	Aeris	Gainsborough,	a	flower	girl	from	the	Sector	5	Slums	who	befriends	Cloud.	Cloud's	resemblance	to	someone	she	used	to	know	mystifies	Aeris,	and	she	joins	him	and	AVALANCHE	on	their	quest	to	discover	more	about	her	heritage.	Red	XIII	is	a	quadrupedal,	flame	red	beast	capable	of	speech.
The	party	rescues	him	from	capture	by	Shinra.	He	speaks	little,	but	when	he	does,	his	words	are	often	important.	Cait	Sith,	a	robotic	cat	atop	a	stuffed	Mog,	operates	as	a	fortune	teller	at	the	Gold	Saucer.	He	shouts	commands	to	his	Mog	in	battle	using	a	megaphone.	Cid	Highwind,	the	foul-mouthed,	chain-smoking	pilot	of	Rocket	Town	dreams	of
being	the	first	man	in	space.	His	dreams	were	foiled	when	he	was	forced	to	abort	the	mission.	Despite	his	bitter	attitude,	Cid	has	a	good	heart	and	cares	about	his	friends.	Optional	characters	Yuffie	Kisaragi,	first	encountered	as	the	Mystery	Ninja,	can	be	randomly	encountered	in	any	forest.	A	self-professed	Materia	hunter,	she	is	sneaky	and	playful,
and	"hunts"	Materia	to	restore	her	home	of	Wutai	to	its	former	glory.	Vincent	Valentine,	discovered	sleeping	in	a	coffin	at	Shinra	Mansion	in	Nibelheim,	is	a	former	Turk	with	a	traumatic	past.	After	being	subjected	to	numerous	experiments,	Vincent	became	able	to	transform	into	monstrous	forms,	but	sealed	himself	in	the	coffin	due	to	guilt	in	his	past.
Like	Red	XIII,	he	speaks	little	but	offers	helpful	advice	when	he	does.	Guest	Sephiroth,	the	main	antagonist,	is	a	non-controllable	temporary	party	member	during	a	single	sequence.	After	resurfacing	years	after	being	deemed	dead,	pursuing	Sephiroth	becomes	the	party's	main	motivation.	Story[]	See	also:	Final	Fantasy	VII	script	Act	names	used	from
Final	Fantasy	VII	Ultimania	Omega.	Spoiler	warning:	Plot	and/or	ending	details	follow.	(Skip	section)	Cloud	Strife,	a	mercenary	who	joins	AVALANCHE.	See	also:	Banner	of	Revolution	AVALANCHE	is	an	eco-terrorist	organization	led	by	Barret	Wallace	in	the	Midgar	Slums.	Barret	is	a	former	denizen	of	Corel,	a	town	destroyed	by	the	Shinra
Corporation.	AVALANCHE	hired	a	mercenary	named	Cloud	Strife,	who	claims	to	be	a	former	member	of	Shinra's	elite	special	forces	team,	SOLDIER.	Cloud	is	plagued	by	psychic	disturbances,	and	at	first	shows	little	interest	in	AVALANCHE's	cause;	by	his	own	admission,	he	is	only	interested	in	money.	Other	members	include	Cloud's	childhood	friend,
Tifa	Lockhart,	whom	Cloud	made	a	promise	to	protect	back	before	he	left	their	hometown	of	Nibelheim	to	join	SOLDIER,	and	Jessie,	Biggs,	and	Wedge.	AVALANCHE's	mission	is	to	blow	up	the	eight	mako	reactors	that	ring	the	city.	During	a	mission	Cloud	is	separated	from	the	others	and	meets	Aeris	Gainsborough	in	the	slums.	To	counter
AVALANCHE's	attacks,	Shinra	drops	a	portion	of	Midgar's	upper	plate	upon	the	Sector	7	slums	to	destroy	AVALANCHE's	base,	killing	Jessie,	Biggs,	and	Wedge,	and	most	of	the	people	of	Sector	7.	Shinra	captures	Aeris	and	takes	her	to	their	headquarters.	Shinra's	management	is	concerned	with	the	limited	repositories	of	Mako	energy	available	for
harvesting,	and	fascinated	with	the	legend	of	the	Promised	Land;	a	place	of	legend	where	Mako	flows	abundantly.	Only	a	race	called	the	Cetra,	also	known	as	the	Ancients,	are,	according	to	legend,	able	to	find	it.	The	Cetra	were	all	but	driven	to	extinction	by	the	"Calamity	From	the	Skies"	2000	years	ago,	and	Aeris	Gainsborough	is	their	only	survivor,
whom	Shinra	has	been	trying	to	capture	for	years.	Tifa	and	Barret,	the	remaining	members	of	AVALANCHE,	join	Cloud	and	storm	Shinra	Headquarters	to	rescue	Aeris.	There,	Cloud	spots	a	headless	creature	called	Jenova	kept	in	a	tank	in	Professor	Hojo's	lab,	and	reacts	to	it,	though	he	cannot	explain	his	experience	to	the	others.	They	find	Hojo	has
caged	Aeris	with	Red	XIII,	one	of	his	other	test	subjects,	and	free	them,	but	the	group	is	captured	before	they	can	leave	Shinra	HQ.	The	group	is	freed	from	their	cells	by	the	surprise	reappearance	of	the	supposedly	dead	legendary	SOLDIER,	Sephiroth,	following	the	escape	of	a	headless	Jenova	from	her	tank.	President	Shinra	is	killed	during
Sephiroth's	return,	and	the	young	and	ruthless	Rufus	Shinra	takes	the	company's	reins.	Cloud	and	his	party	make	a	hair-thin	escape	from	Midgar	by	fighting	their	way	through	the	ranks	of	Shinra	forces.	Act	2:	Pursuit[]	See	also:	Pursuit	(Final	Fantasy	VII)	Cloud	decides	to	hunt	down	Sephiroth	to	avenge	the	destruction	of	his	hometown,	and	the
others	follow	suit.	Tifa	shares	Cloud's	hatred	for	Sephiroth	and	wants	to	keep	an	eye	on	Cloud	as	his	unstable	behavior	troubles	her.	President	Shinra	had	told	Aeris	Sephiroth	is	an	Ancient,	and	she	wants	to	seek	him	out	to	discover	more	of	her	heritage.	Red	XIII	decides	to	accompany	the	others	until	he	can	return	home	in	Cosmo	Canyon.	Sephiroth,
silhouetted	by	the	flames	of	Nibelheim.	In	the	town	of	Kalm	Cloud	tells	the	others	his	tale	of	the	Nibelheim	Incident,	or	what	happened	in	the	town	five	years	ago,	but	his	story	is	filled	with	gaps.	Cloud	tells	that	five	years	ago	he	and	Sephiroth	had	been	sent	to	Cloud's	hometown	to	investigate	the	local	mako	reactor	where	Sephiroth	had	found	Jenova,
a	creature	Shinra	took	to	be	an	Ancient,	and	who	had	been	called	Sephiroth's	mother.	Troubled	by	the	discovery,	Sephiroth	had	delved	into	his	past	and	the	Jenova	Project—from	which	he	was	born—led	by	Professor	Gast	and	the	deranged	Professor	Hojo.	His	findings	had	driven	him	insane	and,	believing	himself	to	be	the	last	Ancient,	Sephiroth	had
taken	revenge	on	humanity	by	burning	Nibelheim	to	the	ground.	Cloud's	mother	and	Tifa's	father	had	perished	during	the	incident,	and	a	furious	Cloud	had	set	out	to	confront	Sephiroth,	but	his	recollection	fails	before	he	can	reach	the	end	of	the	story.	After	hearing	of	a	man	in	a	black	cape	the	group	follows	the	rumors	to	Junon	where	they	are
surprised	to	find	Rufus	Shinra	holding	his	crowning	ceremony.	The	party	disguises	as	crew	members	and	stows	away	on	the	cargo	ship	bound	for	the	western	continent.	Sephiroth	appears	on	the	ship	and	kills	almost	every	crew	member.	Cloud	and	his	party	locate	him	as	he	materializes	out	of	the	floor,	but	Sephiroth	doesn't	recognize	Cloud.	Cloud
attempts	to	get	answers	on	Sephiroth's	goal,	but	ends	up	battling	Jenova∙BIRTH,	a	monster	made	out	of	parts	of	Jenova.	The	party	pursues	Sephiroth	across	the	Planet,	but	they	do	not	search	alone,	as	Rufus	also	wants	to	take	Sephiroth	in	and	has	dispatched	the	Turks,	a	group	of	Shinra	special	operatives,	to	carry	out	the	task.	The	party	runs	into	the
Turks	several	times,	and	in	Gold	Saucer	they	meet	Cait	Sith,	a	fortune	teller	cat	robot,	who	joins	them.	Barret	must	confront	his	past	as	they	return	to	the	site	of	his	former	home	town,	and	in	Cosmo	Canyon	Red	XIII	intends	to	leave	the	party,	but	changes	his	mind	upon	discovering	the	truth	of	his	father	whom	he	had	thought	cowardly,	resolving	to
protect	the	planet	by	continuing	to	travel	with	Cloud	and	his	friends.	Cosmo	Canyon	is	a	center	of	study	on	the	planet	and	its	Lifestream,	and	Aeris	speaks	with	the	elders	and	deduces	Sephiroth	is	not	an	Ancient,	and	that	she	is	the	only	Cetra	left.	A	Sephiroth-clone	in	the	restored	Nibelheim.	The	group	keeps	pursuing	the	rumors	of	a	man	in	a	black
cape	and	arrives	at	Nibelheim,	finding	it	fully	rebuilt	by	Shinra	and	populated	by	Shinra	employees	posing	as	the	villagers	to	cover	up	the	incident	five	years	ago.	The	town	is	infested	with	people	robed	in	black	who	rant	on	about	Sephiroth,	the	numbered	Sephiroth-clones	Professor	Hojo	had	created	after	Nibelheim's	torching	to	test	his	Reunion
theory.	The	party	finds	Sephiroth	at	the	library	of	the	Shinra	Manor	who	asks	for	Cloud	to	join	him	in	the	Reunion,	but	Cloud	doesn't	know	what	he	is	talking	about.	Sephiroth	flees	and	the	group	chases	him	across	the	Mt.	Nibel	to	Rocket	Town	where	they	meet	Cid	Highwind,	an	aeronautical	engineer	whose	dreams	of	going	into	space	had	been
dashed	by	Shinra's	lack	of	funding.	Rufus	arrives	to	take	Cid's	airplane,	the	Tiny	Bronco.	Cid	refuses,	and	the	party	helps	stop	Palmer,	a	Shinra	executive,	from	stealing	the	plane,	but	end	up	boarding	it	themselves	along	with	Cid,	who	joins	the	party.	The	plane	crashes	into	the	ocean	and	becomes	the	party's	boat.	Vincent	is	a	former	Turk	who	was
betrayed	by	his	love,	Lucrecia	Crescent,	Sephiroth's	biological	mother	and	a	Shinra	scientist,	and	turned	into	a	monster.	He	sleeps	beneath	the	Shinra	Mansion	in	Nibelheim	in	penance	for	his	sins	of	failing	to	stop	the	Jenova	Project,	but	joins	the	party	upon	learning	they	might	run	into	Professor	Hojo	whom	he	deems	culpable	for	everything.	Yuffie	is
a	girl	from	Wutai	Village,	a	town	that	fought	Shinra	dominance	during	the	Wutai	War,	but	has	since	capitulated.	She	dreams	of	restoring	her	homeland's	pride,	and	joins	the	party	to	achieve	that.	The	party's	pursuit	of	Sephiroth	leads	them	to	discover	several	things.	Sephiroth's	plan	is	to	use	the	Black	Materia,	a	Materia	so	powerful	the	Cetra	hid	it
away	that	contains	the	spell	Meteor,	the	ultimate	Black	Magic	that	summons	a	meteorite	to	crash	into	the	Planet.	Sephiroth's	plan	is	to	create	a	wound	in	the	Planet	so	large	the	Lifestream	will	be	sent	en	masse	to	heal	it	where	Sephiroth	would	intercept	it	and	take	control	of	the	world.	Sephiroth	is	followed	by	a	group	of	black-robed	fanatics,	the
Sephiroth-clones,	all	bearing	a	tattoo	somewhere	on	their	bodies	placed	by	Professor	Hojo.	Despite	called	"clones"	they	are	not	true	clones	however,	but	normal	people	Hojo	had	injected	with	Jenova's	cells.	The	clones'	wills	have	become	overridden	by	Sephiroth's	will,	as	he	is	affecting	everyone	unable	to	resist	the	Jenova	cells	in	their	bodies.	Cloud	on
a	date	with	Aeris.	Cloud's	party	grabs	the	Keystone	required	to	open	the	Temple	of	the	Ancients	from	Dio,	Gold	Saucer's	owner.	During	their	stay	at	the	amusement	park	Cloud	goes	on	a	date	with	a	fellow	party	member	and	Cait	Sith	steals	the	Keystone	and	hands	it	over	to	Tseng,	the	leader	of	the	Turks,	revealing	himself	a	Shinra	spy	sent	to	infiltrate
Cloud's	group.	Cait	Sith	refuses	to	reveal	his	true	identity	and	blackmails	the	others	to	take	him	along.	Tseng	and	his	fellow	Turk	Elena	use	the	Keystone	to	access	the	Temple	of	the	Ancients,	but	cannot	decipher	its	murals.	As	Elena	departs	to	report	to	Shinra,	Sephiroth	attacks	Tseng.	Cloud	and	his	party	find	a	wounded	Tseng	as	they	arrive	at	the
temple,	and	regain	the	Keystone	and	use	it	to	get	deeper	into	the	maze.	It	turns	out	the	temple	itself	is	the	Black	Materia,	and	to	make	into	a	usable	form,	somebody	must	be	left	inside	while	the	temple	shrinks.	Cait	Sith	volunteers,	his	body	being	a	robot,	and	he	is	destroyed	once	the	temple	turns	into	a	Materia	sphere.	Cloud	takes	the	Black	Materia,
but	Sephiroth	arrives	and	bends	Cloud	under	his	control.	Cloud	hands	the	Materia	over	to	Sephiroth	and	attacks	Aeris,	and	is	knocked	out	by	the	other	party	members.	Another	Cait	Sith	appears	to	replace	the	first,	and	Aeris	leaves	the	party	to	find	a	way	to	save	the	world	from	Meteor	now	that	Sephiroth	has	acquired	the	Black	Materia.	Aeris	travels
to	the	City	of	the	Ancients,	the	lost	city	of	the	Cetra.	Cloud	is	troubled	Sephiroth	was	able	to	control	him,	but	resolves	to	continue	his	journey	as	Tifa	and	Barret	encourage	him	to	go	on.	The	party	chases	after	Aeris	and	Sephiroth,	and	when	they	find	her	praying	on	an	altar	at	the	Forgotten	City	Cloud	is	almost	brought	to	kill	her	by	Sephiroth's	control,
only	being	snapped	out	of	his	thrall	by	the	intervention	of	his	comrades.	Cloud	mourns	for	Aeris	while	Sephiroth	gloats.	Sephiroth	kills	Aeris	by	impaling	her	with	the	Masamune.	Cloud	is	enraged,	but	Sephiroth	taunts	Cloud,	telling	him	he	should	not	act	as	though	he	has	feelings.	Floating	up	into	the	sky,	the	"Sephiroth"	turns	out	to	be	Jenova;	the
person	the	party	hunted	and	followed	since	the	beginning	was	Jenova—escaped	from	the	tank	in	the	Shinra	Headquarters—taking	Sephiroth's	form.	After	a	battle	with	a	piece	of	Jenova,	the	party	pays	their	respects	to	the	departed	Aeris	as	Cloud	lays	her	deceased	body	to	rest	in	the	waters	of	the	Forgotten	City.	Cloud	decides	to	continue	the	journey
to	complete	his	revenge	against	Sephiroth	even	knowing	he	may	lose	control	of	himself	again.	In	Icicle	Inn	the	party	finds	recordings	that	detail	Aeris's	birth	and	Jenova's	true	nature,	as	that	is	where	Aeris	was	born	to	Gast	Faremis	and	Ifalna.	Gast	was	the	scientist	who	had	led	Shinra's	Jenova	Project	who	had	departed	the	company	upon	finding	a
true	Cetra,	Ifalna,	the	last	survivor.	Gast	had	helped	Ifalna	escape	Shinra	and	the	two	had	settled	in	the	remote	Icicle	Inn	where	Gast	had	interviewed	her	on	her	knowledge	on	Jenova	and	the	guardians	of	the	planet,	Weapons.	Ifalna	had	told	Gast	Jenova,	which	Gast	had	mistaken	as	a	Cetra,	was	in	fact	the	"Calamity	from	the	Skies"	responsible	for	the
Cetra's	dwindled	numbers.	Jenova	is	a	shapeshifting	extraterrestrial	organism	that	had	arrived	on	a	meteorite	2000	years	ago,	creating	the	large	crater	to	the	Planet's	north	pole.	The	creature	had	been	sealed	away	by	the	last	surviving	Cetra,	and	it	was	from	this	geological	stratum	that	Gast	and	his	researchers	had	excavated	its	body	2000	years
later.	When	Hojo	had	discovered	Gast	and	Ifalna's	hideout	he	had	killed	Gast	and	taken	Ifalna	and	baby	Aeris	captive.	The	two	had	later	escaped	into	the	Midgar	slums,	but	Ifalna	had	perished	during	the	escape	and	Aeris	had	been	adopted	by	a	slum	dweller	named	Elmyra	Gainsborough.	North	Crater.	The	party	follows	Sephiroth	to	the	North	Crater
that	had	been	created	by	Jenova's	fall	two	thousand	years	ago.	They	are	joined	by	Rufus	and	his	gang,	arriving	on	the	airship	Highwind,	and	a	horde	of	Sephiroth-clones,	all	of	whom	Sephiroth	slays.	After	catching	up	to	"Sephiroth"	he	transforms	into	Jenova∙DEATH,	and	after	defeating	it	the	party	reclaims	the	Black	Materia.	Cloud	explains	to	the
others	that	what	they	had	been	pursuing	was	not	the	true	Sephiroth,	but	can	feel	he	is	nearby.	Cloud	and	Tifa	go	alone,	and	Cloud	hands	the	Black	Materia	to	a	party	member	remaining	behind	to	prevent	himself	from	being	tricked	into	giving	it	to	Sephiroth	again.	Cloud	and	Tifa	stumble	upon	an	illusion	of	the	events	that	took	place	in	Nibelheim	five
years	ago	and	Sephiroth	shows	Cloud	was	never	there,	his	role	taken	by	a	man	called	Zack.	Tifa	cannot	refute	Sephiroth's	claims,	and	Cloud	begins	to	believe	they	are	true.	Sephiroth	claims	Cloud	is	but	a	facsimile	created	by	Hojo,	a	puppet	with	false	memories	posing	as	a	boy	"Cloud"	Tifa	knows	from	her	childhood.	Sephiroth	creates	another	illusion
to	trick	the	party	member	holding	the	Black	Materia	to	come	to	Cloud,	who	takes	the	Materia	and	explains	to	his	friends	he	is	a	mere	pawn	for	Sephiroth,	yet	another	Sephiroth-clone.	Hojo,	who	has	accompanied	Rufus	to	the	crater,	is	at	first	interested	in	Cloud,	but	upon	discovering	Cloud	doesn't	have	a	numbered	tattoo,	discards	him	as	a	failure,
annoyed	a	"failed	experiment"	is	the	only	one	to	have	made	it	to	the	"Reunion"	with	the	true	Sephiroth.	Sephiroth's	true	body	is	inside	a	Materia	cocoon,	and	Cloud	hands	him	the	Black	Materia.	Sephiroth	summons	Meteor,	which	awakens	the	planet's	guardians,	the	Weapons,	giant	monsters	of	immense	destructive	power.	As	the	crater	floor	crumbles
Cloud	and	Sephiroth's	cocoon	fall	into	the	Lifestream	and	the	party	escapes	with	Shinra	on	their	airship.	Tifa	is	knocked	unconscious	and	Barret	is	caught	as	he	tries	to	take	her	away,	both	taken	to	Junon	while	the	rest	of	AVALANCHE	escapes	on	their	own.	Act	3:	Turmoil[]	Meteor	looms	over	the	Planet.	See	also:	Turmoil	(Final	Fantasy	VII)	While
unconscious	Tifa	hallucinates	chasing	Cloud	who	disappears	into	darkness,	and	recalls	how	she	met	him	on	the	Sector	7	slums	train	station	some	time	before	he	was	hired	into	AVALANCHE.	Cloud	had	been	acting	strange	and	claimed	it	had	been	five	years	since	they'd	last	seen.	Although	Tifa	knew	it	to	be	longer	than	that,	she	had	never	confronted
him,	instead	asking	him	to	join	AVALANCHE	so	she	would	have	more	time	to	decide	what	to	do	and	to	keep	an	eye	on	him	and	his	strange	behavior.	Tifa	awakes	in	Junon	seven	days	later	and	finds	a	world	in	chaos:	a	meteorite	looms	over	the	sky,	a	sign	of	the	impending	end	of	the	world.	Sephiroth	has	surrounded	the	North	Crater	with	a	barrier
preventing	either	Shinra	or	the	Weapons	from	attacking	his	true	body,	and	the	creatures	have	taken	to	attacking	Shinra's	sites	of	power	instead.	Rufus,	trying	to	show	Shinra	is	still	in	control,	decides	to	use	Tifa	and	Barret	as	scapegoats	and	publicly	execute	the	pair	on	live	broadcast	television.	Before	the	execution	can	go	through,	Sapphire	Weapon
attacks	Junon,	and	Shinra	kills	it	with	a	direct	shot	to	the	face	with	the	Junon	Mako	Cannon.	The	other	party	members,	led	by	Cait	Sith,	sneak	in	during	the	attack	to	rescue	Tifa	and	Barret,	and	steal	the	Highwind.	The	party	finds	Cloud	suffering	severe	Mako	poisoning	in	the	town	of	Mideel,	where	he	had	washed	in	by	the	currents	of	the	Lifestream,
an	ethereal	substance	that	streams	beneath	the	surface	of	the	planet	that	is	its	life	energy.	Tifa	stays	behind	to	watch	over	him,	as	she	is	adamant	Sephiroth's	story	of	Cloud	being	Hojo's	creation	with	false	memories	is	untrue,	and	wants	to	help	him	regain	his	true	self.	Cid	leads	the	party	to	claim	Shinra's	Huge	Materia,	which	Shinra	schemes	to	load
onto	Cid's	rocket	and	launch	directly	at	the	meteorite.	Cid	doesn't	want	Shinra	to	get	their	hands	on	the	Huge	Materia,	massive	concentrations	of	the	planet's	power,	and	wants	them	for	their	own	use	to	fight	Sephiroth.	The	Ultimate	Weapon	crashes	in	Mideel.	The	town	is	destroyed	by	an	earthquake	as	the	Lifestream	swallows	it	and	Cloud	and	Tifa
fall	in.	Being	submerged	in	the	Lifestream	allows	Tifa	to	travel	inside	Cloud's	subconscious	and	sort	through	his	true	memories	and	secret	desires,	such	as	joining	SOLDIER	in	part	to	gain	Tifa's	attention.	She	confirms	Cloud	is	the	genuine	article,	although	not	the	person	he	had	made	himself	believe	he	was.	Cloud	recalls	the	true	past.	Cloud	had
never	made	it	into	SOLDIER	and	had	become	a	lowly	Shinra	infantryman	instead.	Embarrassed	by	his	failure,	he	had	not	told	anyone	from	his	hometown.	When	he	had	been	assigned	a	mission	in	Nibelheim	to	accompany	the	SOLDIER	members	Zack	and	Sephiroth,	Cloud	had	concealed	his	identity	by	always	wearing	his	helmet,	and	this	is	why	Tifa
had	not	realized	Cloud	was	there	at	the	time.	After	Sephiroth	had	learned	Shinra	had	created	him	from	Jenova,	he	had	gone	insane	and	torched	the	town.	Sephiroth	had	departed	for	the	mako	reactor	to	save	his	"mother",	as	Jenova	had	been	contained	there.	Zack	had	confronted	Sephiroth	at	the	reactor,	but	lost.	Cloud	had	arrived	soon	after	seeking
revenge,	and	a	weakened	Zack	had	given	Cloud	his	Buster	Sword	to	kill	Sephiroth	with.	Cloud	had	hurled	Sephiroth	into	the	Lifestream	below	the	reactor,	but	had	suffered	great	wounds	in	the	affair	and	fallen	unconscious.	After	Hojo	had	arrived	to	assess	the	situation,	he	had	taken	Zack	and	Cloud,	as	well	as	the	other	survivors	from	the	village,	to	be
his	test	subjects	to	turn	them	into	Sephiroth-clones	by	injecting	them	with	Jenova	cells.	While	the	villagers	had	been	turned	into	clones,	Zack	and	Cloud	had	not	reacted	as	desired,	and	were	deemed	failures	to	be	contained	in	the	Shinra	Manor.	Cloud's	mind	had	been	shattered	by	the	trauma	of	the	events	and	as	a	result	of	Hojo's	experimentation,	and
he	had	merged	his	ideal	self	with	Zack	and	Tifa's	memories,	and	replaced	Zack	with	himself	in	his	recollections.	After	Cloud	had	hurled	Sephiroth	into	the	Mako	pit	below	the	reactor,	Sephiroth's	body	had	dissolved	into	the	Lifestream,	but	his	consciousness	had	been	strong	enough	to	remain	intact.	Sephiroth	had	thus	learned	the	wisdom	of	the	Cetra
from	the	Lifestream,	and	begun	to	construct	a	new	body	for	himself	inside	a	Materia	cocoon	at	the	North	Crater.	He	had	mentally	taken	over	the	remains	of	Jenova	at	the	Shinra	Headquarters,	morphed	it	into	his	image,	and	used	it	to	bring	the	Black	Materia	to	his	true	body	to	summon	Meteor.	As	Cloud	and	Tifa	are	rescued	from	the	Lifestream	the
restored	Cloud	returns	to	lead	the	party,	revealing	to	the	others	he	is	not	an	ex-SOLDIER,	as	he	had	not	been	mentally	strong	enough	to	qualify.	If	he	returns	to	the	Nibelheim	Mansion,	Cloud	recalls	how	he	and	Zack	had	escaped.	After	being	held	captive	for	many	years	in	the	Shinra	Manor,	Zack	had	broken	free,	and	taken	Cloud	along	as	they	had
escaped	the	restored	Nibelheim,	giving	Cloud	an	old	SOLDIER	First	Class	uniform	to	wear.	Cloud	and	Zack's	body	on	the	precipice	overlooking	Midgar.	Shinra	had	caught	up	with	the	pair	on	a	precipice	overlooking	the	Midgar	Wasteland	and	Zack	had	been	gunned	down,	but	the	soldiers	had	ignored	the	catatonic	Cloud	and	left	him	for	dead.	Cloud
had	crawled	over	to	Zack's	body	and	taken	his	Buster	Sword,	then	made	his	way	to	Midgar	alone	where	he	had	wandered	aimlessly	before	being	discovered	by	Tifa	at	the	Sector	7	slums	train	station.	At	the	sight	of	her	Cloud	had	snapped	out	of	his	stupor	and	made	up	a	new	persona	as	a	former	SOLDIER	First	Class	to	gain	a	sense	of	identity	and	to
cover	up	the	gaps	in	his	memory.	Act	4:	Decisive	Battle[]	See	also:	Decisive	Battle	(Final	Fantasy	VII)	Upon	hearing	the	party	has	been	hunting	the	Huge	Materia,	Cloud	joins	the	fray.	When	they	storm	the	launch	of	Cid's	rocket,	they	end	up	trapped	inside	as	it	takes	off.	Cid	discovers	he	had	been	wrong	in	admonishing	his	assistant,	Shera,	for	ruining
his	dreams	of	space	flight,	and	the	party	returns	to	the	planet	on	an	escape	pod.	The	rocket	fails	to	destroy	Meteor,	and	as	the	party	gazes	at	their	world	from	outer	space	they	reaffirm	their	conviction	to	protect	it,	deciding	to	uncover	what	Aeris'	plan	to	stop	Meteor	had	been.	With	help	of	the	Cosmo	Canyon	elder	Bugenhagen,	the	party	discovers	the
reason	Aeris	had	gone	off	alone	to	the	Forgotten	City.	She	had	planned	to	summon	Holy,	the	ultimate	White	Magic	and	a	counter	to	Meteor,	using	the	White	Materia	that	had	been	passed	down	in	the	Cetra	lineage	which	she,	as	the	last	Cetra,	had	possessed.	Just	before	her	death,	her	prayer	had	reached	the	planet,	but	Sephiroth	is	holding	back	the
power	of	Holy	within	the	Planet	Core.	Diamond	Weapon	fires	at	Midgar.	Diamond	Weapon	rises	out	of	the	sea	and	charges	towards	Midgar.	Rufus	and	the	Shinra	Executives	have	moved	the	Mako	Cannon	to	Midgar	and	renamed	it	Sister	Ray	to	prepare	for	an	offensive	against	Sephiroth.	The	cannon	destroys	the	Weapon,	and	the	blast	reaches	North
Crater,	breaking	Sephiroth's	shield.	Before	dying,	the	Weapon	fires	out	energy	blasts	into	the	Shinra	Building,	seemingly	killing	Rufus	and	creating	a	power	vacuum	at	the	top	of	his	organization.	Midgar	falls	into	chaos.	Cait	Sith	pleads	for	Cloud	and	his	friends'	help,	and	ends	up	revealing	his	true	identity	as	a	puppet	controlled	by	Reeve	Tuesti,	a
Shinra	executive	in	charge	of	Midgar.	Cloud's	party	infiltrates	the	city	to	fight	Hojo,	who	has	taken	command	of	the	Sister	Ray.	Hojo	is	trying	to	re-fire	it,	even	if	it	would	obliterate	Midgar.	Cloud	and	his	friends	fight	their	way	through	the	remaining	forces	of	Shinra	to	reach	Hojo,	who	reveals	he	wishes	to	give	Sephiroth	a	"boost"	from	the	Sister	Ray's
power;	the	party	learns	Hojo	is	Sephiroth's	father	and	thus	directly	responsible	for	the	crisis	facing	the	planet.	Despite	the	power	he	has	gained	by	injecting	himself	with	Jenova	cells,	Hojo	is	defeated.	With	only	a	week	until	Meteor	falls,	Cloud	asks	everyone	to	come	up	with	their	own	reason	and	resolve	to	keep	on	fighting,	beyond	the	mere	reason	of
fighting	for	the	planet;	should	they	find	one,	they	may	return	for	the	last	battle.	Cloud	and	Tifa	have	nowhere	to	go	and	spend	the	night	together	under	the	stars.	The	next	morning,	the	others	return	and	Cloud	thanks	them.	Reminded	of	Aeris's	hope	and	smile	even	in	the	face	of	death,	the	party	is	driven	to	ensure	her	deeds	aren't	wasted.	The	party
ventures	to	the	depths	of	the	Northern	Cave,	and	in	the	Planet	Core	finds	Sephiroth,	blocking	Holy	from	being	released.	The	team	triumphs	over	Bizarro∙Sephiroth,	and	then	Safer∙Sephiroth,	a	half-human,	half-divine	form	befitting	Sephiroth's	vision	of	becoming	a	god.	Despite	Sephiroth's	immense	power,	he	is	defeated.	The	fall	of	Meteor.	When
party	begins	to	depart,	Cloud	collapses,	his	spirit	being	torn	from	him	to	mentally	defeat	Sephiroth	within	the	Lifestream,	freeing	Cloud	of	the	chains	to	his	enemy.	The	victory	comes	too	late,	and	when	Holy	is	released,	Meteor	has	fallen	too	far	for	Holy	to	unleash	its	full	power.	Midgar	is	destroyed	in	the	struggle	between	Meteor	and	Holy,	but	Aeris's
spirit	commands	the	Lifestream	to	congregate	and	push	Meteor	far	enough	away	from	the	planet	for	Holy	to	destroy	it.	Five	hundred	years	later,	Red	XIII	and	two	pups	arrive	on	a	precipice	over	the	overgrown	ruins	of	Midgar	with	children's	laughter	ringing	in	the	background.	Themes[]	Cloud,	Zack,	and	Sephiroth,	an	artwork	made	for	the	game's
10th	anniversary.	One	of	the	game's	major	themes	is	identity,	seen	through	the	main	protagonist	Cloud	and	the	main	antagonist,	Sephiroth.	Coping	with	physical	and	psychological	trauma	had	Cloud	assume	the	persona	of	his	late	mentor,	Zack,	leading	to	a	deep	confusion	of	the	multiple	personalities	that	inharmoniously	coexist	in	his	mind.	Sephiroth
is	similarly	subject	to	an	identity	conflict,	having	been	lied	to	about	the	truth	of	his	birth,	and	the	discovery	of	his	existence	leads	him	into	a	downward	spiral	of	madness.	Many	of	the	main	characters	come	to	outlive	the	people	and	the	places	they	once	identified	with,	struggling	to	fit	in	their	current	reality.	Examples	of	this	are	Cloud	and	his	past	in
Nibelheim	and	SOLDIER,	Barret	as	the	leader	of	AVALANCHE,	Red	XIII	as	the	protector	of	Cosmo	Canyon,	and	Cid	as	Shinra's	aeronautical	engineer.	The	cast	is	motivated	by	the	loss	of	something	that	once	defined	them.	The	many	locales	follow	a	similar	arc,	the	metropolis	of	Midgar	being	built	over	towns	whose	names	have	been	forgotten,	the
Upper	Junon	destroying	the	fishing	industry	of	the	Old	Junon,	Wutai's	descent	into	a	tourist	trap,	and	the	mining	industry's	decline	having	left	behind	the	people	of	Kalm	and	Corel.	This	could	be	seen	as	a	larger	theme	in	the	game	itself,	Final	Fantasy	VII	breaking	new	ground	in	the	series.	The	game	incorporates	allusions	to	a	variety	of	religious	and
philosophical	systems,	reflected	in	character	names	like	Sephiroth	(drawn	from	the	Kabbalah)	and	Heidegger	(likely	a	reference	to	German	philosopher	Martin	Heidegger),	and	place	names	such	as	Midgar	and	Nibelheim	(both	from	Norse	mythology),	as	well	as	numerous	references	in	monster	names,	such	as	the	Midgar	Zolom,	a	reference	to	the
Midgardsorm	(also	from	Norse	mythology).	Several	references	are	made	to	previous	Final	Fantasy	titles,	including	several	character	names,	such	as	Cid	and	Biggs	and	Wedge,	and	the	repetition	of	soundtrack	motifs,	such	as	the	"Chocobo	Theme".	Juxtaposition	of	nature	vs.	technology	portrayed	at	Fort	Condor	where	a	condor	has	made	the	mako
reactor	its	nest.	Environmentalism	and	rapacious	capitalism	are	major	themes	in	Final	Fantasy	VII,	with	Shinra	Electric	Power	Company	having	taken	over	the	world	after	discovering	Mako	energy	and	becoming	the	world's	only	major	electricity	provider.	Whether	humanity	is	truly	an	important	part	of	the	ecosystem	is	contemplated	when
Bugenhagen	reveals	to	the	party	the	planet's	Ultimate	White	Magic	spell	can	wipe	out	anything	the	planet	deems	a	danger,	putting	mankind's	future	in	peril,	seeing	as	they	have	been	exploiting	the	world's	nature	reserves	wantonly.	The	party	decides	to	fight	for	the	planet	regardless,	and	in	the	end	humanity's	true	fate	was	left	ambiguous,	with	only
the	non-human	member	of	the	party,	Red	XIII,	appearing	in	the	epilogue,	although	future	installments	to	the	Compilation	have	revealed	mankind	did	survive.	The	interconnectedness	of	all	life	is	part	of	the	Lifestream	study	explored	in	Cosmo	Canyon,	and	the	party	realizes	this	when	they	gaze	down	on	the	planet	from	space,	cognizant	for	the	first	time
how	small	their	world	is	in	the	vastness	of	the	universe,	reaffirming	their	conviction	to	protect	it.	The	planet	itself	gains	anthropomorphic	properties	with	the	Cetra	being	able	to	enter	in	communion	with	it	in	a	ritual	known	as	"talking	to	the	planet",	and	in	Cosmo	Canyon	the	party	can	listen	to	the	"cry	of	the	planet"	in	suffering	under	exploitation	from
Mako	harvest.	In	the	end	the	forces	of	nature	prove	greater,	as	despite	all	their	power	Shinra	crumbles	when	faced	with	the	planet's	true	might	when	the	Meteor	is	summoned	and	the	Weapons	awaken.	The	collective	power	of	all	life	is	required	to	save	the	planet	from	Meteor,	when	Aeris,	perhaps	representing	humanity	itself,	summons	the	Lifestream
to	push	back	the	Meteor	allowing	Holy	to	destroy	it.	Art	design	and	world	building	depict	Gaia	as	a	cyberpunk-like	speculative	or	near	future	setting	where	magic	and	fantasy	co-exist.	While	it	is	popular	to	depict	magic	and	technology	as	diametrically	opposed,	such	juxtaposition	has	been	studied	to	be	born	of	perspectives	of	the	world	centered	on
psychological	biases	and	fallacies	geared	towards	common	denominator	"normalcy"	due	to	the	historic	effects	of	popular	psychology	and	the	confines	of	societal	adherent	mindsets,	specifically	regarding	the	natural	world	and	human	agency,	and	the	origination	of	European	and	Middle	Eastern	sciences	from	studies	of	nature	and	physics	once
considered	to	be	the	studies	of	magic	and	the	supernatural.	Within	Final	Fantasy	VII,	both	are	at	the	command	of	mankind,	and	the	Shinra	Electric	Power	Company	holds	almost	complete	control	over	human	civilization.	Many	"traditional"	fantasy	elements	are	also	depicted	with	a	touch	of	modern	street	art,	pop	art,	commercial	graphic	design,	and
modernity-based	imagination,	showing	how	mankind's	reaches	can	also	influence	nature	and	even	the	supernatural.	The	rise	and	fall	of	Midgar	and	the	Shinra	Electric	Power	Company	bring	to	mind	the	rise	and	fall	of	celebrated	empires	touted	for	their	advancements	in	technologies	that	projected	power	across	the	world,	and	met	their	end	of	reign
by	varying	causes	of	decadence,	incompetence,	and	corruption.	The	summoning	of	Meteor,	as	well	as	the	ensuing	foreboding	global	panic	and	despair	its	presence	brings,	are	also	evocative	of	popular	awareness	of	"the	end	of	modern	civilization",	regardless	of	form,	made	popular	by	environmental	concerns	and	heightened	information	of	the	effects
of	human	consumption	onto	the	planet	during	the	1990s.	While	mankind	continues	to	exist	and	go	its	own	way,	by	the	end	of	Final	Fantasy	VII,	the	Shinra	Electric	Power	Company's	hold	on	the	planet	is	dispersed,	marking	the	ruins	of	Midgar	into	the	history	books	as	another	ancient	civilization	lost	to	time.	Music[]	Main	article:	Final	Fantasy	VII:
Original	Soundtrack	The	soundtrack	was	Nobuo	Uematsu's	22nd	work	for	Square.	It	covers	a	wide	variety	of	musical	genres,	including	rock,	techno,	orchestral	and	choral.[11]	It	was	largely	created	with	MIDI	sounds,[11]	which	have	been	described	as	giving	it	a	"distinctive	mood	and	feel",	and	were	used	according	to	Uematsu	to	reduce	load	times.
[12]	As	the	beginning	of	the	PlayStation	era,	Uematsu	was	now	able	to	use	sounds	recorded	in	a	studio,	which	he	claimed	was	the	"biggest	change"	to	music	in	video	games.[13]	Like	the	game,	the	soundtrack	has	been	well	received.	Popular	pieces	include	"Aerith's	Theme",	a	subdued	and	melodic	character	anthem,	and	"One-Winged	Angel"	(the	first
composition	for	the	series	to	use	recorded	voices),	and	"Main	Theme	of	Final	Fantasy	VII",	which	has	been	featured	on	several	album	releases	and	analyzed	by	Video	Game	Music	Academy.	Both	of	these	pieces	have	appeared	on	Classic	FM	and	been	featured	in	the	Hall	of	Fame	at	position	9	in	2015.[14]	The	album	as	a	whole	was	given	5	stars	by
AllMusic.[15]	The	sound	quality	has	received	criticism	for	its	MIDI	sound,	with	RPGFan	describing	it	as	"standard	MIDI	sound"	which	"lacks	almost	any	depth	of	tone",	though	conceding	the	rest	of	the	soundtrack	is	great	unless	one	"can't	stand	the	sound	of	the	MIDI	synth".[11]	Music	from	the	game	has	been	commercially	released	on	an	original	four-
disc	soundtrack,	a	single	disc	album	of	selected	arranged	tracks	titled	Final	Fantasy	VII:	Reunion	Tracks,	and	piano-only	arrangement	of	selected	tracks,	the	Piano	Collections:	Final	Fantasy	VII.	The	original	1998	trailer	of	Final	Fantasy	VII	features	a	piece	of	music	called	"Final	Encounter"	by	Steve	Baker	that	isn't	featured	in	the	game	or	the
soundtrack.[16]	Development[]	Logo	sketches.	See	also:	Final	Fantasy	VII	development	Background[]	Xenogears	started	out	as	an	early	concept	conceived	by	Tetsuya	Takahashi	and	Kaori	Tanaka	for	Square's	Final	Fantasy	VII.	The	company	deemed	it	"too	dark	and	complicated	for	a	fantasy",	but	Takahashi	was	allowed	to	develop	it	as	a	separate
project.[17]	Planning	sessions	for	Final	Fantasy	VII	began	in	1994	after	the	release	of	Final	Fantasy	VI.	At	the	time,	Final	Fantasy	VII	was	planned	to	be	another	2D	project	for	the	Super	Nintendo	Entertainment	System.[18]	According	to	Tetsuya	Nomura,	the	series	creator	Hironobu	Sakaguchi	originally	"wanted	to	do	a	detective	story"	with	the	first
part	involving	a	"hot-blooded"	character	named	"Detective	Joe",	in	pursuit	of	characters	after	they	had	blown	up	the	city	of	Midgar.[19]	Many	staff	members	chose	instead	to	work	on	Chrono	Trigger,	and	development	was	halted.[18]	Development	of	Final	Fantasy	VII	resumed	in	late	1995,	and	required	the	efforts	of	approximately	120	artists	and
programmers,	using	PowerAnimator	and	Softimage|3D	software.[20]	This	was	the	largest	game	development	team	at	the	time,	and	included	Japanese	CG	artists	working	alongside	Hollywood	CG	visual	effects	artists.	Final	Fantasy	VII	was	the	most	expensive	video	game	of	its	time,	with	a	production	budget	of	around	US$45	million.[21]	Technology[]
The	first	full-motion	video	in	the	series.	As	a	result	of	the	high	quantity	of	memory	storage	required	to	implement	the	motion	data	for	characters,	only	the	CD-ROM	format	would	be	able	to	suit	the	project's	needs	and	thus	the	game	would	be	developed	for	Sony's	PlayStation	platform.	Visually,	the	goal	was	to	make	Final	Fantasy	VII	a	completely
unified	work	with	a	single	style	running	from	beginning	to	end.	The	transition	from	2D	computer	graphics	to	3D	environments	overlaid	on	pre-rendered	backgrounds	was	accompanied	by	a	focus	on	a	more	realistic	presentation.	The	green	and	blue	of	the	game's	logo	set	the	theme	for	the	color	tone	for	the	rest	of	the	game,	reflected	in	the	Mako
energy	and	Lifestream	that	play	crucial	roles.[22]	Story[]	Early	character	relationships	chart.	The	co-director	and	scenario	writer	of	Final	Fantasy	VI,	Yoshinori	Kitase,	returned	to	direct	and	co-write	Final	Fantasy	VII.	He	was	concerned	the	franchise	might	be	left	behind	if	it	did	not	catch	up	to	the	3D	computer	graphics	used	in	other	games	at	the
time.	Unlike	with	Final	Fantasy	VI	that	had	an	ensemble	cast,	Cloud	was	planned	as	the	main	character	since	the	beginning.	[23]	Nomura	helped	create	the	basic	story,	and	the	team	came	up	with	the	characters	during	that	time.	He	cites	Barret	and	Cait	Sith	as	two	characters	he	had	wanted	to	create	for	a	long	time,	but	everyone	else	was	created
during	the	writing	of	the	story.[23]	The	original	script	of	Final	Fantasy	VII,	written	by	Sakaguchi,	was	rather	different	from	the	finished	product.	Sakaguchi	wanted	to	craft	a	story	that	told	of	how	someone	having	passed	away	does	not	mean	they	are	gone,	and	to	show	a	realistic	death	rather	than	a	"Hollywood"	sacrificial	death	that	previous	games	in
the	series	had	done.	These	desires	developed	into	the	Lifestream,	and	the	game's	iconic	death	scene	whose	subject	subsequently	remains	a	part	of	the	cast's	lives.[24]	Scenario	Writer	Kazushige	Nojima,[25]	along	with	Director	Yoshinori	Kitase,[26]	has	stated	in	the	Final	Fantasy	X-2	Ultimania	interview	that	Spira	from	Final	Fantasy	X	is	the	'ancestor'
civilization	which	colonized	the	Planet	of	Final	Fantasy	VII.	This	is	reinforced	by	Shinra's	mention	of	potentially	harnessing	the	Farplane	as	an	energy	source,	which	his	descendants	would	go	on	to	do	with	the	Lifestream	many	centuries	later,	as	the	Shinra	Electric	Power	Company.	Gameplay[]	Early	battle	concept.	The	Materia	system	was	decided
upon	by	the	team,	where	weapons	and	armor	can	be	equipped	with	any	Materia.	It	was	decided	the	battles	wouldn't	be	about	characters	with	individual,	innate	skills,	but	that	combat	would	change	depending	on	the	way	Materia	was	used.[23]	Tetsuya	Nomura	came	up	with	the	idea	of	adding	Limit	Breaks	to	the	battle	system	as	an	expansion	of	the



Desperation	Attacks	of	Final	Fantasy	VI	as	a	way	to	bring	out	the	characters'	individual	personalities	and	the	unique	character	animations	would	further	emphasize	their	individuality.[23]	Visuals	and	art	direction[]	Tifa's	character	model.	The	series'	long-time	character	designer,	Yoshitaka	Amano,	was	in	the	process	of	opening	up	art	exhibitions	in
New	York	and	France,	and	was	unable	to	be	as	involved	as	in	previous	titles.	Tetsuya	Nomura	was	instead	chosen	to	draw	the	character	designs	by	Hironobu	Sakaguchi.[27]	The	game	follows	in	the	footsteps	of	Final	Fantasy	VI	in	presenting	a	world	with	more	advanced	technology	than	previous	installments.	The	gamut	of	the	game's	technology
covers	space	flight,	robotics,	advanced	genetic	engineering,	automatic	firearms,	directed	energy	weapons,	automobiles,	helicopters,	limited	anti-gravity	technology,	and	major	global	corporations;	the	level	of	technology	in	the	world	of	Final	Fantasy	VII	could	be	said	to	approximate	that	of	near-future	science	fiction.	Final	Fantasy	VII	is	the	first	Final
Fantasy	game	to	show	blood	in	a	scene.	"Voice	acting"[]	During	the	scene	where	the	Sister	Ray	is	about	to	fire	at	Diamond	Weapon,	a	voice	can	be	heard	over	an	intercom.[28]	(This	is	hardly	audible	due	to	the	music	that	continues	to	play	in	the	background.	It	can	be	heard	while	viewing	the	cutscene	video	clip	that	is	on	the	PC	version.)	There	are	five
other	examples	of	audible	vocalization	in	the	game:	in	the	FMV	sequence	when	Midgar's	Sector	7	plate	is	collapsing	onto	the	slum	underneath,	the	slum's	residents	give	a	frightened	scream.	At	the	end	of	this	sequence,	President	Shinra	observes	the	chaos	below	from	his	top	floor	office	in	Shinra	Tower	listening	to	opera	music.	The	sound	of	pilots
and/or	air	traffic	control	can	be	heard	communicating	when	Cloud	first	arrives	in	Upper	Junon	airport.	During	the	Safer∙Sephiroth	battle	"One-Winged	Angel"	includes	vocalized	lyrics.	And	lastly,	children's	laughter	is	heard	as	the	epilogue	sequence	draws	to	a	close.	These	make	Final	Fantasy	VII	the	first	game	in	the	series	with	audible	voice	acting.
The	voice	actors	involved,	bar	the	opera	and	"One-Winged	Angel"	choirs,	are	unknown	and	not	named	in	the	credits.	Modding	community[]	A	Final	Fantasy	VII	PC	modding	community	have	spent	the	best	part	of	10	years	working	on	a	number	of	different	mods,	predominantly	for	the	PC	version	of	Final	Fantasy	VII,	but	some	of	the	modding	community
have	been	working	on	PS	versions.	The	patches	have	been	known	to	improve	both	the	audio/visual	experience	as	well	as	the	gameplay.	Releases[]	See	also:	Final	Fantasy	VII	version	differences	Original[]	Final	Fantasy	VII	was	released	January	31,	1997	in	Japan,	and	later	that	year	on	September	7	in	North	America	and	in	October	2	internationally.	Its
United	States	marketing	budget	amounted	to	$100	million,[21]	spent	on	a	three-month	marketing	campaign.	This	consisted	of	three	thirty-second	television	advertisements	found	in	Saturday	Night	Live	and	The	Simpsons	and	on	channels	such	as	ESPN	and	MTV,	as	well	as	print	adverts	within	magazines,	such	was	Rolling	Stone	and	Spin,	and	within
comic	books	by	DC	Comics	and	Marvel	Comics.[29]	The	$145	million	budget,	of	which	$45	million	was	development	costs	and	the	rest	marketing,[21]	made	it	the	most	expensive	video	game	release	of	all	time	until	Star	Wars:	The	Old	Republic	in	2011,[30]	even	when	not	taking	into	account	inflation.	Final	Fantasy	VII	was	released	on	three	discs.	Disc
1	comprises	the	events	from	"No.	1	Reactor	Bombing"	to	"Parting	with	Aeris".	Disc	2	comprises	the	events	from	"Beyond	the	Snow	Fields"	to	"Mako	Cannon	Rampage".	Disc	3	comprises	the	events	from	"Feelings	From	the	Heart	of	Every	Place"	to	"The	Planet's	Judgement".	When	a	player	reaches	the	end	of	Disc	1	or	Disc	2,	the	game	lets	the	player
save,	and	then	it	instructs	the	player	to	insert	the	next	disc.	In	some	of	the	later	releases,	these	discs	are	renamed	"Part	I",	"Part	II",	and	"Part	III".	The	North	American	and	PAL	releases	of	Final	Fantasy	VII	made	substantial	changes	to	the	original	Japanese	version.	Several	areas	of	gameplay	have	been	made	more	difficult	by	adding	in	new	bosses.
Random	battle	rates	were	cut	down,	and	Materia	swapping	between	characters	was	made	easier.	New	flashbacks	of	Tifa	meeting	the	semi-conscious	Cloud	on	a	train	station,	and	a	flashback	of	Cloud	and	Zack	escaping	Nibelheim,	were	also	added	in.	The	game's	North	American	cover	drew	inspiration	from	promotional	materials	for	the	1962	film
Lawrence	of	Arabia.[31]	This	version	was	re-released	on	PlayStation	Network	in	North	America	on	June	2,	2009,	and	in	Europe	and	Australia	on	June	4	of	the	same	year.	The	re-release	made	it	playable	on	PlayStation	3,	PlayStation	Portable	and	PlayStation	Vita	consoles.	It	was	downloaded	100,000	times	within	the	first	two	weeks	of	release,	making	it
the	fastest-selling	PlayStation	game	on	the	Network.[32]	International[]	International	Version	logo.	The	game	with	the	changes	made	to	the	North	American	version	was	re-released	in	Japan	as	Final	Fantasy	VII	International,	the	first	International	Version,	a	semi-recurring	feature	of	the	series.	It	includes	Final	Fantasy	VII:	Perfect	Guide,	a	special
fourth	disc	with	maps,	character	information,	design	sketches,	and	other	trivia.	A	later	limited	version,	Final	Fantasy	VII	International	Advent	Pieces:	Limited	was	released	in	a	collectible	metal	case	that	could	be	assembled	into	a	display	stand.	This	version	was	re-released	on	PlayStation	Network	on	April	10,	2009.	PC	(1998)[]	In	1998,	the	game
received	its	first	port	to	the	Microsoft	Windows	platform.	The	re-release	features	smoother	graphics	and	fixes	to	translation	and	spelling	errors	(such	as	"This	guy	are	sick"	and	"Beacause	Cloud"),	though	the	audio	quality	was	diminished.	The	PC	release	is	popular	among	modding	communities.	PC	(2012)[]	In	2012,	Square	Enix	re-released	the	game
for	the	PC	platform.	It	was	initially	released	through	the	Square	Enix	Store	in	August	14,	2012,	before	later	released	on	Steam	on	July	4,	2013.	Initially,	the	re-release	appeared	on	August	5,	2012	on	the	Square	Enix	Store,	as	a	result	of	testing	the	site	for	the	product's	relaunch,	though	the	product	upon	purchase	was	unusable,	and	Square	Enix
offered	a	refund	and	a	free	copy	of	the	re-release	to	those	who	had	bought	it.[33]	In	addition	to	graphical	resolution	improvements	to	the	previous	port,	the	re-release	also	featured	cloud	saving,	as	well	as	unlockable	achievements	and	a	Character	Booster	feature.	The	audio	quality	received	many	complaints,	and	on	27	September	2013,	Square	Enix
upgraded	the	in-game	audio.[34]	The	system	requirements	for	this	release	are	as	follows:	Minimum	OS	Microsoft	Windows	XP/Vista/7	(32/64bits)	Processor	2	GHz	Memory	1	GB	RAM	Graphics	DirectX	9.0c-compatible	graphic	card	Hard	Drive	3	GB	available	space	Others	DirectX	9.0cSquare	Enix	account	This	version	was	released	as	International	in
Japan.	Additionally,	on	October	9,	2014,	it	was	made	available	in	Japan	on	the	Dive	In	platform.	iOS	and	PlayStation	4[]	On	December	6,	2014,	at	PlayStation	Experience	event	in	Las	Vegas,	the	Final	Fantasy	brand	manager	Shinji	Hashimoto	announced	that	Final	Fantasy	VII	will	be	re-released	on	PlayStation	4,	based	on	the	2012	PC	re-release
version.[35]	It	was	originally	slated	for	a	spring	2015	release,	but	in	E3	2015	Square	Enix	conference	it	was	announced	its	release	had	been	delayed	to	winter	2015,	after	a	release	on	iOS	platforms[36]	The	game	was	released	December	5,	2015,	a	year	after	its	announcement.	Purchases	of	the	title	include	an	exclusive	theme	that	uses	screenshots
from	the	E3	2015	trailer	for	the	remake	as	wallpapers,	"Aerith's	Theme"	from	Piano	Collections:	Final	Fantasy	VII	as	background	music,	and	menu	navigation	sound	effects	from	the	original	game.	Both	the	mobile	and	PlayStation	4	ports	are	based	on	the	PC	port	in	2012.	They	share	features	including	the	resolution,	achievements,	while	bringing
additional	boosters,	namely	the	ability	to	boost	the	speed,	max	character	stats	and	to	disable	random	encounters.	Additionally,	this	was	the	first	re-release	in	which	the	field	character	runs	by	default.	A	trailer	for	Final	Fantasy	VII	Remake,	shown	at	E3	2015,	is	also	featured	in	the	PlayStation	4	release.	PlayStation	Classic[]	On	December	3,	2018,	Sony
released	a	PlayStation	Classic	mini	console,	which	includes	the	original	Final	Fantasy	VII	among	19	other	games.	This	version	includes	a	save	state	feature	not	available	in	earlier	versions.	Reception[]	Critical	reception[]	Final	Fantasy	VII	received	widespread	critical	acclaim	upon	release.	Reviews	from	video	game	magazines	and	newspapers	were
highly	positive,	with	49	reviews	giving	an	average	aggregate	score	of	97%,	including	26	perfect	scores,	according	to	Magazines	from	the	Past.[37]	In	North	America,	the	game	received	17	perfect	scores	from	reviews	in	North	American	print	publications	upon	release.[37]	GameFan	called	it	"quite	possibly	the	greatest	game	ever	made,"	a	quote	which
featured	prominently	on	the	back	cover	of	the	game's	jewel	case.[59]	The	Electronic	Gaming	Monthly	panel	of	four	reviewers	gave	the	game	scores	of	9.5	out	of	10	each,	adding	up	to	38	out	of	40	overall.[46][60]	GamePro	praised	the	"massive	world,"	experimentation	"with	spells	and	weapons,	encounters	with	weird	creatures,"	and	"soap	opera-ish
story	line",	concluding	it	has	"classic"	written	"all	over	it."[50]	Game	Informer	called	it	"the	most	amazing	RPG	we've	ever	seen"[61][62]	and	"the	best	RPG	ever	made."[49]	Just	Adventure	called	it	"the	greatest	game	ever	created"	and	"a	work	of	art"	and	"masterpiece	that	goes	beyond	video	games."	They	praised	the	"very	dark	and	emotional	story"	as
"beautifully	conceived"	and	called	it	"a	very	inspirational	and	powerful	video	game."[55]	In	the	United	Kingdom,	Edge	noted,	"The	'interactive	movie'	has	long	been	a	dirty	term	to	anyone	who	values	a	playable	videogame,	but	FFVII	succeeds	in	coming	closer	than	any	title	yet,"	with	the	"highly	complex,	melodramatic	story	and	excellently	orchestrated
chip	music"	combining	"to	make	players	feel	real	empathy	with	the	characters,"	a	"task	usually	shied	away	from	by	the	action/comedy-orientated	western	graphic	adventures."[63]	Paul	Davies	of	Computer	and	Video	Games	described	it	as	"truly	unique"	and	"an	incredible	new	era	of	interactive	entertainment"	that	could	"revolutionize"	belief	of	"what	a
video	game	can	achieve",	with	arguably	"some	of	the	best	moments	in	entertainment	history",	including	"excitement"	and	"heart-rendering"	emotional	scenes,	concluding	that,	with	a	"thrilling"	storyline	"brought	to	life	with	ingenious"	gameplay,	the	"future	of	PlayStation	is	assured	by	this	key	to	the	future	of	games."[42]	Retrospective	reception	is	also
positive.	Based	mostly	on	online	retrospective	reviews	written	years	after	its	release,	GameRankings	has	given	the	game	an	average	rating	of	92.4%,	based	on	31	reviews.[39]	It	also	currently	holds	an	average	rating	of	92	out	of	100	at	Metacritic,	based	on	20	reviews,	again	mostly	online	retrospective	reviews	years	after	its	release.[40]	Combining
both	contemporary	reviews	from	its	time	and	retrospective	reviews	years	after	its	release,	MobyRank	has	given	the	game	an	overall	average	rating	of	96%	based	on	77	reviews.[38]	Accolades[]	Final	Fantasy	VII	won	many	Game	of	the	Year	awards	for	1997.	It	won	an	Origins	Award	in	the	"Best	Roleplaying	Computer	Game	of	1997"	category.[64]	At
the	second	CESA	Awards	(now	Japan	Game	Awards),	it	won	the	"Grand	Prize"	and	the	"Best	Scenario"	and	"Best	Sound"	awards.[65]	At	the	first	Japan	Media	Arts	Festival,	it	won	an	"Excellence	Prize"	in	the	"Digital	Art	(Interactive	Art)"	division.[66]	It	was	also	awarded	the	Readers'	Choice	awards	for	"All	Systems	Game	of	the	Year",	"PlayStation
Game	of	the	Year",	"Role-Playing	Game	of	the	Year",	"Best	Graphics	of	the	Year"	and	"Best	Music	of	the	Year"	by	Electronic	Gaming	Monthly,[67]	as	well	as	their	Editors'	Choice	awards	for	"Role-Playing	Game	of	the	Year",	"Best	Graphics",[68]	"Hottest	Video	Game	Babe"	(for	Tifa	Lockhart),	"Most	Hype	for	a	Game",	"Best	Ending",	and	"Best	Print	Ad",
[69]	in	addition	to	Readers'	Choice	nominations	for	"Most	Original	Game	of	the	Year"	and	"Best	Sound	of	the	Year",[67]	and	Editors'	Choice	nominations	for	"All	Systems	Game	of	the	Year"	and	"PlayStation	Game	of	the	Year".[68]	On	May	17,	2018,	Final	Fantasy	VII	was	inducted	into	the	World	Video	Game	Hall	of	Fame	as	a	member	of	its	2018	class,
and	is	the	first	title	in	the	series	so	accredited	by	the	project.[70]	Commercial	performance[]	Final	Fantasy	VII	sold	over	two	million	copies	within	three	days	of	its	release	in	Japan.[27]	The	momentum	inspired	retailers	to	break	the	release	date	in	North	America,	where	the	game	continued	to	sell	well.[27]	The	title	sold	just	under	10	million	copies	for
the	PlayStation,[71]	which	makes	it	the	second	best-selling	PlayStation	game	of	all	time	behind	only	Gran	Turismo	with	10.8	million.[72]	The	1998	PC	version	sold	over	1	million	physical	units,[73]	and	the	2013	Steam	release	also	sold	over	1.2	million	digital	units,[74]	bringing	total	PC	sales	to	over	2.2	million	units.	Combined,	the	PlayStation	and	PC
releases	sold	over	12	million	units.	On	January	31,	2023,	it	was	announced	that	the	game	has	sold	over	14.1	million	units	to	date.[75]	Impact[]	Final	Fantasy	VII	is	credited	as	having	the	largest	impact	of	the	Final	Fantasy	series.[76][77]	It	has	been	ranked	by	numerous	publications	as	one	of	the	most	important,	influential	and	innovative	games	of	all
time.[78][79][80][81][82][83][84]	EGM	said	it	was	"the	first	RPG	to	surpass,	instead	of	copy,	movielike	storytelling"	and	taught	gamers	"how	to	cry".[79]	IGN	said	the	game	"revolutionised"	role-playing	games.[85]	It	allowed	RPGs	to	gain	mass-market	appeal	outside	of	Japan,[86]	as	RPGs	were	a	niche	genre	in	the	West	until	FFVII	introduced	the	genre
to	a	mainstream	Western	audience.[78][87][88][89][90]	It	also	opened	up	the	console	market	to	Western	computer	RPG	developers	such	as	BioWare.[82]	FFVII	"single-handedly	put	role-playing	video	games	on	the	global	map".[91]	It	also	boosted	sales	of	the	original	PlayStation,[92]	and	demonstrated	the	advantages	of	CD-ROM	over	cartridges.[80]
According	to	PlayStation	creator	Ken	Kutaragi,	FFVII	was	"a	driving	force	that	propelled	gaming	forward"	along	with	the	PlayStation	and	contributed	to	growing	global	awareness	of	Japanese	pop	culture	and	anime.[91]	According	to	Matt	Alt,	FFVII	injected	"a	megadose	of	Japanese	sensibilities"	into	the	Western	mainstream,	including	"big-eyed
bushy-haired	anime"	characters,	manga-style	melodrama	and	"the	very	idea	that	video	games	could	be	meditative	explorations	as	well	as	thrill	rides".[93]	FFVII	was	one	of	the	first	AAA	blockbuster	game	productions.[94]	It	was	the	most	expensive	video	game	until	then,[91]	and	its	marketing	budget	was	unprecedented.[95]	It	set	a	benchmark	for
graphics,[80][81]	full	motion	video,[82]	cinematic	CGI	production	values,	film-like	presentation,	and	innovative	blend	of	gameplay	with	dynamic	cinematic	camerawork.[91]	It	also	set	a	benchmark	for	orchestral	game	music,[81][91]	with	"Aerith's	Theme"	appearing	on	the	Classic	FM	Hall	of	Fame[96]	and	Classic	FM	calling	it	"one	of	the	most	famous
pieces	of	video	game	music	ever	written"	that	helped	introduce	"a	whole	generation	to	the	magic	of	orchestral	music".[97]	The	large	number	of	minigames	was	also	unprecedented,	inspiring	numerous	later	titles	to	incorporate	minigames.[85]	The	game's	storytelling	in	particular	was	revelatory	and	resonated	with	most	of	its	audience.[98]	The	depth
of	its	storytelling,	character	building,	emotional	scenes	and	cinematic	production	values	made	it	a	landmark	in	video	game	storytelling.[78][80][81]	It	also	contains	one	of	the	most	iconic	deaths	in	video	game	history,[95]	frequently	cited	as	one	of	gaming's	most	shocking	and	emotional	scenes,[99]	while	cementing	Sephiroth's	status	as	one	of	the	most
famous	game	villains.[80][99]	The	scene	topped	IGN's	list	of	top	100	video	game	moments,	calling	it	representative	of	"gaming's	emotional	journey	from	kids'	entertainment	to	modern	storytelling	medium".[100]	The	game	has	inspired	numerous	developers.	GameSpot	stated	that	Final	Fantasy	VII	was	"the	RPG	that	would	influence	every	role-playing
game	that	would	follow"	after	it,	and	that	its	cinematic	approach	to	storytelling	was	widely	adopted	by	later	RPGs.[78]	Its	Limit	Break	gameplay	mechanic	became	a	core	mechanic	in	subsequent	Final	Fantasy	games.[82]	According	to	Samuel	Roberts	of	Retro	Gamer,	the	game's	"character	designs	would	shape	Japanese	RPGs	for	years	to	come".[83]
Fable	creator	Peter	Molyneux	considers	FFVII	to	be	the	RPG	that	"defined	the	genre"	for	him.[101][102]	BioWare	founder	Greg	Zeschuk	cited	FFVII	as	"the	first	really	emotionally	engaging	game"	he	played	and	said	it	had	"a	big	impact"	on	BioWare's	work.[103]	Black	Isle	Studios	cited	FFVII	as	an	inspiration	for	Planescape:	Torment	(1999).
According	to	Maciej	Miszczyk	of	Hardcore	Gaming	101,	FFVII's	spell	animations	and	character	quests	may	have	influenced	Western	computer	RPGs	such	as	Planescape:	Torment	and	BioWare's	Baldur's	Gate	II	(2000).[104]	Media	Molecule's	Constantin	Jupp	credited	FFVII	with	getting	him	into	game	design.[105]	Tim	Schafer	cited	FFVII	as	one	of	his
favorite	games	of	all	time.[106]	Thatgamecompany	founder	Jenova	Chen	cited	FFVII	as	one	of	the	biggest	influences	on	his	work	and	the	game	that	inspired	his	adopted	name	(from	the	character	Jenova).[107]	Grinding	Gear	Games	designer	Chris	Wilson	cited	the	Materia	system	of	FFVII	as	an	influence	on	Path	of	Exile	(2013).[108]	Legacy[]
Retrospective[]	Since	1997,	Final	Fantasy	VII	has	been	chosen	by	many	game	magazines	and	other	publications	as	one	of	the	best	video	games	ever	made.	Most	recently,	in	2012,	Time	named	it	one	of	the	"All-TIME	100	Video	Games".[109]	Historically,	Final	Fantasy	VII	became	an	influential	watershed	of	the	3D	generation	of	consoles	and	games	that
would	use	the	format	in	the	1990s,	and	helped	establish	the	format's	succession	as	the	new	technological	frontier	and	standard	for	the	mainstream	industry.	In	2013,	GamePro	included	Final	Fantasy	VII	in	its	"20	most	innovative	games	ever	made"	list.	They	stated	described	it	as	"a	classic	that	touched	an	entire	genre	of	gaming"	and	"an	entire
generation	of	gamers."	They	also	stated	that	its	"status	as	an	early	PlayStation	One	exclusive	gave	Sony	the	edge	it	needed	to	compete	in	and	eventually	dominate	the	video	game	industry."[110]	In	2008,	game	designer	Peter	Molyneux	stated	that	Final	Fantasy	VII	was	the	game	that	defined	the	RPG	genre.[111]	Final	Fantasy	VII	has	also	often	placed
at	or	near	the	top	of	many	reader	polls	of	all-time	best	games.	Most	recently,	in	2014,	Sony	Computer	Entertainment	conducted	a	poll	with	over	10,000	Japanese	fans,	where	Final	Fantasy	VII	was	voted	the	second	favorite	PlayStation	game	of	all	time	(behind	Dragon	Quest	V:	Hand	of	the	Heavenly	Bride),	the	second	best	game	that	impressed	"more
than	a	movie	or	a	novel"	(behind	Final	Fantasy	X),	and	the	most	wanted	remake.[112]	In	a	2017	retrospective,	Jeremy	Parish	of	USgamer	praised	the	game's	use	of	the	"unreliable	narrator"	literary	concept,	comparing	it	to	Fight	Club,	The	Sixth	Sense,	and	Memento.	He	also	praised	how	it	uses	the	gameplay	to	progress	the	"unreliable	narrator"
literary	concept	beyond	that	usually	seen	in	film.[113]	On	December	3,	2018	Sony	released	the	PlayStation	Classic	which	includes	the	original	Final	Fantasy	VII.	Final	Fantasy	VII	appeared,	along	with	Final	Fantasy	Tactics,	in	Smithsonian	Art	of	Video	Games	exhibit	held	between	March	18	and	September	30,	2012.	The	video	games	in	the	exhibition
were	decided	by	public	vote.	Polls[]	In	a	Famitsu	character	popularity	poll,	Final	Fantasy	VII	had	six	characters	(Cloud,	Tifa,	Sephiroth,	Aerith,	Zack,	and	Yuffie)	place.	This	is	the	most	amount	of	characters	from	any	one	game	listed.	Final	Fantasy	VII	was	the	winner	of	the	2004	GameFAQs	user	poll	contest	"Best.	Game.	Ever.",	beating	the	fellow
Square	RPG,	Chrono	Trigger.	However,	in	GameFAQs	second	"Best.	Game.	Ever."	poll,	the	game	finished	runner-up	to	The	Legend	of	Zelda:	Ocarina	of	Time.	It	came	second	in	Empire	magazine's	2010	feature	"100	Greatest	Videogames	Ever",	beaten	only	by	Super	Mario	World.[114]	In	2012,	Final	Fantasy	VII	got	#33	in	G4's	"Top	100	Games	of	All
Time".	In	a	poll	by	Sony,	Final	Fantasy	VII	was	ranked	as	the	second	favourite	PlayStation	game,	behind	Metal	Gear	Solid,	and	ahead	of	Crash	Bandicoot.[115]	After	a	poll	done	in	Japan	in	December	2014,	both	Final	Fantasy	VII	and	Final	Fantasy	X	were	voted	as	the	best	PlayStation	games	by	fans.[116]	In	December	2021,	TV	Asahi	released	its	Top
100	console	games	of	all	time	poll,	voted	by	50,000	Japanese	users,	with	Final	Fantasy	VII	not	only	being	voted	the	third	best	console	game	of	all-time,	it	was	also	the	highest	voted	Final	Fantasy	game.[117]	Compilation[]	Main	article:	Compilation	of	Final	Fantasy	VII	After	the	new	millennium	Yoshinori	Kitase	and	Tetsuya	Nomura	were	approached
and	asked	for	a	game	that	could	be	expanded	across	multiple	platforms	and	mediums.	Final	Fantasy	VII	was	chosen,	which	led	to	the	creation	of	the	Compilation	of	Final	Fantasy	VII.	To	date,	the	compilation	includes	two	mobile	phone	games,	one	sequel	game,	one	prequel	game,	one	full-length	CGI	film,	an	OVA,	and	several	short	novellas.	The	games
within	the	collection	have	expanded	on	the	story	of	Final	Fantasy	VII	both	before	and	after	the	original	game,	but	have	been	met	with	mixed	reactions	for	a	number	of	reasons,	including	various	retcons	and	liberties	taken	with	the	original	storyline	and	characters.	Remake[]	In	2005	at	the	Sony	E3	annual	press	conference,	Square	Enix	showed	a
technical	demo	for	the	PlayStation	3	depicting	the	opening	sequence	to	the	original	Final	Fantasy	VII	remade	with	the	PlayStation	3's	enhanced	graphics,	sparking	rumours	of	a	remake.	These	rumors	were	sparked	a	second	time	with	Square	Enix's	exhibition	of	new	FMV	artworks	during	the	Final	Fantasy	VII	10th	Anniversary	event	in	Japan.	The
artworks[118]	later	sparked	more	rumors.	Square	Enix	denied	rumors	of	the	remake,	despite	liking	the	idea.	In	2010,	CEO	Yoichi	Wada	stated	he	would	"explore	the	possibilities"	of	the	platform.	He	followed	up	by	stating	it	would	take	longer	than	he	was	prepared	to	invest.[120]	Tetsuya	Nomura	stated	in	2012	that	other	projects	take	precedence,
[121]	which	Yoshinori	Kitase	reaffirmed	in	2014,	stating	he	would	love	to	do	a	remake	but	it	would	take	too	much	for	the	project	to	be	a	reality.[122]	On	June	15,	2015,	in	E3,	the	hotly	anticipated	remake	was	announced	as	Final	Fantasy	VII	Remake.	The	first	entry	was	released	on	April	10,	2020.	The	game	is	intended	as	a	timed	PlayStation	4
exclusive	until	2021	Unofficial	remakes[]	Due	to	the	game's	popularity	over	several	decades	there	have	been	a	few	unofficial	remakes.	Final	Fantasy	VII	Remake	in	LittleBigPlanet	is	an	unlicensed	complete	remake	of	Squaresoft's	role-playing	video	game	Final	Fantasy	VII	in	the	LittleBigPlanet	2	engine	by	Jamie	Colliver.	This	remake	re-imagines	the
original	game	as	a	platformer,	with	every	scene,	every	location,	every	line	of	dialogue,	and	every	song	from	the	game's	original	soundtrack	recreated.	In	2005,	the	Chinese	company,	ShenZhen	Nanjing	Technology,	created	an	unofficial	port	of	Final	Fantasy	VII	on	the	Famicom.	Production	credits[]	Main	article:	Final	Fantasy	VII	credits	Producer
Hironobu	Sakaguchi	Executive	Producers	Tetsuo	Mizuno,	Tomoyuki	Takechi	Director	Yoshinori	Kitase	Music	Nobuo	Uematsu	Main	Programmer	Tatsuya	Yoshinari	Image	Illustrator	Yoshitaka	Amano	Story	Yoshinori	Kitase,	Kazushige	Nojima	Event	Planners	Kazushige	Nojima,	Hiroki	Chiba,	Motomu	Toriyama,	Jun	Akiyama	Battle	Programmers
Kazumasa	Fuseya,	Hiroshi	Harata,	Akihiro	Yamaguchi	Character	Designer	Tetsuya	Nomura	Art	Director	Yusuke	Naora	2D	Animators	Kenichirou	Okamoto,	Hiroyuki	Yotsuji	Chief	CG	Programmer	Masaharu	Inoue	Movie	Director	Motonori	Sakakibara	Monster	Designers	Shin	Nagasawa,	Tetsu	Tsukamoto	Lead	Programmer	Ken	Narita	Field	Programmer
Keizo	Kokubo	World	Map	Programmer	Yasuo	Kuwahara	Snowboard	Programmer	Tadamichi	Obinata	Condor	War	Programmer	Ryo	Muto	Chocobo	Race	Programmer	Keitaro	Adachi	Submarine	Chase	Programmer	Shin-ichi	Tanaka	Highway	and	Roller	Coaster	Programmer	Tatsuya	Yoshinari	Field	CGI	and	Movie	Designers	Yuko	Akiyama,	Kanako	Aoki,
Hiroyuki	Honda,	Ayako	Kuroda,	Yoshinori	Moriizumi	Concept	Art	Takayuki	Odachi,	Tetsuya	Takahashi	Map	Plan	Director	Hidetoshi	Kezuka	Battle	Plan	Designer	Matsumura	Yasushi	Movie	Programmer	Shun	Moriya	Sound	Programmer	Minoru	Akao	Character	Programmer	Hiroshi	Kawai	CG	Supervisor	Kazuyuki	Hashimoto	Packaging	artwork[]	Final
Fantasy	VII	was	the	first	Final	Fantasy	game	whose	Japanese	game	cover	was	just	the	logo	on	white	background,	a	tradition	that	continued	until	Final	Fantasy	XV.	At	first,	Square	were	talking	about	removing	the	lettering	of	the	logo	and	just	having	the	image	of	Meteor	Yoshitaka	Amano	had	drawn,	but	it	didn't	materialize.	The	background	was
chosen	to	be	white	because	Hironobu	Sakaguchi	said	that	the	image	of	Final	Fantasy	was	white.[123]	North	American	PlayStation."Greatest	Hits"	North	American	PlayStation."Platinum"	European	PlayStation."International	Version"	Japanese	PlayStation.North	American	PC	(1998).United	Kingdom	PC	(1998).International	Advent	Pieces	box
(2005).International	Advent	Pieces	Disc	4	(2005).	Gallery[]	See	also:	Final	Fantasy	VII	concept	art	Beta	version	of	previous	poster.Poster	from	Electronic	Gaming	Monthly	magazine.PlayStation	game	manual	(Japan	version).PlayStation	game	manual	(North	America	version).PlayStation	game	manual	(PAL	version).	Allusions[]	Main	article:	Final
Fantasy	VII	series	allusions	Final	Fantasy	VII	makes	references	to	the	number	7,	the	rest	of	the	Final	Fantasy	series,	as	well	as	mythology,	folklore	and	religion,	and	popular	culture—the	Loveless	album	by	My	Bloody	Valentine	as	a	known	example—among	others.	See	also[]	Citations[]	↑	FINAL	FANTASY	VII	(Accessed:	April	08,	2025)	at	Square	Enix
↑	Square	Enix	bringing	Final	Fantasy	XIII	to	smartphones	via	streaming	(Accessed:	March	26,	2016)	at	Siliconera	↑	Introducing	PlayStation	Classic,	with	20	Pre-Loaded	Games	(Accessed:	September	19,	2018)	at	PlayStation.Blog	↑	Why	Final	Fantasy	VII	Still	Resonates	After	All	These	Years	(Accessed:	January	29,	2016)	at	USGamer	↑	Final	Fantasy
VII	is	not	overrated	(Accessed:	January	29,	2016)	at	Destructoid	↑	Top	10	Ways	FFVII	Influenced	The	Gaming	Industry	(Accessed:	January	29,	2016)	at	Bit	Cultures	↑	Top	100	Games	(Accessed:	January	29,	2016)	at	IGN	↑	The	100	Greatest	Videogames	(Accessed:	January	29,	2016)	at	Empire	↑	Top	100	greatest	video	games	ever	made	(Accessed:
January	29,	2016)	at	Gamingbolt	↑	Square	Enix	[@finalfantasyvii]	(2023,	January	31).	We’re	delighted	to	announce	“Final	Fantasy	VII	Day”	has	been	officially	registered	in	Japan,	to	commemorate	the	anniversary	of	the	launch	of	the	original	game.To	celebrate,	here’s	a	special	message	from	Yoshinori	Kitase,	producer	of	the	Final	Fantasy	VII	remake
project.	[Tweet].	Twitter.	↑	11.0	11.1	11.2	RPGFan	Music	-	Final	Fantasy	VII	OST	(Accessed:	March	24,	2016)	at	RPGFan	↑	Final	Fantasy	VII	Original	Soundtrack	::	Review	by	Scherzo	(Accessed:	March	24,	2016)	at	Square	Enix	Music	↑	Interview	With	A	Black	Mage	(Accessed:	March	24,	2016)	at	Eurogamer.net	↑	Hall	of	Fame	9	(Accessed:	March
24,	2016)	at	Hall	of	Fame	↑	Final	Fantasy	VII	-	Nobuo	Uematsu	review	(Accessed:	March	24,	2016)	at	AllMusic	↑	"Final	Encounter"	-	The	official	trailer's	music	by	Steve	Baker	(Accessed:	March	13,	2020)	at	GameFAQs	Boards	↑	Soraya	Saga	On	Xenogears	And	Xenosaga	(Accessed:	March	13,	2020)	at	Siliconera	↑	18.0	18.1	"Yoshinori	Kitase
interview".	Level	(in	Swedish)	(Reset	Media)	(25).	May	2008.	↑	FFVII	Not	Being	Remade	--	Nomura	(Accessed:	March	28,	2016)	at	IGN	↑	The	History	of	Final	Fantasy	(Accessed:	October	28,	2007)	at	GameSpot	↑	21.0	21.1	21.2	Final	Fantasy	7	retrospective	(Accessed:	March	26,	2016)	at	Eurogamer	↑	Yusuke	Naora’s	SMU	Lecture	Recap	–	Featuring
New	FINAL	FANTASY	XV	Concept	Art	(Accessed:	March	28,	2016)	at	Final	Fantasy	News	↑	23.0	23.1	23.2	23.3	Final	Fantasy	VII	–	1997	Developer	Interviews	(Accessed:	March	28,	2016)	at	shmuplations.com	↑	EDGE	magazine,	May	2003	↑	Final	Fantasy	X-2	Ultimania	Interview	with	FFX-2	creators,	Page	723	↑	Is	Squall	Really	Dead?	Final	Fantasy
Producer	Addresses	The	Series'	Biggest	Fan	Theories	(Accessed:	September	05,	2017)	at	Kotaku	↑	27.0	27.1	27.2	IGN	Presents:	The	History	of	Final	Fantasy	VII	(Accessed:	March	28,	2016)	at	IGN	↑	"Radar	system	go.	Sister	Ray:	Target	confirmed.	Entering	discharge	preparation	phase.	All	workers	should	evacuate	to	their	designated	areas.	Initiating
generator	charge."	↑	PlayStation's	Final	Fantasy	VII	Marketing	Blitz	Continues	(Accessed:	March	26,	2016)	at	Free	Online	Library	↑	Star	Wars:	The	Old	Republic	cost	$200	million	to	develop	(Accessed:	March	26,	2016)	at	GameSpot	↑	How	Final	Fantasy	7	Revolutionized	Videogame	Marketing	and	Helped	Sony	Tackle	Nintendo	↑	Final	Fantasy	VII
downloaded	100,000	times	in	two	weeks	(Accessed:	June	27,	2009)	at	GamePro.com	↑	Square	Enix	offering	free	copies	of	Final	Fantasy	VII	to	anyone	who	accidentally	bought	it	last	weekend	(Accessed:	March	26,	2016)	at	Kotaku	↑	''page	name	of	url,	from	title	found	in	tab/window,	or	title	found	on	page''	(Accessed:	March	26,	2016)	at	Square	Enix	↑
Final	Fantasy	VII	is	coming	to	PlayStation	4,	but	this	is	not	a	remake	(Accessed:	March	26,	2016)	at	Siliconera	↑	Original	Final	Fantasy	VII	coming	to	iOS	then	to	PlayStation	4	(Accessed:	March	26,	2016)	at	Siliconera	↑	37.0	37.1	37.2	Final	Fantasy	VII	(Accessed:	September	03,	2017)	at	Magazines	from	the	Past	↑	38.0	38.1	Final	Fantasy	VII	Reviews
(PlayStation)	(Accessed:	September	03,	2017)	at	MobyGames	↑	39.0	39.1	Final	Fantasy	VII	for	PlayStation	(Accessed:	March	31,	2016)	at	GameRankings	↑	40.0	40.1	Final	Fantasy	VII	for	PlayStation	Reviews	(Accessed:	March	31,	2016)	at	Metacritic	↑	Final	Fantasy	VII	review	(Accessed:	March	31,	2016)	at	1up.com	↑	42.0	42.1	Final	Fantasy	VII,
Computer	and	Video	Games,	issue	192,	November	1997,	pages	52-5,	EMAP	↑	Final	Fantasy	VII:	The	game	that	made	RPGs	cool	(dead)	(Accessed:	November	29,	2014Retrieved	from	www.computerandvideogames.com/8069/reviews/final-fantasy-vii-review/)	at	Computer	and	Video	Games	(dead)	↑	Final	Fantasy	VII	CGW	review	on	GameSpot	(dead)
(Accessed:	October	01,	2000Retrieved	from	www.gamespot.com/rpg/finalf7/review_cgw.html)	at	[www.gamespot.com	GameSpot]	↑	Edge	Reviews	Database:	Squaresoft	(dead)	(Accessed:	July	13,	2011Retrieved	from	www.lowbrowculture.com/edge/?querytype=publisher&query=Squaresoft)	at	Edge	Reviews	Database	(dead)	↑	46.0	46.1	Electronic
Gaming	Monthly,	issue	99	(October	1997)	page	50	↑	Final	Fantasy	review	scores	from	Famitsu	(dead)	(Accessed:	July	14,	2008Retrieved	from	fs.finalfantasytr.com/search.asp?query=final+fantasy)	at	The	Best	Famitsu	Scores	Listing	Archive	(dead)	↑	GameFan,	volume	5,	issue	9	(September	1997),	pages	67–70	(pages	26	&	67-70)	↑	49.0	49.1	Game
Informer,	issue	53	(September	1997)	pages	10–11	(pages	10-11)	↑	50.0	50.1	GamePro,	issue	109	(October	1997)	pages	46–47	(Link)	↑	Final	Fantasy	VII	PC	review	on	GamePro	(dead)	(Accessed:	February	22,	2010Retrieved	from	www.gamepro.com/article/reviews/824/final-fantasy-vii/)	at	[www.gamepro.com	GamePro]	↑	52.0	52.1	Final	Fantasy	VII
Review	(Accessed:	March	12,	2020)	at	GameSpot	↑	Final	Fantasy	VII	(Accessed:	March	12,	2020)	at	IGN	UK	↑	Final	Fantasy	VII	(PC)	(dead)	(Accessed:	February	22,	2007Retrieved	from	at	IGN	PC	(dead)	↑	55.0	55.1	Final	Fantasy	VII	Review	(dead)	(Accessed:	December	08,	2004Retrieved	from	at	Just	Adventure	↑	Official	U.S.	PlayStation	Magazine,
issue	47	(August	2001),	page	=	98	↑	Final	Fantasy	VII	Review	(dead)	(Accessed:	February	29,	2000Retrieved	from	at	PC	Gamer	↑	PlayStation:	The	Official	Magazine,	issue	1	(September	1997),	page	18	(Frost,	Stephen,	Imagine	Media)	↑	GameFan	Magazine,	volume	5,	issue	9,	September	1997	↑	Electronic	Gaming	Monthly,	1998	Video	Game	Buyer's
Guide,	page	72	↑	Game	Informer,	issue	53,	September	1997	↑	Electronic	Gaming	Monthly,	issue	100,	November	1997	pages	1–3	↑	Final	Fantasy	VII	Review	(dead)	(Accessed:	June	29,	2012Retrieved	from	at	Edge	Online	(dead)	↑	[ACADEMY]:	Origins	Awards	winners!	(Accessed:	March	12,	2020)	at	RPG	Net	↑	「CESA大賞'９７」受賞作品一覧
(Accessed:	March	12,	2020)	at	Computer	Entertainment	Supplier's	Association	(CESA)	Awards	↑	1997	Japan	Media	Arts	Festival	Awards	(Accessed:	March	12,	2020)	at	Japan	Media	Arts	Festival	Awards	Archive	↑	67.0	67.1	Electronic	Gaming	Monthly,	issue	104,	Readers'	Choice	Awards	pages	100–102	↑	68.0	68.1	Electronic	Gaming	Monthly,	issue
104,	Editors'	Choice	Awards,	pages	86–96	↑	Electronic	Gaming	Monthly,	1998	Video	Game	Buyer's	Guide,	pp.	16-36	↑	''Final	Fantasy	VII''	(Accessed:	October	18,	2021)	at	Strong	National	Museum	of	Play	↑	Masterpiece:	Final	Fantasy	VII	(Accessed:	March	31,	2016)	at	Ars	Technica	↑	'Gran	Turismo	Series	Hits	50	Million	(Accessed:	March	31,	2016)
at	[PC	World	↑	Final	Fantasy	7	An	oral	history	(Accessed:	March	25,	2019)	at	Polygon	↑	SteamSpy	app	data	for	Final	Fantasy	VII	(Accessed:	April	11,	2018)	at	SteamSpy	↑	January	31st	marks	the	anniversary	of	FFVII,	with	over	14.1	million	units	sold	worldwide	↑	↑	↑	78.0	78.1	78.2	78.3	↑	79.0	79.1	↑	80.0	80.1	80.2	80.3	80.4
//www.gamepro.com/article/features/110068/the-52-most-important-video-games-of-all-time-page-4-of-8/	↑	81.0	81.1	81.2	81.3	↑	82.0	82.1	82.2	82.3	↑	83.0	83.1	↑	↑	85.0	85.1	↑	↑	"Half	a	Million	Clouds",	Electronic	Gaming	Monthly,	issue	101,	Ziff	Davis,	December	1997,	page	30	↑	John	Davison,	"Change	is	Good",	Electronic	Gaming	Monthly,	issue
106,	Ziff	Davis,	May	1998,	page	6	↑	↑	↑	91.0	91.1	91.2	91.3	91.4	↑	"The	lack	of	a	killer	app",	Computing	Japan,	1997,	volumes	36-41,	page	44,	LINC	Japan:	"Noguchi	points	out	that	every	time	sales	of	a	particular	game	console	have	taken	off,	it	has	been	because	it	had	a	new	"killer	software".	Nintendo	had	Super	Mario	Brothers,	Dragonquest,	and
Final	Fantasy.	And	Sony	PlayStation	now	has	Final	Fantasy	VII,	which	has	been	selling	like	hotcakes	since	it	was	released	at	the	end	of	January.	Total	shipments	of	PlayStation,	which	numbered	10	million	worldwide	as	of	November	1996,	had	jumped	to	12	million	by	February	14	and	16	million	by	the	end	of	May."	↑	↑
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playingMode(s)Single-player	Final	Fantasy	VII[a]	is	a	1997	role-playing	video	game	developed	by	Square	for	the	PlayStation.	The	seventh	main	installment	in	the	Final	Fantasy	series,	it	was	released	in	Japan	by	Square	and	internationally	by	Sony	Computer	Entertainment,	becoming	the	first	game	in	the	main	series	to	have	a	PAL	release.	The	game's
story	follows	Cloud	Strife,	a	mercenary	who	joins	an	eco-terrorist	organization	to	stop	a	world-controlling	megacorporation	from	using	the	planet's	life	essence	as	an	energy	source.	Ensuing	events	send	Cloud	and	his	allies	in	pursuit	of	Sephiroth,	a	superhuman	who	seeks	to	wound	the	planet	and	harness	its	healing	power	in	order	to	be	reborn	as	a
god.	Throughout	their	journey,	Cloud	bonds	with	his	party	members,	including	Aerith	Gainsborough,	who	holds	the	secret	to	saving	their	world.	Development	began	in	1994,	originally	for	the	Super	Nintendo	Entertainment	System.	After	delays	and	technical	difficulties	from	experimenting	with	several	platforms,	most	notably	the	Nintendo	64,	Square
moved	production	to	the	PlayStation,	largely	due	to	the	advantages	of	the	CD-ROM	format.	Veteran	Final	Fantasy	staff	returned,	including	series	creator	and	producer	Hironobu	Sakaguchi,	director	Yoshinori	Kitase,	and	composer	Nobuo	Uematsu.	The	title	was	the	first	in	the	series	to	use	full	motion	video	and	3D	computer	graphics,	featuring	3D
character	models	superimposed	over	2D	pre-rendered	backgrounds.	Although	the	gameplay	remained	mostly	unchanged	from	previous	entries,	Final	Fantasy	VII	introduced	more	widespread	science	fiction	elements	and	a	more	realistic	presentation.	The	combined	development	and	marketing	budget	amounted	to	approximately	US$80	million.	Final
Fantasy	VII	received	widespread	commercial	and	critical	success.	It	remains	widely	regarded	as	a	landmark	title	and	one	of	the	greatest	and	most	influential	video	games	of	all	time.	The	title	won	numerous	Game	of	the	Year	awards	and	was	acknowledged	for	boosting	the	sales	of	the	PlayStation	and	popularizing	Japanese	role-playing	games
worldwide.	Critics	praised	its	graphics,	gameplay,	music,	and	story,	although	some	criticism	was	directed	towards	the	original	English	localization.	Its	success	has	led	to	enhanced	ports	on	various	platforms,	a	multimedia	subseries	called	the	Compilation	of	Final	Fantasy	VII,	and	a	high	definition	remake	trilogy	currently	comprising	Final	Fantasy	VII
Remake	(2020)	and	Final	Fantasy	VII	Rebirth	(2024).	See	also:	Recurring	elements	in	the	Final	Fantasy	series	§	Gameplay	The	gameplay	of	Final	Fantasy	VII	is	similar	to	earlier	Final	Fantasy	titles	and	Japanese	role-playing	games.[1]	The	game	features	three	modes	of	play:	the	world	map,	the	field,	and	the	battle	screen.[2][3]: 15, 20 	At	its	grandest
scale,	players	explore	the	world	of	Final	Fantasy	VII	on	a	3D	world	map.[4]	The	world	map	contains	representations	of	areas	for	the	player	to	enter,	including	towns,	environments,	and	ruins.[5]	Natural	barriers—such	as	mountains,	deserts,	and	bodies	of	water—block	access	by	foot	to	some	areas;	as	the	story	progresses,	the	player	receives	vehicles
that	help	traverse	these	obstacles,	thus	opening	more	of	the	game	world	for	exploration.[3]: 44 	Chocobos	can	be	found	in	certain	spots	on	the	map	and,	if	caught,	can	be	ridden	to	areas	inaccessible	on	foot	or	by	vehicle.[3]: 46 	In	field	mode,	the	player	navigates	fully	scaled	versions	of	the	areas	represented	on	the	world	map.[4]	VII	marks	the	first	time
in	the	series	that	the	mode	is	represented	in	a	three-dimensional	space.	In	this	mode,	the	player	can	explore	the	environment,	talk	with	characters,	advance	the	story,	and	initiate	event	games.[3]: 15 	Event	games	are	short	minigames	that	use	special	control	functions	and	are	often	tied	to	the	story.[3]: 18 	While	in	field	mode,	the	player	can	also	make
use	of	shops	and	inns.	Shops	allow	the	player	to	buy	and	sell	items	that	can	aid	Cloud	and	his	party,	such	as	weapons,	armor,	and	accessories.	Inns	restore	the	hit	points	and	mana	points	of	characters	who	rest	at	them	and	cure	abnormalities	contracted	during	battles.[3]: 17 	A	battle	scene	with	Cloud,	Barret,	and	Tifa	facing	a	dragon.	At	this	point,	the
player	must	choose	a	command	for	Cloud	to	perform.	At	random	intervals	on	the	world	map	and	in	field	mode,	and	at	specific	moments	in	the	story,	the	game	will	enter	the	battle	screen,	which	places	the	player	characters	on	one	side	and	the	enemies	on	the	other.	It	employs	an	Active	Time	Battle	(ATB)	system,	in	which	the	characters	exchange
moves	until	one	side	is	defeated.[1][2]	The	damage	or	healing	dealt	by	either	side	is	quantified	on	screen.	Characters	have	several	statistics	that	determine	their	effectiveness	in	battle;	for	example,	hit	points	determine	how	much	damage	they	can	take,	and	magic	determines	how	much	damage	they	can	inflict	with	spells.	Each	character	on	the	screen
has	a	time	gauge;	when	a	character's	gauge	is	full,	the	player	can	input	a	command	for	them	to	perform.	The	commands	change	as	the	game	progresses,	and	are	dependent	on	the	characters	in	the	player's	party	and	on	the	abilities,	spells,	etc.,	the	player	has	added	to	their	equipment.	Commands	include	attacking	with	a	weapon,	casting	magic,	using
items,	summoning	monsters,	and	other	actions	that	either	damage	the	enemy	or	aid	the	player	characters.	Final	Fantasy	VII	also	features	powerful,	character-specific	commands	called	Limit	Breaks,	which	can	be	used	only	after	a	special	gauge	is	charged	by	taking	enemy	attacks.	After	being	attacked,	characters	can	be	afflicted	by	one	or	more
abnormal	"statuses",	such	as	poison	or	paralysis.	These	statuses	and	their	adverse	effects	can	be	removed	by	special	items	or	abilities	or	by	resting	at	an	inn.	Once	all	enemies	are	defeated,	the	battle	ends,	and	the	player	is	rewarded	with	money,	items,	and	experience	points.	If	the	player	is	defeated,	it	is	game	over	and	the	game	must	be	loaded	from
the	last	save	point.[3]: 20–27 	When	not	in	battle,	the	player	can	use	the	menu	screen,	where	they	can	review	each	character's	status	and	statistics,	use	items	and	abilities,	change	equipment,	save	the	game	when	on	the	world	map	or	at	a	save	point,	and	manage	orbs	called	Materia.	Materia	are	the	main	method	of	customizing	characters	in	Final
Fantasy	VII,	and	can	be	added	to	equipment	to	provide	characters	with	new	magic	spells,	monsters	to	summon,	commands,	statistical	upgrades,	and	other	benefits.[6]	Materia	level	up	through	their	own	experience	point	system	and	can	be	combined	to	create	different	effects.[3]: 30–42 	Main	article:	Characters	of	the	Final	Fantasy	VII	series	Final
Fantasy	VII	takes	place	on	a	world	referred	to	in-game	as	the	"Planet"	and	retroactively	named	"Gaia".[7][8]	The	planet's	lifeforce,	called	the	Lifestream,	is	a	flow	of	spiritual	energy	that	gives	life	to	everything	on	the	Planet;	its	processed	form	is	known	as	"Mako".[9]	On	a	societal	and	technological	level,	the	game	has	been	defined	as	an	industrial	or
post-industrial	science	fiction	setting.[10]	During	Final	Fantasy	VII,	the	Shinra	Electric	Power	Company,	a	world-dominating	megacorporation	headquartered	in	the	city	of	Midgar,	is	draining	the	Planet's	Lifestream	for	energy,	weakening	the	Planet	and	threatening	its	existence	and	all	life.[11]	Significant	factions	within	the	game	include
AVALANCHE,	an	eco-terrorist	group	seeking	Shinra's	downfall	so	the	Planet	can	recover;[8]	the	Turks,	a	covert	branch	of	Shinra's	security	forces;[12]	SOLDIER,	an	elite	Shinra	fighting	force	created	by	enhancing	humans	with	Mako;[13]	and	the	Cetra,	a	near-extinct	human	tribe	which	maintains	a	strong	connection	to	the	Planet	and	the	Lifestream.
[14]	The	main	protagonist	is	Cloud	Strife,	an	aloof	mercenary	who	claims	to	be	a	former	1st	Class	SOLDIER.	Early	on,	he	works	with	two	members	of	AVALANCHE:	Barret	Wallace,	its	brazen	but	fatherly	leader;	and	Tifa	Lockhart,	a	shy	yet	nurturing	martial	artist	and	his	childhood	friend.	During	their	journey,	they	meet	Aerith	Gainsborough,	a
carefree	flower	merchant	and	one	of	the	last	surviving	Cetra;[14][15]	Red	XIII,	an	intelligent	canine	from	a	tribe	that	protects	the	planet;[16]	Cait	Sith,	a	fortune-telling	robotic	cat	controlled	by	repentant	Shinra	staff	member	Reeve;[3][17]	and	Cid	Highwind,	a	pilot	whose	dream	of	being	the	first	human	in	outer	space	was	unrealized.[18]	The	group
can	also	recruit	Yuffie	Kisaragi,	a	young	ninja	and	skilled	Materia	thief;	and	Vincent	Valentine,	a	former	Turk	and	victim	of	Shinra's	experiments.[19]	The	game's	main	antagonists	are	Rufus	Shinra,	the	son	of	President	Shinra	and	the	later	leader	of	the	Shinra	Corporation;[20]	Sephiroth,	a	former	SOLDIER	who	reappears	several	years	after	being
presumed	dead;[3]	and	Jenova,	a	hostile	extraterrestrial	life-form	who	the	Cetra	imprisoned	2,000	years	ago	and	who	Sephiroth	was	created	from.[21][22][23]	A	key	character	in	Cloud's	backstory	is	Zack	Fair,	a	member	of	SOLDIER	and	Aerith's	first	love.[24]	AVALANCHE	destroys	a	Shinra	Mako	reactor	in	Midgar,	but	an	attack	on	another	reactor
goes	wrong	and	Cloud	falls	into	the	city's	slums.	There,	he	meets	Aerith	and	protects	her	from	Shinra.[25][26]	Meanwhile,	Shinra	finds	AVALANCHE's	base	of	operations	and	intentionally	collapses	part	of	the	upper	city	level	in	retaliation	for	the	Mako	reactor	being	destroyed,	killing	many	AVALANCHE	members	and	innocent	bystanders	as	collateral
damage.[27]	Aerith	is	also	captured	since	Shinra	believes	that	as	a	Cetra,	she	can	potentially	reveal	the	"Promised	Land",	which	they	believe	is	overflowing	with	Lifestream	energy	they	can	exploit.[28][29]	Cloud,	Barret,	and	Tifa	rescue	Aerith,	and	during	their	escape	from	Midgar,	discover	that	Sephiroth	murdered	President	Shinra	despite	being
presumed	dead	five	years	earlier.[30]	The	party	pursues	Sephiroth	across	the	Planet,	with	now-President	Rufus	on	their	trail;	they	are	soon	joined	by	the	rest	of	the	playable	characters.	At	a	Cetra	temple,	Sephiroth	reveals	he	intends	to	use	a	powerful	magical	artifact	known	as	"Black	Materia"	to	cast	the	spell	"Meteor",	which	would	have	a
devastating	impact	on	the	Planet.	Sephiroth	claims	he	will	absorb	the	Lifestream	as	it	attempts	to	heal	the	wound	caused	by	Meteor,	and	become	a	god-like	being	in	the	process.[31]	The	party	retrieves	the	Black	Materia,	but	Sephiroth	manipulates	Cloud	into	surrendering	it.	Aerith	departs	alone	to	stop	Sephiroth	and	follows	him	to	an	abandoned
Cetra	city.	While	Aerith	prays	to	the	Planet	for	help,	Sephiroth	attempts	to	force	Cloud	to	kill	her;	after	this	fails,	he	kills	her	himself	before	fleeing,	leaving	the	White	Materia	behind.[32]	The	party	then	learns	of	Jenova,	a	hostile	alien	lifeform	who	landed	on	the	Planet	two	thousand	years	prior	to	the	game's	events.	Upon	arrival	on	the	Planet,	Jenova
began	infecting	the	Cetra	with	a	virus,	and	they	were	nearly	wiped	out.	However,	a	small	group	managed	to	seal	away	Jenova	in	a	tomb,	which	Shinra	later	unearthed.	At	Nibelheim,	Jenova's	cells	were	used	in	experiments	which	led	to	the	creation	of	Sephiroth.[21][32]	Five	years	before	the	game's	events,	Sephiroth	and	Cloud	visited	Nibelheim,
where	Sephiroth	learned	of	his	origins	and	was	driven	insane	as	a	result.	He	murdered	the	townspeople,	and	then	vanished	after	Cloud	confronted	him.	At	the	Northern	Crater,	the	party	learns	that	the	"Sephiroths"	they	have	encountered	are	Jenova	clones	who	the	insane	Shinra	scientist	Hojo	created.	Cloud	confronts	the	real	Sephiroth	as	he	is	killing
his	clones	to	reunite	Jenova's	cells,	but	is	again	manipulated	into	giving	him	the	Black	Materia.	Sephiroth	then	taunts	Cloud	by	showing	another	SOLDIER	in	his	place	in	his	memories	of	Nibelheim,	suggesting	that	Cloud	is	a	failed	clone	of	Sephiroth.[33]	Sephiroth	summons	Meteor	and	seals	the	Crater	as	Cloud	falls	into	the	Lifestream	and	Rufus
captures	the	party.	After	escaping	Shinra,	the	party	discovers	Cloud	at	an	island	hospital	in	a	catatonic	state	from	Mako	poisoning,	and	Tifa	decides	to	stay	as	his	caretaker.	When	a	planetary	defense	force	called	Weapon	attacks	the	island,	the	two	fall	into	the	Lifestream,[34]	where	Tifa	helps	Cloud	reconstruct	his	memories.	Cloud	was	a	mere
infantryman	who	was	never	accepted	into	SOLDIER;	the	SOLDIER	in	his	memories	was	his	friend	Zack.	At	Nibelheim,	Cloud	ambushed	and	wounded	Sephiroth	after	the	latter's	mental	breakdown,	but	Jenova	preserved	Sephiroth's	life.	Hojo	experimented	on	Cloud	and	Zack	for	four	years,	injecting	them	with	Jenova's	cells	and	Mako.	They	managed	to
escape,	but	Zack	was	killed	in	the	process.	The	trauma	of	these	events	triggered	an	identity	crisis	in	Cloud,	and	he	constructed	a	false	persona	based	around	Zack's	stories	and	his	own	fantasies.[32][35]	Cloud	accepts	his	past	and	reunites	with	the	party,	who	learn	that	Aerith's	prayer	to	the	Planet	had	been	successful:	the	Planet	had	attempted	to
summon	Holy	to	prevent	Meteor's	impact,	but	Sephiroth	prevented	it	from	having	any	effect.	Shinra	fails	to	destroy	Meteor,	but	manages	to	defeat	a	Weapon	and	puncture	the	Northern	Crater,	seemingly	killing	Rufus	and	several	other	personnel.	After	killing	Hojo,	who	is	revealed	to	be	Sephiroth's	biological	father,[21]	the	party	descends	to	the
Planet's	core	through	the	opening	in	the	Northern	Crater	and	defeats	both	Jenova	and	Sephiroth.	The	party	escapes	and	Holy	is	summoned	once	again,	destroying	Meteor	with	help	from	the	Lifestream.[36]	Five	hundred	years	later,	Red	XIII	is	seen	with	two	cubs	looking	out	over	the	ruins	of	Midgar,	which	are	now	covered	in	greenery,	showing	that
the	planet	has	healed.	Producer	Hironobu	Sakaguchi	and	director	Yoshinori	Kitase,	who	together	helped	create	the	story	and	gameplay	concepts	for	Final	Fantasy	VII	Initial	concept	talks	for	Final	Fantasy	VII	began	in	1994	at	Square	studio,	following	the	completion	of	Final	Fantasy	VI.	As	with	the	previous	installment,	series	creator	Hironobu
Sakaguchi	reduced	his	role	to	producer	and	granted	others	a	more	active	role	in	development:	these	included	Yoshinori	Kitase,	one	of	the	directors	of	FFVI.	The	next	installment	was	planned	as	a	2D	game	for	Nintendo's	Super	Nintendo	Entertainment	System	(Super	NES).	After	creating	an	early	2D	prototype	of	it,	the	team	postponed	development	to
help	finish	Chrono	Trigger.[37]	Once	Chrono	Trigger	was	completed,	the	team	resumed	discussions	for	Final	Fantasy	VII	in	1995.[37][38]	The	team	discussed	continuing	the	2D	strategy,	which	would	have	been	the	safe	and	immediate	path	just	prior	to	the	imminent	industry	shift	toward	3D	gaming;	such	a	change	would	require	radical	new
development	models.[37]	The	team	decided	to	take	the	riskier	option	and	make	a	3D	game	on	new	generation	hardware	but	had	yet	to	choose	between	the	cartridge-based	Nintendo	64	or	the	CD-ROM-based	PlayStation	from	Sony	Computer	Entertainment.[37]	The	team	also	considered	the	Sega	Saturn	console	and	Microsoft	Windows.[39]	Their
decision	was	influenced	by	two	factors:	a	highly	successful	tech	demo	based	on	Final	Fantasy	VI	using	the	new	Softimage	3D	software,	and	the	escalating	price	of	cartridge-based	games,	which	was	limiting	Square's	audience.[37][40][41]	Tests	were	made	for	a	Nintendo	64	version,	which	would	use	the	planned	64DD	peripheral	despite	the	lack	of
64DD	development	kits	and	the	prototype	device's	changing	hardware	specifications.	This	version	was	discarded	during	early	testing,	as	the	2000	polygons	needed	to	render	the	Behemoth	monster	placed	excessive	strain	on	the	Nintendo	64	hardware,	causing	a	low	frame	rate.[37]	It	would	have	required	an	estimated	thirty	64DD	discs	to	run	Final
Fantasy	VII	properly	with	the	data	compression	methods	of	the	day.[42]	Faced	with	both	technical	and	economic	issues	on	Nintendo's	current	hardware,	and	impressed	by	the	increased	storage	capacity	of	CD-ROM	when	compared	to	the	Nintendo	64	cartridge,	Square	shifted	development	of	Final	Fantasy	VII,	and	all	other	planned	projects,	onto	the
PlayStation.[37]	The	Final	Fantasy	7	staff	at	one	point	were	planning	to	use	a	first	person	camera	for	world	map	exploration	with	enemies	visible	on	the	world	map	terrain	and	also	wanted	up	to	10	characters	to	be	in	your	party	at	once	in	the	battle	scenes.[42]	In	the	final	version,	the	overall	gameplay	system	remained	mostly	unchanged	from	Final
Fantasy	V	and	VI,	but	with	an	emphasis	on	player	control.[43]	The	initial	decision	was	for	battles	to	feature	shifting	camera	angles.	Battle	arenas	had	a	lower	polygon	count	than	field	areas,	which	made	creating	distinctive	features	more	difficult.[40]	The	summon	sequences	benefited	strongly	from	the	switch	to	the	cinematic	style,	as	the	team	had
struggled	to	portray	their	scale	using	2D	graphics.[44]	In	his	role	as	producer,	Sakaguchi	placed	much	of	his	effort	into	developing	the	battle	system.[24]	He	proposed	the	Materia	system	as	a	way	to	provide	more	character	customization	than	previous	Final	Fantasy	games:	battles	no	longer	revolved	around	characters	with	innate	skills	and	roles	in
battle,	as	Materia	could	be	reconfigured	between	battles.[40]	Artist	Tetsuya	Nomura	also	contributed	to	the	gameplay;	he	designed	the	Limit	Break	system	as	an	evolution	of	the	Desperation	Attacks	used	in	Final	Fantasy	VI.	The	Limit	Breaks	served	a	purpose	in	gameplay	while	also	evoking	each	character's	personality	in	battle.[24][40]	Square
retained	the	passion-based	game	development	approach	from	their	earlier	projects,	but	now	had	the	resources	and	ambition	to	create	the	game	they	wanted.	This	was	because	they	had	extensive	capital	from	their	earlier	commercial	successes,	which	meant	they	could	focus	on	quality	and	scale	rather	than	obsessing	over	and	working	around	their
budget.[37]	Final	Fantasy	VII	was	at	the	time	one	of	the	most	expensive	video	game	projects	ever,	costing	an	estimated	US$40	million,	which	adjusted	for	inflation	came	to	$61	million	in	2017.[37][45][46]	Development	of	the	final	version	took	a	staff	of	between	100	and	150	people	just	over	a	year	to	complete.	As	video	game	development	teams	were
usually	only	20	people,	the	game	had	what	was	described	as	the	largest	development	team	of	any	game	up	to	that	point.[37][44]	The	development	team	was	split	between	both	Square's	Japanese	offices	and	its	new	American	office	in	Los	Angeles;	the	American	team	worked	primarily	on	city	backgrounds.[42]	Promotional	artwork	of	the	main	cast.	The
main	characters	were	designed	by	Tetsuya	Nomura;	Final	Fantasy	VII	was	his	first	role	as	character	designer.[24][37]	The	game's	art	director	was	Yusuke	Naora,	who	had	previously	worked	as	a	designer	for	Final	Fantasy	VI.	With	the	switch	into	3D,	Naora	realized	that	he	needed	to	relearn	drawing,	as	3D	visuals	require	a	very	different	approach
than	2D.	With	the	massive	scale	and	scope	of	the	project,	Naora	was	granted	a	team	devoted	entirely	to	the	game's	visual	design.	The	department's	duties	included	illustration,	modeling	of	3D	characters,	texturing,	the	creation	of	environments,	visual	effects,	and	animation.[47]	The	Shinra	logo,	which	incorporated	a	kanji	symbol,	was	drawn	by	Naora
personally.[48]	Promotional	artwork,	in	addition	to	the	logo	artwork,	was	created	by	Yoshitaka	Amano,	an	artist	whose	association	with	the	series	went	back	to	its	inception.[49]	While	he	had	taken	a	prominent	role	in	earlier	entries,	Amano	was	unable	to	do	so	for	Final	Fantasy	VII,	due	to	commitments	at	overseas	exhibitions.[8][49]	His	logo	artwork
was	based	on	Meteor:	when	he	saw	images	of	Meteor,	he	was	not	sure	how	to	turn	it	into	suitable	artwork.	In	the	end,	he	created	multiple	variations	of	the	image	and	asked	staff	to	choose	which	they	preferred.[50]	The	green	coloring	represents	the	predominant	lighting	in	Midgar	and	the	color	of	the	Lifestream,	while	the	blue	reflected	the	ecological
themes	present	in	the	story.	Its	coloring	directly	influenced	the	general	coloring	of	the	game's	environments.[47]	Another	prominent	artist	was	Nomura.	Having	impressed	Sakaguchi	with	his	proposed	ideas,	which	were	handwritten	and	illustrated	rather	than	simply	typed	on	a	PC,	Nomura	was	brought	on	as	main	character	designer.[24]	Nomura
stated	that	when	he	was	brought	on,	the	main	scenario	had	not	been	completed,	but	he	"went	along	like,	'I	guess	first	off	you	need	a	hero	and	a	heroine',	and	from	there	drew	the	designs	while	thinking	up	details	about	the	characters.	After	[he'd]	done	the	hero	and	heroine,	[he]	carried	on	drawing	by	thinking	what	kind	of	characters	would	be
interesting	to	have.	When	[he]	handed	over	the	designs	[he'd]	tell	people	the	character	details	[he'd]	thought	up,	or	write	them	down	on	a	separate	sheet	of	paper".[51]	Something	that	could	not	be	carried	over	from	earlier	titles	was	the	chibi	sprite	art,	as	that	would	not	fit	with	the	new	graphical	direction.	Naora,	in	his	role	as	an	assistant	character
designer	and	art	director,	helped	adjust	each	character's	appearance	so	the	actions	they	performed	were	believable.	When	designing	Cloud	and	Sephiroth,	Nomura	was	influenced	by	his	view	of	their	rivalry	mirroring	the	legendary	animosity	between	Miyamoto	Musashi	and	Sasaki	Kojirō,	with	Cloud	and	Sephiroth	being	Musashi	and	Kojirō
respectively.	Sephiroth's	look	was	defined	as	"kakkoii",	a	Japanese	term	combining	good	looks	with	coolness.[40]	Several	of	Nomura's	designs	evolved	substantially	during	development.	Cloud's	original	design	of	slicked-back	black	hair	was	deemed	"not	very	heroic",	so	developers	changed	his	hair	color	to	bright	blond.[8]	Vincent's	occupation	changed
from	researcher	to	detective	to	chemist,	and	finally	to	a	former	Turk	with	a	tragic	past.[8]	Sakaguchi	was	responsible	for	writing	the	initial	plot,	which	was	quite	different	from	the	final	version.[52]	In	this	draft	for	the	planned	SNES	version,	the	game's	setting	was	envisioned	as	New	York	City	in	1999.	Similar	to	the	final	story,	the	main	characters
were	part	of	an	organization	trying	to	destroy	Mako	reactors,	but	they	were	pursued	by	a	hot-blooded	detective	named	Joe.	The	main	characters	would	eventually	blow	up	the	city.	An	early	version	of	the	Lifestream	concept	was	present	at	this	stage.[37][41][52]	According	to	Sakaguchi,	his	mother	had	died	while	Final	Fantasy	III	was	being	developed,
and	choosing	life	as	a	theme	helped	him	cope	with	her	passing	in	a	rational	and	analytical	manner.[44]	Square	eventually	used	the	New	York	setting	in	Parasite	Eve	(1998).[41]	While	the	planned	concept	was	dropped,	Final	Fantasy	VII	still	marked	a	drastic	shift	in	setting	from	previous	entries,	dropping	the	Medieval	fantasy	elements	in	favor	of	a
world	that	was	"ambiguously	futuristic".[53]	The	cutscene	of	Sephiroth	killing	Aerith	Gainsborough.	This	key	story	sequence	has	been	called	one	of	the	most	"shocking",[54]	"cinematic",[55]	and	"genre-defining"[56]	moments	in	video	games.	When	Kitase	was	put	in	charge	of	Final	Fantasy	VII,	he	and	Nomura	reworked	the	entire	initial	plot.	Scenario
writer	Kazushige	Nojima	joined	the	team	after	finishing	work	on	Bahamut	Lagoon.[24]	While	Final	Fantasy	VI	featured	an	ensemble	cast	of	numerous	playable	characters	that	were	equally	important,	the	team	soon	decided	to	develop	a	central	protagonist	for	FFVII.[40]	The	pursuit	of	Sephiroth	that	formed	most	of	the	main	narrative	was	suggested	by
Nomura,	as	nothing	similar	had	been	done	in	the	series	before.[24]	Kitase	and	Nojima	conceived	AVALANCHE	and	Shinra	as	opposing	organizations	and	created	Cloud's	backstory	as	well	as	his	relationship	to	Sephiroth.[52]	Among	Nojima's	biggest	contributions	to	the	plot	were	Cloud's	memories	and	split	personality;	this	included	the	eventual
conclusion	involving	his	newly	created	character	of	Zack.[24]	The	crew	helped	Kitase	adjust	the	specifics	of	Sakaguchi's	original	Lifestream	concept.[52]	Regarding	the	overall	theme	of	the	game,	Sakaguchi	said	it	was	"not	enough	to	make	'life'	the	theme,	you	need	to	depict	living	and	dying.	In	any	event,	you	need	to	portray	death".[57]	Consequently,
Nomura	proposed	killing	off	the	heroine.[24][57]	Aerith	had	been	the	only	heroine,	but	the	death	of	a	female	protagonist	would	necessitate	a	second;	this	led	to	the	creation	of	Tifa.[58]	The	developers	decided	to	kill	Aerith,	as	her	death	would	be	the	most	devastating	and	consequential.[24][57]	Kitase	wanted	to	depict	it	as	very	sudden	and
unexpected,	leaving	"not	a	dramatic	feeling	but	great	emptiness",	"feelings	of	reality	and	not	Hollywood".[38]	The	script	for	the	scene	was	written	by	Nojima.	Kitase	and	Nojima	then	planned	that	most	of	the	main	cast	would	die	shortly	before	the	final	battle;	Nomura	vetoed	the	idea	because	he	felt	it	would	undermine	the	impact	of	Aerith's	death.[37]
Several	character	relations	and	statuses	underwent	changes	during	development.	Aerith	was	to	be	Sephiroth's	sister,	which	influenced	the	design	of	her	hair.	The	team	then	made	Sephiroth	a	previous	love	interest	of	hers	to	deepen	her	backstory,	but	later	swapped	him	with	Zack.[51][59]	Vincent	and	Yuffie	were	to	be	part	of	the	main	narrative,	but
due	to	time	constraints,	they	were	nearly	cut	and	eventually	relegated	to	being	optional	characters.[51]	Nojima	was	charged	with	writing	the	scenario	and	unifying	the	team's	ideas	into	a	cohesive	narrative,	as	Kitase	was	impressed	with	his	earlier	work	on	the	mystery-like	Heracles	no	Eikō	III:	Kamigami	no	Chinmoku,	an	entry	in	the	Glory	of	Heracles
series.[24]	To	make	the	characters	more	realistic,	Nojima	wrote	scenes	in	which	they	would	occasionally	argue	and	raise	objections:	while	this	inevitably	slowed	down	the	pace	of	the	story,	it	added	depth	to	the	characters.	The	graphical	improvements	allowed	even	relatively	bland	lines	of	dialogue	to	be	enhanced	with	reactions	and	poses	from	the	3D
character	models.[44]	Voice	acting	would	have	led	to	significant	load	times,	so	it	was	omitted.[60]	Masato	Kato	wrote	several	late-game	scenes,	including	the	Lifestream	sequence	and	Cloud	and	Tifa's	conversation	before	the	final	battle.	Initially	unaffiliated	with	the	project,	Kato	was	called	on	to	help	flesh	out	less	important	story	scenes.	He	wrote	his
scenes	to	his	own	tastes	without	outside	consultation,	something	he	later	regretted.[61]	With	the	shift	from	the	SNES	to	the	next	generation	consoles,	Final	Fantasy	VII	became	the	first	project	in	the	series	to	use	3D	computer	graphics.[38]	Aside	from	the	story,	Final	Fantasy	VI	had	many	details	undecided	when	development	began;	most	design
elements	were	hashed	out	along	the	way.	In	contrast,	with	Final	Fantasy	VII,	the	developers	knew	from	the	outset	it	was	going	to	be	"a	real	3D	game",	so	from	the	earliest	planning	stage,	detailed	designs	were	in	existence.	The	script	was	also	finalized,	and	the	image	for	the	graphics	had	been	fleshed	out.	This	meant	that	when	actual	development
work	began,	storyboards	for	the	game	were	already	in	place.[40]	The	shift	from	cartridge	ROM	to	CD-ROM	posed	some	problems:	according	to	lead	programmer	Ken	Narita,	the	CD-ROM	had	a	slower	access	speed,	delaying	some	actions	during	the	game,	so	the	team	needed	to	overcome	this	issue.[44]	Certain	tricks	were	used	to	conceal	load	times,
such	as	offering	animations	to	keep	players	from	getting	bored.[38]	When	it	was	decided	to	use	3D	graphics,	there	was	a	discussion	among	the	staff	whether	to	use	sprite-based	characters	on	3D	backgrounds	or	fully	rendered	polygonal	models.[62]	While	sprites	proved	more	popular	with	the	staff,	the	polygon	models	were	chosen	as	they	could	better
express	emotion.	This	decision	was	influenced	by	the	team's	exposure	to	the	3D	character	models	used	in	Alone	in	the	Dark.	Sakaguchi	decided	to	use	deformed	models	for	field	navigation	and	real-time	event	scenes,	for	better	expression	of	emotion,	while	realistically	proportioned	models	would	be	used	in	battles.[59]	The	team	purchased	Silicon
Graphics	Onyx	supercomputers	and	related	workstations,	and	accompanying	software	including	Softimage	3D,	PowerAnimator,	and	N-World	for	an	estimated	total	of	$21	million.	Many	team	members	had	never	seen	the	technology	before.[37]	The	pre-rendered	backgrounds,	such	as	this	scene	in	Midgar,	provided	the	developers	with	a	choice	of
camera	angle,	giving	a	more	cinematic	experience.	The	transition	from	2D	graphics	to	3D	environments	overlaid	on	pre-rendered	backgrounds	was	accompanied	by	a	focus	on	a	more	realistic	presentation.[38]	In	previous	entries,	the	sizes	for	characters	and	environments	were	fixed,	and	the	player	saw	things	from	a	scrolling	perspective.	This
changed	with	Final	Fantasy	VII;	environments	shifted	with	camera	angles,	and	character	model	sizes	shifted	depending	on	both	their	place	in	the	environment	and	their	distance	from	the	camera,	giving	a	sense	of	scale.[40][44]	The	choice	of	this	highly	cinematic	style	of	storytelling,	contrasting	directly	with	Square's	previous	games,	was	attributed	to
Kitase,	who	was	a	fan	of	films	and	had	an	interest	in	the	parallels	between	film	and	video	game	narrative.[37]	Character	movement	during	in-game	events	was	done	by	the	character	designers	in	the	planning	group.	While	designers	normally	cooperate	with	a	motion	specialist	for	such	animations,	the	designers	taught	themselves	motion	work,
resulting	in	each	character's	movements	differing	depending	on	their	creators—some	designers	liked	exaggerated	movements,	while	others	went	for	subtlety.	Much	of	the	time	was	spent	on	each	character's	day-to-day,	routine	animations.	Motion	specialists	were	brought	in	for	the	game's	battle	animations.	The	first	characters	the	team	worked	with
were	Cloud	and	Barret.[40]	Some	of	the	real-time	effects,	such	as	an	explosion	near	the	opening,	were	hand-drawn	rather	than	computer-animated.[47]	The	main	creative	force	behind	the	overall	3D	presentation	was	Kazuyuki	Hashimoto,	the	general	supervisor	for	these	sequences.	Being	experienced	in	the	new	technology	the	team	had	brought	on
board,	he	accepted	the	post	at	Square	as	the	team	aligned	with	his	own	creative	spirit.	One	of	the	major	events	in	development	was	when	the	real-time	graphics	were	synchronized	to	computer-generated	full	motion	video	(FMV)	cutscenes	for	some	story	sequences,	notably	an	early	sequence	where	a	real-time	model	of	Cloud	jumps	onto	an	FMV-
rendered	moving	train.[37]	The	backgrounds	were	created	by	overlaying	two	2D	graphic	layers	and	changing	the	motion	speed	of	each	to	simulate	depth	perception.	While	this	was	not	a	new	technique,	the	increased	power	of	the	PlayStation	enabled	a	more	elaborate	version	of	this	effect.[44]	The	biggest	issue	with	the	3D	graphics	was	the	large
memory	storage	gap	between	the	development	hardware	and	the	console:	while	the	early	3D	tech	demo	had	been	developed	on	a	machine	with	over	400	megabytes	of	total	memory,	the	PlayStation	only	had	two	megabytes	of	system	memory	and	500	kilobytes	for	texture	memory.	The	team	needed	to	figure	out	how	to	shrink	the	amount	of	data	while
preserving	the	desired	effects.	This	was	aided	with	reluctant	help	from	Sony,	who	had	hoped	to	keep	Square's	direct	involvement	limited	to	a	standard	API	package,	but	they	eventually	relented	and	allowed	the	team	direct	access	to	the	hardware	specifications.[37]	Final	Fantasy	VII	features	two	types	of	cutscenes:	real-time	cutscenes	featuring
polygon	models	on	pre-rendered	backgrounds,	and	FMV	cutscenes.[44]	The	game's	computer-generated	imagery	(CGI)	FMVs	were	produced	by	Visual	Works,	a	then-new	subsidiary	of	Square	that	specialized	in	computer	graphics	and	FMVs	creation.	Visual	Works	had	created	the	initial	movie	concept	for	a	3D	game	project.[8]	The	FMVs	were	created
by	an	international	team,	covering	both	Japan	and	North	America	and	involving	talent	from	the	gaming	and	film	industry;	Western	contributors	included	artists	and	staff	who	had	worked	on	the	Star	Wars	film	series,	Jurassic	Park,	Terminator	2:	Judgment	Day,	and	True	Lies.[63]	The	team	tried	to	create	additional	optional	CGI	content	which	would
bring	optional	characters	Vincent	and	Yuffie	into	the	ending.	As	this	would	have	further	increased	the	number	of	discs	the	game	needed,	the	idea	was	discarded.[64]	Kazuyuki	Ikumori,	a	future	key	figure	at	Visual	Works,	helped	with	the	creation	of	the	CGI	cutscenes,	in	addition	to	general	background	design.[65]	The	CGI	FMV	sequences	total	around
40	minutes	of	footage,	something	only	possible	with	the	PlayStation's	extra	memory	space	and	graphical	power.	This	innovation	brought	with	it	the	added	difficulty	of	ensuring	that	the	inferiority	of	the	in-game	graphics	in	comparison	to	the	FMV	sequences	was	not	too	obvious.	Kitase	has	described	the	process	of	making	the	in-game	environments	as
detailed	as	possible	to	be	"a	daunting	task".[38]	Main	article:	Music	of	the	Final	Fantasy	VII	series	Nobuo	Uematsu	composed,	arranged,	and	produced	the	entire	soundtrack	for	Final	Fantasy	VII.	"One-Winged	Angel"	"One-Winged	Angel",	the	theme	used	during	a	part	of	the	final	battle	against	Sephiroth,	is	recognized	by	many	as	one	of	Uematsu's
best	works.	The	track	uses	high-quality	digitized	voices,	a	first	for	the	series.	Problems	playing	this	file?	See	media	help.	The	musical	score	of	Final	Fantasy	VII	was	composed,	arranged,	and	produced	by	Nobuo	Uematsu,	who	had	served	as	the	sole	composer	for	the	six	previous	Final	Fantasy	games.	Originally,	Uematsu	had	planned	to	use	CD	quality
music	with	vocal	performances	to	take	advantage	of	the	console's	audio	capabilities	but	found	that	it	resulted	in	the	game	having	much	longer	loading	times	for	each	area.	Uematsu	then	decided	that	the	higher-quality	audio	was	not	worth	the	trade-off	with	performance,	and	opted	instead	to	use	MIDI-like	sounds	produced	by	the	console's	internal
sound	sequencer,	similar	to	how	his	soundtracks	for	the	previous	games	in	the	series	on	the	Super	NES	were	implemented.[66][67]	While	the	Super	NES	only	had	eight	sound	channels	to	work	with,	the	PlayStation	had	twenty-four.	Eight	were	reserved	for	sound	effects,	leaving	sixteen	available	for	the	music.[43]	Uematsu's	approach	to	composing	the
game's	music	was	to	treat	it	like	a	film	soundtrack	and	compose	music	that	reflected	the	mood	of	the	scenes,	rather	than	trying	to	make	strong	melodies	to	"define	the	game",	as	he	felt	that	approach	would	come	across	too	strong	when	placed	alongside	the	game's	new	3D	visuals.	As	an	example,	he	composed	the	track	intended	for	the	scene	in	the
game	where	Aerith	Gainsborough	is	killed	to	be	"sad	but	beautiful",	rather	than	more	overtly	emotional,	creating	what	he	felt	was	a	more	understated	feeling.[37]	Uematsu	additionally	said	that	the	soundtrack	had	a	feel	of	"realism",	which	also	prevented	him	from	using	"exorbitant,	crazy	music".[68]	The	first	piece	that	Uematsu	composed	for	the
game	was	the	opening	theme;	game	director	Yoshinori	Kitase	showed	him	the	opening	cinematic	and	asked	him	to	begin	the	project	there.	The	track	was	well	received	in	the	company,	which	gave	Uematsu	"a	sense	that	it	was	going	to	be	a	really	good	project".	Final	Fantasy	VII	was	the	first	game	in	the	series	to	include	a	track	with	high-quality
digitized	vocals,	"One-Winged	Angel",	which	accompanies	a	section	of	the	final	battle	of	the	game.	The	track	has	been	called	Uematsu's	"most	recognizable	contribution"	to	the	music	of	the	Final	Fantasy	series,	which	Uematsu	agrees	with.[37][69]	Inspired	by	The	Rite	of	Spring	by	Igor	Stravinsky	to	make	a	more	"classical"	track,	and	by	rock	and	roll
music	from	the	late	1960s	and	early	1970s	to	make	an	orchestral	track	with	a	"destructive	impact",	he	spent	two	weeks	composing	short	unconnected	musical	phrases,	and	then	arranged	them	together	into	"One-Winged	Angel",	an	approach	he	had	never	used	before.[37]	Music	from	the	game	has	been	released	in	several	albums.	Square	released	the
main	soundtrack	album,	Final	Fantasy	VII	Original	Soundtrack,	on	four	Compact	Discs	through	its	DigiCube	subsidiary	in	1997.	A	limited	edition	release	was	also	produced,	containing	illustrated	liner	notes.[67]	The	regular	edition	of	the	album	reached	third	on	the	Japan	Oricon	charts,	while	the	limited	edition	reached	#19.[70][71]	Overall,	the	album
had	sold	nearly	150,000	copies	by	January	2010.[72]	A	single-disc	album	of	selected	tracks	from	the	original	soundtrack,	along	with	three	arranged	pieces,	titled	Final	Fantasy	VII	Reunion	Tracks,	was	also	released	by	DigiCube	in	1997,[73]	reaching	#20	on	the	Japan	Oricon	charts.[74]	A	third	album,	Piano	Collections	Final	Fantasy	VII,	was	released
by	DigiCube	in	2003,	and	contains	one	disc	of	piano	arrangements	of	tracks	from	the	game.	It	was	arranged	by	Shirō	Hamaguchi	and	performed	by	Seiji	Honda,	and	reached	#228	on	the	Oricon	charts.[75][76]	Final	Fantasy	VII	was	announced	in	February	1996.[77]	Square	president	and	chief	executive	officer	Tomoyuki	Takechi	were	fairly	confident
about	Japanese	players	making	the	game	a	commercial	success	despite	it	being	on	a	new	platform.[37]	A	playable	demo	was	included	on	a	disc	giveaway	at	the	1996	Tokyo	Game	Show,	dubbed	Square's	Preview	Extra:	Final	Fantasy	VII	&	Siggraph	'95	Works.	The	disc	also	included	the	early	test	footage	Square	created	using	characters	from	Final



Fantasy	VI.[37][78]	The	initial	release	date	was	at	some	point	in	1996,	but	to	properly	realize	their	vision,	Square	postponed	the	release	date	almost	a	full	year.[53]	Final	Fantasy	VII	was	released	on	January	31,	1997.[79]	It	was	published	in	Japan	by	Square.[80]	A	re-release	of	the	game	based	on	its	Western	version,	titled	Final	Fantasy	VII
International,	was	released	on	October	2	the	same	year.[81]	This	improved	International	version	would	kickstart	the	trend	for	Square	to	create	an	updated	version	for	the	Japanese	release,	based	on	the	enhanced	Western	versions.[82]	The	International	version	was	re-released	as	a	physical	disc	as	part	of	the	Final	Fantasy	25th	Anniversary	Ultimate
Box	Japanese	package	on	December	18,	2012.[83]	While	its	success	in	Japan	had	been	taken	for	granted	by	Square	executives,	North	America	and	Europe	were	another	matter,	as	up	to	that	time	the	Japanese	role-playing	genre	was	still	a	niche	market	in	Western	territories.	Sony,	due	to	the	PlayStation's	struggles	against	Nintendo	and	Sega's	home
consoles,	lobbied	for	the	publishing	rights	in	North	America	and	Europe	following	Final	Fantasy	VII's	transfer	to	PlayStation—to	further	persuade	Square,	Sony	offered	a	lucrative	royalties	deal	with	profits	potentially	equaling	those	Square	would	get	by	self-publishing	the	game.	Square	accepted	Sony's	offer	as	Square	itself	lacked	Western	publishing
experience.	Square	was	uncertain	about	the	game's	success,	as	other	JRPGs	including	Final	Fantasy	VI	had	met	with	poor	sales	outside	Japan.	To	help	with	promoting	the	title	overseas,	Square	dissolved	their	original	Washington	offices	and	hired	new	staff	for	fresh	offices	in	Costa	Mesa.[37]	It	was	first	exhibited	to	the	Western	public	at	Electronic
Entertainment	Expo	1996	(E3).[84]	To	promote	the	game	overseas,	Square	and	Sony	launched	a	widespread	three-month	advertising	campaign	in	August	1997.	Beginning	with	a	television	commercial	that	ran	alongside	popular	shows	such	as	Saturday	Night	Live	and	The	Simpsons	by	TBWA\Chiat\Day,	the	campaign	included	numerous	articles	in	both
gaming	and	general	interest	magazines,	advertisements	in	comics	from	publishers	such	as	DC	Comics	and	Marvel	Comics,	a	special	collaboration	with	Pepsi,	media	events,	sample	discs,	and	merchandise.[85]	According	to	estimations	by	Takechi,	the	total	worldwide	marketing	budget	came	to	US$40	million;	$10	million	had	been	spent	in	Japan,	$10
million	in	Europe,	and	$20	million	in	North	America.[37]	Unlike	its	predecessors,	Final	Fantasy	VII	did	not	have	its	numeral	adjusted	to	account	for	the	lack	of	a	Western	release	for	Final	Fantasy	II,	III,	and	V	—	while	only	the	fourth	Final	Fantasy	released	outside	Japan,	its	Japanese	title	was	retained.[86]	It	was	released	in	North	America	on
September	7,	1997.[87]	The	game	was	released	in	Europe	on	November	17,	becoming	the	first	Final	Fantasy	game	to	be	released	in	Europe.[88][89]	The	Western	version	included	additional	elements	and	alterations,	such	as	streamlining	of	the	menu	and	Materia	system,	reducing	the	health	of	enemies,	new	visual	cues	to	help	with	navigation	across
the	world	map,	and	additional	cutscenes	relating	to	Cloud's	past.[82][90]	A	version	for	PC	was	developed	by	Square's	Costa	Mesa	offices.	Square	invested	in	a	PC	version	to	reach	as	wide	a	player	base	as	possible;	many	Western	consumers	did	not	own	a	PlayStation,	and	Square's	deal	with	Sony	did	not	prohibit	such	a	port.	Having	never	released	a
title	for	PC,	Square	decided	to	treat	the	port	as	a	sales	experiment.	The	port	was	handled	by	a	team	of	15	to	20	people,	mostly	from	Costa	Mesa	but	with	help	from	Tokyo.[37]	Square	did	not	begin	the	port	until	the	console	version	was	finished.[91]	The	team	needed	to	rewrite	an	estimated	80%	of	the	game's	code,	due	to	the	need	to	unify	what	had
been	a	custom	build	for	a	console	written	by	multiple	staff	members.	Consequently,	programmers	faced	problems	such	as	having	to	unify	the	original	PlayStation	version's	five	different	game	engines,	leading	to	delays.[37]	The	PC	version	came	with	a	license	for	Yamaha	Corporation's	software	synthesizer	S-YXG70,	allowing	high-quality	sequenced
music	despite	varying	sound	hardware	setups	on	different	user	computers.	The	conversion	of	the	nearly	100	original	musical	pieces	to	XG	format	files	was	done	by	Yamaha.[92]	To	maximize	their	chances	of	success,	Square	searched	for	a	Western	company	to	assist	with	releasing	the	PC	version.	Eidos	Interactive,	whose	release	of	Tomb	Raider	had
turned	them	into	a	publishing	giant,	agreed	to	market	and	publish	the	port.[37]	The	port	was	announced	in	December	1997,	along	with	Eidos'	exclusivity	deal	for	North	America	and	Europe	at	the	time,[93]	though	the	port	was	rumored	to	happen	as	early	as	December	1996,	prior	to	the	PlayStation	version's	release.[94]	To	help	the	product	stand	out
in	stores,	Eidos	chose	a	trapezoidal	shape	for	the	cover	and	box.	They	agreed	on	a	contract	price	of	$1.8	million,	making	initial	sales	forecasts	of	100,000	units	based	on	that	outlay.[37]	The	PC	version	was	released	in	North	America	and	Europe	on	June	25,	1998;	the	port	was	not	released	in	Japan.[92]	Within	one	month,	sales	of	the	port	exceeded	the
initial	forecasts.[37]	The	PC	version	would	end	up	providing	the	source	code	for	subsequent	ports.[37]	See	also:	Localization	of	Square	Enix	video	games	Localization	of	Final	Fantasy	VII	was	handled	internally	by	Square.	The	English	localization,	led	by	Seth	Luisi,	was	completed	by	a	team	of	about	fifty	people	and	faced	a	variety	of	problems.
According	to	Luisi,	the	biggest	hurdle	was	making	"the	direct	Japanese-to-English	text	translation	read	correctly	in	English.	The	sentence	structure	and	grammar	rules	for	the	Japanese	language	is	very	different	from	English",	making	it	difficult	for	the	translation	to	read	like	native	English	without	distorting	the	meaning.[95]	Michael	Basket	was	the
sole	translator	for	the	project,	though	he	received	the	help	of	native	Japanese	speakers	from	the	Tokyo	office.	The	localization	was	taxing	for	the	team	due	to	their	inexperience,	lack	of	professional	editors,	and	poor	communication	between	the	North	American	and	Japanese	offices.	A	result	of	this	disconnect	was	the	original	localization	of	Aerith's
name—which	was	intended	as	a	conflation	of	"air"	and	"earth"—as	"Aeris"	due	to	a	lack	of	communication	between	localization	staff	and	the	QA	team.[96]	The	team	also	faced	several	technical	issues	due	to	programming	practices	which	took	little	account	of	subsequent	localization,	such	as	dealing	with	a	fixed-width	font	and	having	to	insert	kanji
through	language	input	keys	to	add	special	characters	(for	example,	vowels	with	diacritics)	to	keep	the	code	working.	Consequently,	the	text	was	still	read	as	Japanese	by	the	word	processor;	the	computer's	spellcheck	could	not	be	used,	and	mistakes	had	to	be	caught	manually.	The	code	used	obscure	kanji	to	refer	to	main	character's	names,	which
made	it	unintuitive	for	the	translators	to	identify	characters.[96]	Translated	text	usually	takes	up	more	space	than	the	Japanese	text,	though	still	had	to	fit	to	the	screen	appropriately	without	overusing	page	breaks	(for	example,	item	names,	which	are	written	in	kanji	in	Japanese	language,	could	overflow	message	windows	in	translated	text);	to
mitigate	this	problem,	a	proportional	typeface	was	implemented	into	the	source	code	to	fit	more	text	into	the	screen.	Swear	words	were	used	frequently	in	the	localization	to	help	convey	the	original	Japanese	meaning,	though	most	profanities	were	censored	in	a	manner	described	by	Square	employee	Richard	Honeywood	as	the	"old	comic	book
'@#$%!'-type	replacement".[82]	The	European	release	was	described	as	being	in	a	worse	condition,	as	the	translations	into	multiple	European	languages	were	outsourced	by	Sony	to	another	company,	further	hindering	communication.	For	the	PC	port,	Square	attempted	to	fix	translation	and	grammar	mistakes	for	the	North	American	and	European
versions	but	did	not	have	the	time	and	budget	to	retranslate	all	the	text.[96]	According	to	Honeywood,	the	success	of	Final	Fantasy	VII	in	the	West	encouraged	Square	to	focus	more	on	localization	quality;	on	future	games,	Square	hired	additional	translators	and	editors,	while	also	streamlining	communication	between	the	development	and
localization	teams.[82]	Some	months	prior	to	the	game's	North	American	release,	Sony	publicly	stated	that	it	was	considering	cutting	the	scene	at	the	Honey	Bee	Inn	due	to	the	salacious	content,	prompting	numerous	online	petitions	and	letters	of	protest	from	RPG	fans.	Square	subsequently	stated	that	it	would	never	allow	Sony	to	localize	the	game	in
any	way.[97]	In	addition	to	translating	the	text,	the	North	American	localization	team	made	tweaks	to	the	gameplay,	including	reducing	the	enemy	encounter	rate,	simplifying	the	Materia	menu,	and	adding	new	boss	fights.[98]	The	International	version	of	Final	Fantasy	VII	was	released	on	PlayStation	Network	(PSN)	as	a	PSOne	Classic	in	Japan	on
April	10,	2009.	This	version	was	compatible	with	both	PlayStation	3	and	PlayStation	Portable	with	support	for	PlayStation	Vita	and	PlayStation	TV	coming	later.[90]	Final	Fantasy	VII	was	later	released	as	a	PSOne	Classic	in	North	America,	Europe,	and	Australia	on	June	2.[99]	The	PC	version	was	updated	by	DotEmu	for	use	on	modern	operating
systems	and	released	via	Square	Enix's	North	American	and	European	online	stores	on	August	14,	2012.[100][101]	It	included	high-resolution	support,	cloud	saves,	achievements	and	a	character	booster.	It	would	later	be	released	via	Steam	on	July	4,	2013,[102][103]	replacing	the	version	available	on	Square	Enix's	North	American	and	European
online	stores.[104][105]	The	PC	version	would	be	released	in	Japan	for	the	first	time	on	May	16,	2013,	exclusively	via	Square	Enix's	Japanese	online	store	with	the	International	version	title.	It	has	features	unavailable	in	the	western	version	including	high-speed	mode,	no	random	encounters	mode,	and	a	max	stats	command.[106]	A	release	for	iOS,
based	on	the	PC	version	and	adjusted	for	mobile	devices	by	D4	Enterprise,	was	released	on	August	19,	2015,	with	an	auto-save	feature.[107]	The	PC	version	was	released	for	PlayStation	4	on	December	5,	2015.	DotEmu	developed	the	PS4	version,	which	included	the	E3	2015	reveal	trailer	for	Final	Fantasy	VII	Remake.[108][109][110][111]	The	game
was	also	released	for	Android	on	July	7,	2016,[112]	for	the	PlayStation	Classic	on	December	3,	2018,[113]	and	for	the	Nintendo	Switch	and	Xbox	One,	also	developed	by	DotEmu,	worldwide	on	March	26,	2019.[114]	Contemporary	reviewsReview	scoresPublicationScorePCPS1Up.comN/AA+[5]AllGame[115][2]Computer	Gaming
World[136]N/AComputer	and	Video	Games9/10[117][116]EdgeN/A9/10[118]Electronic	Gaming	MonthlyN/A38/40[119][120]FamitsuN/A38/40[121]Game	InformerN/A9.75/10[126]GameFanN/A300+/300[124][125]GamePro[122]20/20[123]GameRevolutionN/AB+[128]GamesMasterN/A96%[127]GameSpot8/10[129]9.5/10[1]IGN8.2/10[130]9.5/10[4]Next
GenerationN/A[131]PlayStation	Official	Magazine	–	AustraliaN/A10/10[132]Official	U.S.	PlayStation	MagazineN/A[133]PC	Format93%[137]N/APC	Gamer	(US)90%[138]N/APC	PowerPlay90%[139]N/APC	Zone93%[140]N/APlayN/A94%[134]PlayStation:	The	Official	MagazineN/A[135]	Retrospective	reviewsAggregate
scoresAggregatorScorePCPSGameRankings86%[142]92%[141]MetacriticN/A92/100[143]	Within	three	days	of	its	release	in	Japan,	Final	Fantasy	VII	sold	over	two	million	copies.[66][144][145]	This	popularity	inspired	thousands	of	retailers	in	North	America	to	break	street	dates	in	September	to	meet	public	demand	for	the	title.[146]	In	the	game's
debut	weekend	in	North	America,	it	sold	330,000	copies,[147]	and	had	reached	sales	of	500,000	copies	in	less	than	three	weeks.[148]	The	momentum	established	in	the	game's	opening	weeks	continued	for	several	months;	Sony	announced	the	game	had	sold	one	million	copies	in	North	America	by	early	December,[149]	prompting	business	analyst
Edward	Williams	from	Monness,	Crespi,	Hardt	&	Co.	to	comment	that	"Sony	redefined	the	role-playing	game	(RPG)	category	and	expanded	the	conventional	audience	with	the	launch	of	Final	Fantasy	VII".[149]	According	to	Weekly	Famitsu,	Final	Fantasy	VII	sold	3.27	million	units	in	Japan	by	the	end	of	1997.[150]	By	the	end	of	2005,	the	PlayStation
version	had	sold	9.8	million	copies	including	4	million	sales	in	Japan,[151]	making	it	the	highest-selling	game	in	the	Final	Fantasy	series.[152]	By	the	end	of	2006,	The	Best,	the	bargain	reissue	of	the	game,	had	sold	over	158,000	copies	in	Japan.[153]	By	May	2010,	it	had	sold	over	10	million	copies	worldwide,[154]	making	it	the	most	popular	title	in
the	series	in	terms	of	units	sold.[155][156][157]	The	original	PC	version	surpassed	Eidos'	expectations:	while	initially	forecast	to	sell	100,000	units,	it	quickly	exceeded	sales	of	one	million	units,	garnering	royalties	of	over	$2	million	for	Square.[37]	By	August	2015,	the	PlayStation	and	PC	versions	had	sold	over	11	million	units	worldwide.[158][159]
Steam	Spy	estimated	the	game	to	have	sold	over	1.2	million	downloads	on	Steam	as	of	April	2018,[160]	with	a	later	Steam	leak	estimating	it	had	1.14	million	players	on	the	platform	as	of	July	2018.[161]	As	of	June	2020,	the	game	has	sold	more	than	13.3	million	units	worldwide.[162][163]	As	of	September	2023,	the	original	version	of	the	game	has
sold	over	14.4	million	units	worldwide.[164]	The	game	received	widespread	acclaim	from	critics	upon	release.	It	was	referred	to	by	GameFan	as	"quite	possibly	the	greatest	game	ever	made",[165]	a	quote	selected	for	the	back	cover	of	the	game's	jewel	case.	GameSpot	commented	that	"never	before	have	technology,	playability,	and	narrative
combined	as	well	as	in	Final	Fantasy	VII",	expressing	particular	favor	toward	the	game's	graphics,	audio,	and	story.[1]	The	four	reviewers	of	Electronic	Gaming	Monthly	unanimously	gave	it	a	9.5	out	of	10	and	their	"Game	of	the	Month"	award,	lauding	its	rendered	backgrounds,	use	of	FMV,	battles,	and	especially	the	story	line,	though	they	expressed
disappointment	that	the	ending	did	not	resolve	all	of	the	loose	ends.	They	also	considered	the	North	American	localization	a	dramatic	improvement	over	the	original	Japanese	version.[120]	GamePro	gave	it	a	perfect	5.0	out	of	5	in	all	four	categories	(graphics,	sound,	control,	and	fun	factor),	calling	the	storytelling	"dramatic,	sentimental,	and	touching
in	a	way	that	draws	you	into	the	characters",	who	"come	alive	thanks	to	sweetly	subtle	body	movements".[123]	Both	GamePro	and	Official	U.S.	PlayStation	Magazine	(OPM)	said	the	ATB	system	gives	battles	a	tension	and	urgency	not	usually	seen	in	RPGs,	and	OPM	called	the	summon	animations	"absolutely	awe-inspiring".[133][123]	IGN's	Jay	Boor
insisted	the	game's	graphics	were	"light	years	beyond	anything	ever	seen	on	the	PlayStation",	and	regarded	its	battle	system	as	its	strongest	point.[4]	Computer	and	Video	Games's	Alex	C	praised	the	dramatic	story	and	well-developed	characters.[117]	In	addition	to	calling	the	graphics	"bar	none	the	best	the	PlayStation	has	ever	seen",	Next
Generation	said	of	the	story	that	"while	FFVII	may	take	a	bit	to	get	going,	as	in	every	entry	in	the	series,	moments	of	high	melodrama	are	blended	with	scenes	of	sheer	poetry	and	vision".[131]	Edge	noted	that	Final	Fantasy	VII	had	come	close	to	being	an	interactive	movie	in	playable	form,	praising	its	combination	of	a	complex	story	that	went	against
Western	graphic	adventures	trends	and	"excellently	orchestrated	chip	music".[118]	RPGamer	praised	the	game's	soundtrack,	both	in	variety	and	sheer	volume,	stating	that	"Uematsu	has	done	his	work	exceptionally	well"	and	saying	that	it	was	potentially	his	best	work.[166]	Final	Fantasy	VII	has	received	some	negative	criticism.	OPM	and	GameSpot
questioned	the	game's	linear	progression.[1][133]	OPM	considered	the	game's	translation	"a	bit	muddy".[133]	Similarly,	RPGamer	cited	its	translation	as	"packed	with	typos	and	other	errors	which	further	obscure	what	is	already	a	very	confusing	plot".[167]	GamePro	also	considered	the	Japanese-to-English	translation	a	significant	weakness	in	the
game,[122]	and	IGN	regarded	the	ability	to	use	only	three	characters	at	a	time	as	"the	game's	only	shortcoming".[4]	Reviewers	gave	similar	praise	to	the	PC	version	but	criticized	its	various	technical	faults.[136][138][168]	Computer	Games	Magazine	said	that	no	other	recent	game	had	the	same	"tendency	to	fail	to	work	in	any	capacity	on	multiple
[computers]".[169]	Computer	Gaming	World	complained	that	the	music	quality	suffered	on	PC	sound	cards,[136]	and	Next	Generation	found	the	game's	pre-rendered	backgrounds	significantly	less	impressive	than	those	of	the	PlayStation	version.[168]	However,	the	latter	magazine	found	the	higher-resolution	battle	visuals	"absolutely	stunning",[168]
and	Computer	Games	Magazine	said	that	they	showed	off	the	potential	graphical	power	of	PCs.[169]	All	three	magazines	concluded	by	praising	the	game	despite	its	technical	flaws,[136][168][169]	and	PC	Gamer	summarized	that,	while	"Square	apparently	did	only	what	was	required	to	get	its	PlayStation	game	running	under	Windows",	Final	Fantasy
VII	is	"still	a	winner	on	the	PC".[138]	Final	Fantasy	VII	was	given	numerous	Game	of	the	Year	awards	in	1997.	At	the	second	CESA	Awards,	it	won	the	Grand	Prize,	Scenario	Award	and	Sound	Award.[170]	During	the	Academy	of	Interactive	Arts	&	Sciences'	inaugural	Interactive	Achievement	Awards,	Final	Fantasy	VII	won	in	the	categories	of	"Console
Adventure	Game	of	the	Year"	and	"Console	Role-Playing	Game	of	the	Year";	it	also	received	nominations	for	"Interactive	Title	of	the	Year",	"Console	Game	of	the	Year",	"Outstanding	Achievement	in	Art/Graphics",	and	"Outstanding	Achievement	in	Interactive	Design".[171][172]	In	the	Origins	Awards,	it	won	in	the	category	"Best	Roleplaying	Computer
Game	of	1997".[173]	Final	Fantasy	VII	was	awarded	Game	of	the	Year	by	magazines	including	Game	Informer,[174]	GamePro,[175]	and	Hyper.[176]	It	was	also	awarded	the	"Readers'	Choice	All	Systems	Game	of	the	Year",	"Readers'	Choice	PlayStation	Game	of	the	Year"	and	"Readers'	Choice	Role-Playing	Game	of	the	Year"	by	Electronic	Gaming
Monthly	(EGM),[177]	which	gave	it	Editors'	Choice	Awards	for	"Role-Playing	Game	of	the	Year"	and	"Best	Graphics"	(plus	a	runner-up	slot	for	"Game	of	the	Year"),[178]	and	also	gave	it	awards	for	"Hottest	Video	Game	Babe"	(for	Tifa	Lockhart),	"Most	Hype	for	a	Game",	"Best	Ending",	and	"Best	Print	Ad".[179]	Since	1997,	it	has	been	selected	by	many
game	magazines	as	one	of	the	top	video	games	of	all	time,	listed	as	91st	in	EGM's	2001	"100	Best	Games	of	All	Time",[180]	and	as	fourth	in	Retro	Gamer's	"Top	100	Games"	in	2004.[181]	In	2018,	it	was	ranked	99th	in	IGN's	"Top	100	Games	of	All	Time"[182]	and	as	third	in	PALGN's	"The	Greatest	100	Games	Ever".[183]	Final	Fantasy	VII	was
included	in	"The	Greatest	Games	of	All	Time"	list	by	GameSpot	in	2006,[54]	and	ranked	as	second	in	Empire's	2006	"100	Greatest	Games	of	All	Time",[184]	as	third	in	Stuff's	"100	Greatest	Games"	in	2008[185]	and	as	15th	in	Game	Informer's	2009	"Top	200	Games	of	All	Time"	(down	five	places	from	its	previous	best	games	of	all-time	list[186]).[187]
GameSpot	placed	it	as	the	second	most	influential	game	ever	made	in	2002;[188]	in	2007,	GamePro	ranked	it	14th	on	the	list	of	the	most	important	games	of	all	time,	and	in	2009	it	finished	in	the	same	place	on	their	list	of	the	most	innovative	games	of	all	time.[189][190]	In	2012,	Time	named	it	one	of	their	"All-Time	100	Video	Games".[191]	In	March
2018,	Game	Informer's	"Readers	Choice	Top	300	Games	of	All	Time",	Final	Fantasy	VII	ranked	in	seventh	place.[192]	In	March	2018,	GamesRadar+	rated	"The	25	best	PS1	games	of	all	time",	Final	Fantasy	VII	was	ranked	in	12th	place.[193]	It	has	also	appeared	in	numerous	other	greatest	game	lists.	In	2007,	Dengeki	PlayStation	gave	it	the	"Best
Story",	"Best	RPG"	and	"Best	Overall	Game"	retrospective	awards	for	games	on	the	original	PlayStation.[194]	GamePro	named	it	the	best	RPG	title	of	all	time	in	2008,[195]	and	featured	it	in	their	2010	article	"The	30	Best	PSN	Games".[196]	In	2012,	GamesRadar	also	ranked	it	as	the	sixth	saddest	game	ever.[197]	On	the	other	hand,	GameSpy	ranked
it	seventh	on	their	2003	list	of	the	most	overrated	games.[198]	Final	Fantasy	VII	has	often	placed	at	or	near	the	top	of	many	reader	polls	of	all-time	best	games.	It	was	voted	the	"Reader's	Choice	Game	of	the	Century"	in	an	IGN	poll	in	2000,[199]	and	placed	second	in	the	"Top	100	Favorite	Games	of	All	Time"	by	Japanese	magazine	Famitsu	in	2006	(it
was	also	voted	as	ninth	in	Famitsu's	2011	poll	of	most	tear-inducing	games	of	all	time).[200][201]	Users	of	GameFAQs	voted	it	the	"Best	Game	Ever"	in	2004	and	in	2005,[202][203]	and	placed	it	second	in	2009.[204]	In	2008,	readers	of	Dengeki	magazine	voted	it	the	best	game	ever	made,[205]	as	well	as	the	ninth	most	tear-inducing	game	of	all	time.
[206]	Music	from	the	game's	soundtrack	is	often	performed	live	in	symphonic	concerts,	such	as	the	Video	Games	Live	event	in	2009.	The	game	inspired	a	LittleBigPlanet	fan	remake	of	Final	Fantasy	VII	by	Jamie	Colliver.	[207]	Colliver’s	adaptation	reimagines	the	entire	original	game	as	a	platformer	and	was	awarded	two	Guinness	World	Records	in
2014,	for	the	first	complete	Final	Fantasy	remake	made	in	another	video	game	and	the	first	role-playing	game	remade	in	LittleBigPlanet.[208][209]	The	game	also	inspired	an	unofficial	version	for	the	NES	by	Chinese	company	Shenzhen	Nanjing	Technology.	This	port	features	the	Final	Fantasy	VII	game	scaled	back	to	2D,	with	some	of	the	side	quests
removed.[210]	The	game's	popularity	and	open-ended	nature	also	led	director	Kitase	and	scenario	writer	Nojima	to	establish	a	plot-related	connection	between	Final	Fantasy	VII	and	Final	Fantasy	X-2.	The	character	Shinra	from	X-2	proposes	the	concept	of	extracting	the	life	energy	from	within	the	planet	Spira.	Nojima	has	stated	that	Shinra	and	his
proposal	are	a	deliberate	nod	to	the	Shinra	Company	and	that	he	envisioned	the	events	of	Final	Fantasy	X-2	as	a	prequel	to	those	in	VII.[211]	The	advances	in	technology	used	to	create	the	FMV	sequences	and	computer	graphics	for	Final	Fantasy	VII	allowed	Sakaguchi	to	begin	production	on	the	first	Final	Fantasy	film,	Final	Fantasy:	The	Spirits
Within.[212]	The	game	introduced	a	particular	aesthetic	to	the	series—fantasy	suffused	with	modern-to-advanced	technology—which	was	explored	further	in	Final	Fantasy	VIII,	The	Spirits	Within,	and	XV.[213][214][215]	Re-releases	of	Square	games	in	Japan	with	bonus	features	would	occur	frequently	after	the	release	of	Final	Fantasy	VII
International.	Later	titles	that	would	be	re-released	as	international	versions	include	Final	Fantasy	X	and	other	follow-ups	from	the	franchise,[216][217][218]	as	well	as	the	Kingdom	Hearts	series.[219][220]	Final	Fantasy	VII	is	credited	as	having	the	largest	impact	of	the	Final	Fantasy	series,[221]	and	with	allowing	console	role-playing	games	to	gain
mass-market	appeal	outside	of	Japan.[222]	Aerith's	death	in	the	game	has	often	been	referred	to	as	one	of	the	most	significant	moments	from	any	video	game.[54][55][56]	In	addition,	Final	Fantasy	VII	is	also	noted	for	its	use	of	the	unreliable	narrator	literary	concept,	drawing	comparisons	to	films	such	as	Fight	Club	(1999),	The	Sixth	Sense	(1999),
American	Psycho	(2000)	and	Memento	(2000).	Patrick	Holleman	and	Jeremy	Parish	argue	that	the	game	takes	the	unreliable	narrator	concept	a	step	further,	with	its	interactivity	establishing	a	connection	between	the	player	and	the	protagonist	Cloud,	setting	Final	Fantasy	VII	apart	from	films	as	well	as	other	video	games.[223][224]	According	to
Holleman,	"no	RPG	has	ever	deliberately	betrayed	the	connection	between	protagonist	and	player	like	FFVII	does".[225]	Harry	Mackin	writing	for	Paste	called	the	game	"a	subversion	that	deconstructs	and	comments	meaningfully	on	how	we	think	about	heroism,	masculinity	and	identity	in	videogame	storytelling".[226]	Ric	Manning	of	The	Courier-
Journal	noted	elements	of	psychoanalysis	in	the	game.[227]	The	game	is	also	noted	for	its	cyberpunk	themes;	GamesRadar+	called	it	one	of	the	best	games	of	the	genre,[228]	and	Paste	Magazine	compared	its	cyberpunk	city	of	Midgar	to	Akira	and	Blade	Runner.[226]	According	to	Comic	Book	Resources,	the	game's	climate	change	theme	is	more
meaningful	in	2019	than	it	was	in	1997.[229]	Several	characters	from	Final	Fantasy	VII	have	made	cameo	appearances	in	other	Square	Enix	titles,	most	notably	the	fighting	game	Ehrgeiz	and	the	popular	Final-Fantasy-to-Disney	crossover	series	Kingdom	Hearts.	Additionally,	fighting	video	game	Dissidia	Final	Fantasy	includes	Final	Fantasy	VII
characters	such	as	Cloud	and	Sephiroth,	and	allows	players	to	fight	with	characters	from	throughout	the	Final	Fantasy	series,	and	its	follow-up,	Dissidia	012,	included	Tifa	as	well.[230]	Cloud	is	also	a	playable	character	in	Final	Fantasy	Tactics.[231]	In	December	2015,	Cloud	was	released	as	a	downloadable	content	character	for	the	Nintendo
crossover	fighting	game	Super	Smash	Bros.	for	Nintendo	3DS	and	Wii	U,	along	with	a	stage	based	on	Midgar.[232]	He	returned	in	the	2018	sequel,	Super	Smash	Bros.	Ultimate,[233]	with	Sephiroth	being	added	as	downloadable	content	in	December	2020.[234]	Further	information:	Compilation	of	Final	Fantasy	VII	The	world	of	Final	Fantasy	VII	is
explored	further	in	the	Compilation	of	Final	Fantasy	VII,	a	series	of	games,	animated	features,	and	short	stories.[235]	The	first	title	in	the	Compilation	is	the	mobile	game	Before	Crisis,	a	prequel	focusing	on	the	Turks'	activities	six	years	before	the	original	game.[236]	The	CGI	film	sequel	Advent	Children,	set	two	years	after	the	game,	was	the	first
title	announced	but	the	second	to	be	released.	Special	DVD	editions	of	the	film	included	Last	Order,	an	original	video	animation	that	recounts	the	destruction	of	Nibelheim.[237]	Dirge	of	Cerberus	and	its	mobile	phone	counterpart,	Dirge	of	Cerberus	Lost	Episode:	Final	Fantasy	VII,	are	third-person	shooters[238]	set	one	year	after	Advent	Children.
Dirge	focuses	on	the	backstory	of	Vincent	Valentine,	whose	history	was	left	mostly	untold	in	Final	Fantasy	VII.	The	most	recent	title	is	the	PlayStation	Portable	game	Crisis	Core,	an	action	role-playing	game	that	centers	on	Zack's	past.[239]	Releases	not	under	the	Compilation	label	include	Maiden	Who	Travels	the	Planet,	which	follows	Aerith's	journey
in	the	Lifestream	after	her	death,	taking	place	concurrently	with	the	second	half	of	the	original	game.[240]	In	1998,	the	Official	Final	Fantasy	VII	Strategy	Guide	was	licensed	by	SquareSoft	and	published	by	Brady	Games.[241]	Final	Fantasy	VII	Snowboarding	is	a	mobile	port	of	the	snowboard	minigame	featured	in	the	original	game,[242]	featuring
different	courses	for	the	player	to	tackle.[243]	The	game	is	downloadable	on	V	Cast-compatible	mobile	phones	and	was	first	made	available	in	2005	in	Japan	and	North	America.[244]	Final	Fantasy	VII	G-Bike	is	a	mobile	game	released	for	iOS	and	Android	in	December	2014,	based	on	the	motorbike	minigame	featured	in	the	original	game.[245]	In
September	2007,	Square	Enix	published	Final	Fantasy	VII	10th	Anniversary	Ultimania.	This	book	is	an	in-depth	compilation	of	FFVII	story-line	and	artwork.[246]	The	Universal	Studios	Theme	Park	in	Japan	is	developing	a	Final	Fantasy	VII	themed	virtual	reality	attraction.[247]	Main	articles:	Final	Fantasy	VII	Remake	and	Final	Fantasy	VII	Rebirth
With	the	announcement	and	development	of	the	Compilation	of	Final	Fantasy	VII,	speculation	spread	that	a	remake	of	the	original	Final	Fantasy	VII	would	be	released	for	the	PlayStation	3.	This	conjecture	was	sparked	by	the	release	of	a	video	featuring	the	opening	sequence	of	FFVII	recreated	using	the	PlayStation	3's	graphical	capabilities	at	E3
2005.[248]	After	a	decade	of	speculation,	a	remake	was	announced	at	E3	2015.	The	game	saw	changes	made	to	its	story	and	combat	system.[249]	The	game	is	planned	to	be	released	over	three	installments,	with	the	first	part	being	released	for	the	PlayStation	4	in	2020.[250][251]	The	follow-up,	Final	Fantasy	VII	Rebirth,	was	released	for	PlayStation
5	in	February	2024.[251]	Crisis	Core:	Final	Fantasy	VII	Reunion,	a	remaster	of	Crisis	Core:	Final	Fantasy	VII,	which	was	released	in	December	2022,	is	also	considered	a	prequel	to	the	larger	Final	Fantasy	VII	Remake	project.[252][253]	^	Japanese:	ファイナルファンタジーVII,	Hepburn:	Fainaru	Fantajī	Sebun	^	a	b	c	d	e	Kasavin,	Greg	(September	29,
1997).	"Final	Fantasy	VII	Review".	GameSpot.	CBS	Interactive.	Archived	from	the	original	on	October	21,	2013.	Retrieved	January	21,	2017.	^	a	b	c	"Final	Fantasy	VII	(Greatest	Hits)".	Allgame.	Rovi	Corporation.	Archived	from	the	original	on	January	2,	2010.	Retrieved	September	4,	2012.	^	a	b	c	d	e	f	g	h	i	j	Square	Co.	Ltd.	(1997).	Final	Fantasy	VII
North	American	instruction	manual.	Sony	Computer	Entertainment.	SCUS-94163.	^	a	b	c	d	e	Boor,	Jay	(September	3,	1997).	"Final	Fantasy	VII	Review".	IGN.	News	Corporation.	Archived	from	the	original	on	May	16,	2008.	Retrieved	July	16,	2008.	^	a	b	1UP	Staff	(January	1,	2000).	"Final	Fantasy	VII	Review".	1UP.com.	Archived	from	the	original	on
May	30,	2016.	Retrieved	July	16,	2008.{{cite	web}}:	CS1	maint:	numeric	names:	authors	list	(link)	^	"Final	Fantasy	VII:	The	Materia	System".	Electronic	Gaming	Monthly.	No.	93.	Ziff	Davis.	April	1997.	p.	69.	^	"Interview:	Kosei	Ito	Q&A"	(in	Japanese).	ITmedia.	2004.	Archived	from	the	original	on	July	3,	2013.	Retrieved	December	16,	2014.	^	a	b	c	d
e	f	McLaughlin,	Rus	(April	30,	2008).	"IGN	Presents:	The	History	of	Final	Fantasy	VII".	IGN.	Ziff	Davis.	Archived	from	the	original	on	March	11,	2010.	Retrieved	September	14,	2008.	This	was	Nomura's	first	shot	as	a	design	lead,	and	he	attacked	it.	VII	was	shaping	up	as	a	dark	game,	and	his	first	design	for	chief	protagonist	Cloud	Strife	was	a	slick,
black-haired	kid	to	contrast	uber-villian	Sephiroth's	silver	mane.	Unfortunately,	Cloud	just	didn't	look	very	heroic.	A	spiky	blonde	hairdo	lightened	him	up	and	kept	his	prickly	nature	intact,	and	the	colossal	sword	by	his	side	was	met	with	instant	approval...	^	Studio	BentStuff,	ed.	(2005).	Final	Fantasy	VII	Ultimania	Ω	(in	Japanese).	Square	Enix.
pp.	216–217.	ISBN	978-4-7575-1520-8.	^	"Final	Fantasy".	Official	U.S.	PlayStation	Magazine.	No.	47.	Ziff	Davis.	August	2001.	p.	16.	^	FFVIIスクウエアPSに参入.	Dengeki	PlayStation	(in	Japanese)	(17).	ASCII	Media	Works:	14–15.	February	14,	1996.	^	Dun,	Teresa	(February	2008).	"Complete	Final	Fantasy	VII	Character	Guide".	PlayStation:	The	Official
Magazine.	No.	60.	^	Studio	BentStuff,	ed.	(2005).	Final	Fantasy	VII	Ultimania	Ω	(in	Japanese).	Square	Enix.	p.	217.	ISBN	978-4-7575-1520-8.	^	a	b	Studio	BentStuff,	ed.	(2005).	Final	Fantasy	VII	Ultimania	Ω	(in	Japanese).	Square	Enix.	p.	59.	ISBN	978-4-7575-1520-8.	^	Studio	BentStuff,	ed.	(2005).	Final	Fantasy	VII	Ultimania	Ω	(in	Japanese).	Square
Enix.	p.	30.	ISBN	978-4-7575-1520-8.	^	SoftBank,	ed.	(2006).	Final	Fantasy	VII	Advent	Children:	Reunion	Files	(in	Japanese	and	English).	Square	Enix.	pp.	52–53.	ISBN	978-4-7973-3498-2.	^	Studio	BentStuff,	ed.	(2005).	Final	Fantasy	VII	Ultimania	Ω	(in	Japanese).	Square	Enix.	p.	57.	ISBN	978-4-7575-1520-8.	^	Square	Co	(September	7,	1997).	Final
Fantasy	VII	(PlayStation).	SCE	America.	Shera:	He	pushed	the	Emergency	Engine	Shut	Down	switch,	aborting	the	mission,	to	save	my	life.	After	that,	the	Space	Program	was	cut	back	and	the	launch	was	canceled.	^	Studio	BentStuff,	ed.	(2005).	Final	Fantasy	VII	Ultimania	Ω	(in	Japanese).	Square	Enix.	p.	46.	ISBN	978-4-7575-1520-8.	^	Studio
BentStuff,	ed.	(2005).	Final	Fantasy	VII	Ultimania	Ω	(in	Japanese).	Square	Enix.	pp.	56,	58.	ISBN	978-4-7575-1520-8.	^	a	b	c	Studio	BentStuff,	ed.	(2005).	Final	Fantasy	VII	Ultimania	Ω	(in	Japanese).	Square	Enix.	p.	198.	ISBN	978-4-7575-1520-8.	^	Studio	BentStuff,	ed.	(2005).	Final	Fantasy	VII	Ultimania	Ω	(in	Japanese).	Square	Enix.	pp.	210–215.
ISBN	978-4-7575-1520-8.	^	Square	(September	7,	1997).	Final	Fantasy	VII	(PlayStation).	SCE	America.	Ifalna:	A	small	number	of	the	surviving	Cetra	defeated	Jenova,	and	confined	it.	^	a	b	c	d	e	f	g	h	i	j	k	「ファイナルファンタジー」25周年	—	ファイナルファンタジーVII.	Famitsu.	No.	1224.	Enterbrain.	May	10,	2012.	^	Square	Co	(September	7,	1997).	Final
Fantasy	VII	(PlayStation).	SCE	America.	Aerith:	You	okay?	This	is	a	church	in	the	Sector	5	slums.	[You]	suddenly	fell	on	top	of	me.	You	really	gave	me	quite	a	scare.	/	Cloud:	......I	came	crashing	down?	/	Aerith:	The	roof	and	the	flower	bed	must	have	broken	your	fall.	You're	lucky.	^	Square	Co	(September	7,	1997).	Final	Fantasy	VII	(PlayStation).	SCE
America.	Aerith:	Say,	Cloud.	Have	you	ever	been	a	bodyguard?	You	DO	do	everything,	right?	/	Cloud:	Yeah,	that's	right.	/	Aerith:	Then,	get	me	out	of	here.	^	Square	Co	(September	7,	1997).	Final	Fantasy	VII	(PlayStation).	SCE	America.	Don	Corneo:	Shinra's	trying	to	crush	a	small	rebel	group	called	AVALANCHE,	and	want	to	infiltrate	their	hideout.
And	they're	really	going	to	crush	them...literally.	By	breaking	the	support	holding	up	the	plate	above	them.	/	Tifa:	Break	the	support!?	/	Don	Corneo:	You	know	what's	going	to	happen?	The	plate'll	go	PING	and	everything's	gonna	go	BAMMM!!	I	heard	their	hideout's	in	the	Sector	7	Slums...	^	Square	Co	(September	7,	1997).	Final	Fantasy	VII
(PlayStation).	SCE	America.	Cloud:	Why	is	Shinra	after	Aerith?	/	Elmyra:	Aerith	is	an	Ancient	Cetra.	The	sole	survivor.	^	Square	Co	(September	7,	1997).	Final	Fantasy	VII	(PlayStation).	SCE	America.	President	Shinra:	She's	the	last	surviving	Ancient...	Don't	you	know?	They	called	themselves	the	Cetra	and	lived	thousands	of	years	ago.	Now	they	are
just	a	forgotten	page	in	history.	/	Red	XIII:	Cetra...	That	girl,	is	she	a	survivor	of	the	Cetra?	/	President	Shinra:	Cetra,	or	the	Ancients	will	show	us	the	way	to	the	'Promised	Land'.	I'm	expecting	a	lot	out	of	her.	/	Red	XIII:	The	Promised	Land?	Isn't	that	just	a	legend?	/	President	Shinra:	Even	so,	it's	just	too	appealing	not	to	pursue.	It's	been	said	the
Promised	Land	is	very	fertile.	...If	the	land	is	fertile...	/	Barret:	Then	there's	gotta	be	Mako!	/	President	Shinra:	Exactly.	That	is	why	our	money-sucking	Mako	Reactor	is	a	necessity.	The	abundant	Mako	will	just	come	out	on	its	own.	^	Square	Co	(September	7,	1997).	Final	Fantasy	VII	(PlayStation).	SCE	America.	Cloud:	...Did	it	get	away?	Jenova...?	/
Red	XIII:	Jenova	Specimen...	Looks	like	it	went	to	the	upper	floor	using	that	elevator	for	the	specimens.	^	Square	Co	(September	7,	1997).	Final	Fantasy	VII	(PlayStation).	SCE	America.	Aerith:	How	do	you	intend	to	become	one	with	the	Planet?	/	Sephiroth:	It's	simple.	Once	the	Planet	is	hurt,	it	gathers	Spirit	Energy	to	heal	the	injury.	The	amount	of
energy	gathered	depends	on	the	size	of	the	injury.	...What	would	happen	if	there	was	an	injury	that	threatened	the	very	life	of	the	Planet?	Think	how	much	energy	would	be	gathered!	Ha	ha	ha!	And	at	the	center	of	that	injury,	will	be	me.	All	that	boundless	energy	will	be	mine.	By	merging	with	all	the	energy	of	the	Planet,	I	will	become	a	new	life	form,
a	new	existence.	Melding	with	the	Planet...	I	will	cease	to	exist	as	I	am	now.	Only	to	be	reborn	as	a	"god"	to	rule	over	every	soul.	/	Aerith:	An	injury	powerful	enough	to	destroy	the	Planet?	Injure...	the	Planet?	/	Sephiroth:	Behold	that	mural.	The	Ultimate	Destructive	Magic...	Meteor.	^	a	b	c	Studio	BentStuff,	ed.	(2005).	Final	Fantasy	VII	Ultimania	Ω
(in	Japanese).	Square	Enix.	pp.	210–215.	ISBN	978-4-7575-1520-8.	^	Square	Co	(September	7,	1997).	Final	Fantasy	VII	(PlayStation).	SCE	America.	Cloud:	Sephiroth!	I	know	you're	listening!	I	know	what	you	want	to	say!	That	I	wasn't	in	Nibelheim	five	years	ago.	That's	it,	isn't	it?	/	Sephiroth:	I	see	you	finally	understand.	/	Cloud:	But,	I	want	to	ask	you
one	thing.	Why...	why	are	you	doing	this?	/	Sephiroth:	Ha,	ha,	ha......	I	want	to	take	you	back	to	your	real	self.	The	one	who	gave	me	the	Black	Materia	that	day...	Who	would	have	ever	thought	a	failed	experiment	would	prove	so	useful?	Hojo	would	die	if	he	knew.	/	Cloud:	Hojo!?	What	does	he	have	to	do	with	me!?	/	Sephiroth:	Five	years	ago	you	were...
...constructed	by	Hojo,	piece	by	piece,	right	after	Nibelheim	was	burnt.	A	puppet	made	up	of	vibrant	Jenova	cells,	her	knowledge,	and	the	power	of	Mako.	^	Studio	BentStuff,	ed.	(2005).	Final	Fantasy	VII	Ultimania	Ω	(in	Japanese).	Square	Enix.	p.	58.	ISBN	978-4-7575-1520-8.	^	Square	(September	7,	1997).	Final	Fantasy	VII	(PlayStation).	SCE
America.	Cloud:	I	never	was	in	SOLDIER.	I	made	up	the	stories	about	what	happened	to	me	five	years	ago,	about	being	in	SOLDIER.	I	left	my	village	looking	for	glory,	but	never	made	it	in	to	SOLDIER......	I	was	so	ashamed	of	being	so	weak;	then	I	heard	this	story	from	my	friend	Zack...	And	I	created	an	illusion	of	myself	made	up	of	what	I	had	seen	in
my	life.....	And	I	continued	to	play	the	charade	as	if	it	were	true.	^	Studio	BentStuff,	ed.	(2005).	Final	Fantasy	VII	Ultimania	Ω	(in	Japanese).	Square	Enix.	p.	591.	ISBN	978-4-7575-1520-8.	^	a	b	c	d	e	f	g	h	i	j	k	l	m	n	o	p	q	r	s	t	u	v	w	x	y	z	aa	ab	ac	ad	ae	Leone,	Matt	(January	9,	2017).	"Final	Fantasy	7:	An	oral	history".	Polygon.	Vox	Media.	Archived	from
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