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fe use of this product, carefully read the followsing section of this manuel and the
~autions secton of the instnection manual suppicd with the PSP handhicid
miarifnmeant system bafora use. Hetan both this saltware manual and e mstruucton
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ACME

crean. ® Apoid '-'.~!*.~| -:_Lwi T}z] n:-F ] 5,-'3!::*"1. Take :i Lrejk at i!n:...l..l |":n m |*u|!E5 during
any our of | * Do niot use the system whan you are tired or shart of sleep, = When
3 headphones, GO not Wi the valeme Jp before :.':-.Ii'.i"l"g the headphones on. Also, do
sten at lowd volume lavels for éxtended panods of time. Stap wsing the systam
adately if you expenence any of the following sympioms. It the conditicn persists,
1 & doctor, * Lightheadedness, nreusea, or & sensabion similar to motion sickness
® LeneTieort OF pain in the ayvas, aars, harcks. armis. ar any other T of tha Doy

Use and handling precautions

FlayStation*Portable) format saftware and 5 intended for use with the
yS1E ! & disc 15 used with other devices, damage to the dise or to the devics
By remglt = Thes disc is compatible for use with the PSP™ system marked with FOR S4LE
AND USE IN US. OMLY. * Depending on the software, a Memony Stick™ Duo or Memory
Sack™ FRO Duo (both sold separately) may be required. Refer to the software manual for
¥ VINgG OF W .=1Ik|r| g. Do not use i airplanes or medical facilities
strictad. * Set the PEP™ system's wireless netweork faature to
traineg of in other crowded locatons. IT used near porsons with
515 the PESPT™ svetem’s wirgless network feature could interfere
paraton of the pacemakers, + If pauscd images are displaved on the sereen
i priod v, @ fammt image may be keft permanenthy on the screen, =
e s 15 case when not in use and keep in 3 place aut af the reach of children
this may result in warping or other damage tu:- the disc, * Do not leave the
et i near 3 heat source, ina car or othear places subpect to high heat and
= Dia nat touch the opening on the rear of the disc [.Ei.'.C-r"I ng surace of the disc;
== crawenal. A= do not alow dust, sand, foreign objests or other types of dirt 19 gat or
re dsc = Do not block the opening with paper or tepe. Also, do not write on 1he disg, = If the

—a— i
s e i PSR

=kc = [ not usa while dinv

Demmg &res does oot dirty, wipe _L_*:':".r., with a soft cloth. = To clean ¢ —
= = the extaenor surface genthy with a soft cloth, = Do not

sch ne. Commerncia Ihy-available cleaners not {
== C znt-static spray intended for vinyl LPs as thess

i e = Do niot use cracked or deformed dises or |
n=ve been repaired with adhesives as thesa may cause
atfunction. » SCE v

will not be held hable for

ST resEimg TTorm the misusa af descs,

Ejecting the disc

j. 1 Fress the right side ot the disc until it is in the position

Haconded surface

ot shown in the drawing and then remove it [f excess farce
applied this may resut in camage 10 the dse,

Storing the disc

—
I |
i

nsert the bottom side of the disc and then press o & &g
: sidde until it clicks inlo place, If the disc is not stored
o propeachy, IS may result in danage 1o the fsc.
Station” and the "PS" Family logo are registered rademaks and “PSP" and "UMD"™ are

=

arkes, of E'.'. mputer Entertainmant Ing.,
= fracemarks IEf“.- Comparation

‘Mamory Stick Duo” and “bMemaory Stick PR

™ T EEEE

=

.Tfm Dravanian Revolution ended in 1701,
leaving the country in ruins. In the wake of
this chaos, Minister Zeo deftly maneuvered

through the political system to emerge as the

couniry's strong new leader. Before long, Zeo

hegan (o transform Dravania into a powerful

military force. Now, Dravania has risen from

the ashes to restore peace and prosperity to
the rest of Lost Grounds.
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AOXO—
buttons il

[ [}~ POWER/HOLD switch
Sl

Front view

Disc cover  DC OUT connectors

UsB OPEN latch
connector

8t up your PSP™ (FlayStationePortable) system according to the
nstructions in the manual supplied with the system. Tum the sys-
tem on. The power indicator lights up in green and the home menu
15 displaved. Prass the OPEN lateh to open the disc cover. INSERT
(Generation of Chaos™) disc with the labal facing away from the
system, slide until fully inserted and close the disc cover. From the
FSP™ gystem's home menu, select the Game icon and then the
UMD icon. A thumbnail for the software is displaved. Select the
thurnbngil and press the X button on the PSP™ to start the soft-
ware. Follow the on-screen instructions and refer to this manual for
information on using the software.

NMOTICE: Do net gject a UMD™ while it is playing.

Memory Stick Duo™

Wamning! Keep Memaory Stick Duo media out of reach of small chil-
dren, as the media could be swallowed by accident.

To save game settings and progress, insert a Memory Stick Duo
inte the meamory stick slot of your PSP You can load saved game
data from the same memony stick or any Memary Stick Duo con-
taining previously saved games,
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$ Starting Up w-g-g-g-8-

PSP™ (PlayStation®Portable) system Configuration

L buttan LCD zcreen R button

Directional L |i
~ ..,.-"'_'"_ '\-'- ) e SRl

buttons
‘'
/. T

lgliog
| t xﬁ'.-' -

MEMORY 7‘.‘\ i
STICK | POWER

DyQ™ ; =1 A ¥ . indicator

dCCESS

indicator
Volume HOLD

WLAN indicatar
ACCESS
indicator

— Right speaker
Analog stick - ! ——— START button

Strap holder —' | | ——————— SELECT button

Left speaker —— 1 L Sound button
HOME button ——* Display button

Directional buttons: | Select/Move cursor SalactMowve cursor

Analog stick Move cursor Select
L button Dizplay flag
O button Cancel
X button: Execute/Confirm
Lisplay Allegiance =how bonus stats

Switch page/Subtract/
Zoom out

SwitchCycle through

L button =
. Alled uniks

Change camera

START button Skip Mowvie Skip Movie

SELECT button

+ L0 in L000M N
R button

—
-

Z¥it
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When you tum an the PSP™ System
and insert the Generation Of Chaos™
cise, wou will e taken to he title
soreen. Select [New Game] to
procesd o/ the mode selechion screen.

O Select game mode

Story mode: Flay the game in story mode.
KOC maode: Craate your own kingdom,

*You must clear the first round of stary mode to unfock
the KOC mode.

g Continue g 2

When you turmn on the PEP™ System
and insert the Generation Of Chaos™
disc, you wil be taken to the title
screen. Please select [Continue] to
cortinue from a previoushy saved
Came,

¥ Option S

Your can adjust game settings.

0O Cut Scene
lum the special skill movies during battle on or off,

B Update

Turn ihe info reports one or off.

B Field Effects
Turn the special field effects on or off.

ﬁ Mﬂ-de %H—%ﬂ-ﬁnﬁn%x@:x%:

g KOC Mode g Ly

Once yeu have completed the Zodia
H‘i'ﬁlgxlﬂl] Campaign or Dravania

Campaign, you can choose the KOC

fode to re-conguer the land with your
favorite commander. Your bases and
supporting commandars will be ran-
dornly picked, and vou will encounter
neny types of battles requiring you to
come up with different tactics.

B Main Commander Selection
After you select your main commander, your main base and nine
supparting commanders will be randomly selacted for vou. The
enemy will also be randomby selected.

O Supporting Commanders
When you begin, the amount of gold and the area of your com-
mand will be rather minimal. Make sure you can make enough
maoney o pay your commanders,

@ Sory Mode gl
Once you have completed the Zodia
wingdom Campaign, you can choose
the Story Mode. There are two types:
AANCIng by chapier, and leader
mealry.

O Advance by Chapter
You must deteat the enemy force in each story chapter to move
on to the next. You must be wall prepared for enemies in the next
chapter since they will be unknawn to you until the cument one is
defeated.

O Leader Rivalry
All ten forces will appear from the start of the game. Your objec-
tive is to protect your own base and conquer the others. It is a
fight between everyone, so plan your tactics accordingly.
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ﬂ Flow of the Game <&-<%-<%-

==

[f Game Start ]

&

| Loea Strategy Phase
| ' Build your kingdom and expand your terrton.
.
"-,"
& Battle Phase
Battle your enemies.
2. "Please rafer to page 12 for the fiow of batthe,

7

[ End Turn ﬂ

<

F[ Enemy Phase ]J

g Movement & Battle _qaup L

Flayers will move their characters on
a grid map. Occasionally you will
gncounter random enemies during
VOLIF CLest,

Alter a randomiby generated battle, the erermy vou fought might join
your team as a partnen. IF you do not wish to have a partner, simply
refuse the request.

g Level Up auup 12

Your characters will level up by fighting i
EnEmies and gaining experence
points. Your characters are able to
evel up until you have reached miaxi-
mum level,

& Commands «g-S-agooR- "*:_

B CMD - Command to base
ana cormmander.

B Shop - Buy or sell.
B MAP - Check Map.
Bl Save - Save orloada game.

#E Make sure you have a kemory Stick Duo with at least 272KE of
free space inserted into the memory stick: slot of your PSP™,

B View - Check your base and commanders.
Bl PER - Pay commanders and assian an Advisor,
& PAY : Select payroll orders.
& ADV : Assign an Advisor
% ADV wall affect conversion success rale.

+ DSC : Discharge your commanders.

% Thera are commanders that cannot be discharged depending
on the event.

B FUNC - Takes yau to Option menu.
El Done - End your tum.

Commands During Movement [

B Move - hMove.
B SKL - Use skils.

# Limited number of skillts cold
D el
B PRS Treat your Prisoner.

# You cannot use this command while moving.

B LOY - Increase the lovalty of yvour commanders.
& Gift : Offer monay.
# D% chance of lovalty increase for every gift offered.
# ltem:  Offer item.

58 Lovalty increase chance depends on the quality of the item.
The number of items offered does not affect outcome.

H Item - Useitems.
#You cannot use this command while moving.

B STAT - Check your status.




B SCH - Search for items and new commanders.

. E STAT - Check status.
aove - Command used for : :
nT::.-'ing.' VICHIT :;Imra.:mrs_ T — % Equip and unequip your commanders with the STAT command.

¥ Mowing distance vares upon char- R : 1 e B ARG - Select a commander to daefend yvour land. If there are
acter class, Cities with commernca =i~ T no commanders protecting the land, it will automatically
[=ee] 5 can use aircrafts 1o travel =it : E an be conquered by imaders.

belween poris.
La Enemy HQ Commands g T
El RA&D - Research & Development. _
Change landscape andfor build new architecture. 8 RCT - Recruit enemy commanders.
% Change landscape : Alter the land to your Eking. ## You cannot recuit key anemy
# Construction : Build new architecture on open land. . SR i

o e B recruil enanty commandears. your
e Openland Change the land back to onginal form. e nd;q:m s -'.'Ji-}.'15:]$r!'uf

e Fort Construct a fort to defend your land. caplure or even execution.
* Recruit Office Automatically regain the number of scl- Commanders with low loyalty
cliers by staying here. and/or leaders with low cham
® Factory Manufacture items. are easker to recrui.
& Clinic Automatically regain your HP by staying here, ;
& Graveyard Encounter random enemies. : CRS - Decrease enemy fortification and market stats.

#: Simdar to RCT. if you fail your commiander is in denger of capture

iti - Improve infrastructure and comimerns .
Bl Politics - improve infrastructure and commerce. il

2 You can pass through kingdoms that you are allied with. { :
Heowever, the aance will be broken if you invade their land ' STAT - Check status.
e FORT Improve fortification. | BRE Lowers enemy loyalty.
o MY Increase imvestiment/market. : MAG - Magic attack on enemy kingdom to lower stats.

e ALY Make aliances with neighboring kingcdoms.
; = The commander who uses the magic spell cannot be used for

Bl Prisoner - Decide the fate of your prisoner - a cerfain number of tums.
& STAT : Check status. O FRS - Check prisoner.
& CNV : Approach prisoner to join your anmy. :
& Commandears that sl have a kingdom to go back to are mora | "
difficult to comeart. _ O STAT - Check status.
% BLS . RBelease prisoner, B MAG - Cast Magic on enemy kingdom to lower stats.
4 EXT : Execute prisoner. :
B Lord - Appoint a landiord. 3 Ml meframe & Cost gl

% Landiords affect the BAD timetrare. Timeframe and cost of R&D and politics depends on your com-
mander's stats. Commanders that have high imelligence tend
0 RCT - Recuit and’or sell soldier. to complete their tasks in politics quicker.
: : : On the other hand, commanders with high "power” stat do a
B LOY - increase your commander's loyalty. better job in construction. Use the right personnel for the tasks
& Gift :  Offer money. you wish to camy out,

# 5% chance of loyalty increase for every gift offered w..

& ltem: Offer item. .
: . _ There is a maintenance fee for Frrt S000)
# Lovalty increase chance depends on the quality of the item. every infrastructure that you i :
The number of items offerad does not affect autcome. build. - Recrit office 1000

Faclory 10000

o HE
Clinic:

Eraveyand




BASE ARCHITECTURE

TIME

TURN LIST ;ﬁﬂ.ﬂy %ng!ﬂ

ROAD LINIT

O Road Up to 4 commanders can be at the same location.

INFORMATION COMMAND LIST LEADER B Unit - Enemy characters are represented by a cape.

Bl Base - A place where commanders can stay o heal.
B Leader - Game over if the leader dies. B Architecture - Build various architeciures.

B Weather - The weather will affect your anny's status.

Check stals for info. O Types of base

turn begins in the daytime and will change to night.
B ACTION - The number of acticns that can be performed per

turn. If you do not have enough tum point, you

will not be able o use the command.

B Turn List - () Player's kingdom £ 7 Kingdom in action. -
O TIME - Time of the day will affect your army's status. Your
HQ

Castle Town

B Types of architecture

# Mowe, skill, item use, and magic commands will take up a turn action.

Lg HO Screen 2ol STATUS

 Landicape u
= Wall (1~ 5] -
s Commerce (1 - 5) ¥ OF Recruit Factory
& Income office

[Basic Inceme X Commerce rafa) COMMANDERS
h%
(P Bl

Enemy Allied Player
commander commander commander

LANDLORD KINGDOM HQ
0 Types of commanders




The formation of your units will alter their status. You should choose GRS
your formation according to weather, landscape, unit type, and

LS Flow of Battle 22 enemy types. Some commanders have
unigue special formations. You cannot
change formation after the battle begmns, §
Battle but you can move your whole unit or just
G ; ET T Battles are the commanders in the middle of battle.
. - player squad versus

BSC - Basic formation (No status change).
CRD - A tight compact formation.
SRD = A formation used to sumound enemy units,

CMNT - [In this formation, the commander stands in the center,
AGR - An aggressive shyle formation for fromtal assaults.

DEF - A daefensive formation for maximum protection of
YOUT COmmander.

KMI - Kamikaze formation (Fight to the death).

REG

Command You may register your favorite for
Select “CMD” mation as your basic formation.
Your registered formation will not
alter your units' status.

OO0 ODOooooOoo

¥ elect Operation SRTS

Selecling the operation will set your
commander's actions.

Begin battle

Basic formation
& Destroy all

O Crush - Fight until every enemy is destroyed.
0 Wait - Hald still until further commands.

Bl TargetCDR - Attack only the enemy commander,
El DefendCDR - Defend your commander,

O RUM Run away from enemy.

# You can cnly "RUN" from enemies if vour commander retreats to the
ack of battlefisid.

Wl THRU -THBU is the command used to break through. enemy
defenses and enter their castle. This command can
only be used while storming enemy gates.

#: Scldiers that make it through before the commander vl not return
during that battle.

®E Blow Wall - Command used while storming enemy gates.
Your units will destroy enemy walls,




- Command used while storming enemy gates. Your
units will aftack both enermy units and ensmy walls.

+ Bl ATK Sniper - Command used while storming enemy gates.

Your units will attack the snipers bahind ramparts.

# Commands with the W mark can only be used during offensive
foimmations.

L Select Formation gl
Battle will begin once you have sslected your formation and
operation. Every battle will end by either killing the commander,
destroying the enemy "Wal®, or when “THRU*/“RLIN" succeeads.

Command Window

Wall 5tats Selected
& Ploase see bedow,

{Only for storming) Operation

SO SO0
[T ]

e r e
T e

C ander 5tat HP
{ n:;Tm:"a Lul:::: Reach zero HP and you will die.

to switch the display GP
Required for skills.

Unit Type Bl nnr

# of Soldiers
{Includes commander)

Command Window

E Move - Move vour unit and commander when they have lost
their way.

Bl OPR - Change vour aperation.
0 Item Use itemns. You will lose the items once you use them.

B SKL - You can use skills cormesponding to the equipable
weapons. Make sure that you have enough 5F and
level.

B SuUP - You can use super moves. Skill gauge will not be
gained onca you USe your SUPEr move

B Super Move Gauge - Fill the gauge up to use your super move.
B Weapon Type - Represents the type of attack you are Using.
B Armor Type - Represents the type of armor you are using.

B Power Up - Power Up represents units with special features.

B MRL - MBL Gaugs. Morale gauge for your units. Units with
high morale fight better than those who have low morale.

oo
Every weapon, amior, skill,
and super move has a TYPE
that affects status and dam-
age. Types can have strong
or waak effects against yvour
Qpponent.

—ppPp— Strong P Weak
E—oe

Thera are two attack styles, physical and magic. Physical attacks
depend on Power and Enengy. Magic attacks are based on
Inteibgence and Psychology. Having a different style of attack from
vour opponent will do more

damage than having the same
Slyle. H/;I ;

Physical

~GE——e
Certain enemy units such as
those to the right are weak:

against the same shyle of
allack that they have. Person  Monster Undead  Beast

Resistance [

Some accessones that you
find in the game have resist-

ance against the four ele-
: 't - ¥ Ingtant
ments listed on the nght. Oenth




There are six different types of landscapes in this game. The land

scape of the battlefield could positively or negatively affect your units’

movement. Some units will move quicker in certain landscapes.

Bileary [k

awel & e (Gresn) (Grany)
Flatland Rockyland  Water

g Weather pp

Weather will affect yvour unit's attack power.

Reclaimed

Farest Desert laric

ol

s

nght

NN

Time will affect unit status. Far
instance, somea units ara sironger
at night than in the daytime.

oELR—o-

Super moves can inflict massive dam-
age ta your enemies or suppon your
units by raising their stats. Your super
move gauge will merease by taking
damage or getting your units killed
during combat.

E)—oo

=killz are special moves that you can
use during combat. Some units come
with a standard set of skills, but others
can learn them by purchazsing skill
books from a shop, Skills require 5P
The more powearful the skill, the more
SP is required to use it.

<

EETD—oo

An item can be usad during combat
by equipping it to your units.

L Property eep L
Super moves, skills, and items have a cerfain property that can
alter the stats of your units.

0 supP
O SKL

- Used by charging up your super move gauge.

- Skill moves will use up SP. If your unit's SP
kvl is low, you might not be able to use some skills.

0 Item

B aiicld SR

O List of battle results

- ANy unit can use it once dunng combat.

& Victory : Defeating opponent.

% Defeat : Defeated by opponent.

# THRU :  Break through enemy lines.
4 Retreat : Able to run away from battle.

# Defend : When your wall/gate remains safe, but both friendly
and enemy commancers die al the same time or
when yvou defeat the enemy commander, but your

wall/gate geats destroved.
s Defend will not result in a loss of temtony.

4 Crushed : Both commander and wall/gate is desfroyed at the
same time,

0 Invasion/Defensive battles

Battles within castles or cities can have up to a total of 4 rounds.
The number of battle rounds will depend on the number of com-
mandears at the location. Victory wil

be achieved by defeating the oppos-

iNg commander.

4 OPR :

* Crush

= ATH SMIPER

Available
= Wait Available
= TargetCDR Available

& Result :

Available
Available

« THRU Available (offense)
* Refreat bvailable

« Defend hA

« Crushed | N/A

B Victory
+ Defeat

» DefandCDR Available

= Relreat Available

= THRL Available [cffense)
» Blow Wall A,

= CHE LA




T . e e

8 Invasion/Defensive battles, Final Round

The Final Round of battle in casties and cities.
Victory will be achieved by defeating the opposing commander or
dastroying the wall.

+* OPR :

i

*= Crush

= Wait

= TargetGOR
+ Dafend DR
= Retreat

=« THHLI

» Bllaw Wall

= CHG

= ATHK SNIFER

Auailable
Available
Availalyle
Available
Available (offense)
MIA

Available [offense)
Available (offense)
Available [offense)

# Result :

i

« Victony
» Defeat
« THRL

» Retreat
¢ Defend

# Crushed

Auailable

Available

A

Available (offense)
Available (defense)
Available

B Fort Battles

Battles within forts.
Victory will be achieved by defeating the opposing commander or
destraying the wall,

& OPR :

I

®= Lrush

* WWait

* TargetCDR
# DefendCDR
» Flotreat

« THRLU

# Blow Wall

" CHG

* ATK SNIFER |

Available
Available
Hoeailable

| Available
| Available (offense)

[y L
Available (offense)
Available (offensa)
[

& Fasult :

[« Victory
= Deafaat
« THELI

» Retraat
» Defend

| rushed

Available

Available

A

Available [offenss)
Available [defansea)

| Available

O Bonus Points

Defending units within castles and cities will gain bonus paints Lo
increase their attack power.

* Headguarters
* Castie

* City

* Cave

* Tower

¢ Mid-paint area

Battle Screen Commands ]

[~ "%
AT 0005000
=T £S5 K- F
Tmy Exight
E i
Time
Waather
Landscape

# Chain =1 =
P AT ErO0S 5500

g o Lol T

LInit stats

# Commander Stats: Fress the A button to switch betwesn the sta-
s screan. Numbers inBed represent an increase and numbers in
bius epresent & decrease.

% Chain: Chain represents the number of the same landscapes next 1o
your location: Up to S blocks can be chained. Depencing on your uni's
stats, chan coulkd either increase or decrease your defenss ievel

et — = =
B SN T T T T T T T T T T T T Ny e s e e s o P 81 B B




Status Screen (Commander) [ ]

[ Status
Status (Physical or Magic) HE: Lile points
This syrmibol inclicates that this character is one of the F“.-".-'rl-t ; T
. - Power. Affecis physical attacks.
B 3 mary main characters. I vour main character dies or ENY - E‘?E_r'ﬂ', ’:lri ;155 p,lrﬁf,,..lﬁ.t-nc ,k..
(R Buel  gels captuved, it is game over. Enemy main characters £ =Nergy. o E;F‘ i .“H:”T'E' -
Enemy Friendly cannot be held captive or persuaded. INT : Intelligence. Afiects magical attacks.
PSY : Paychology. Affects magical defense.
SFD . Speed. Affects how fast yvou mave & evade. )

Ex
Equipment Experience points. Landscape : Affects movement
Weapon/Armar/Accessary/em L L P _[ (0: Strong -: Normal X: Weak) ]
yisur character wall
[Hcsislancn:: See P1 LJ} lewed up,) | Weather : Aflects attack
(O: Strong -: Normal X: Weak)

—————
v .=il1am

| (Time) (Cost: Cost per unit )

Gauges
foee P14)

Lnlghi
Ll TRl Tn Rl 1 [e Ts

hacdmum ability: If this number becomes 2eam0.
WwouU can no longer level up.

e
Slalus

Mamea:  Character®s name.

P : Species

QoG Czcupation

Lt : Tvpe of unit.

HE:: Life points.

SP: kil points,

Umit # :  Mumber of units.

LOY:  Loyalty

Move: Movernent on fiskd map.

et Fee paid to commander

FWH: Power Allects physcal attacks.

EMY Energy. Alects dalansa against phvsical attacks,

IMT : Intelligence. Affects magical spell alfacks.

PSY: Psychology. Affects defense against magical attacks,

SPD: Speed. Affects how fast vou mowe.

CHM :  Charnm. Alfects success rate of conversions,

LCK:  Luck. Affects what vou get from treasure chests.

Unit type (Wisw F14)

[m—tﬁck type (View P 14:-] { Symbel )




Landscape : Affects movement

*If wouw have an "X" as vour landzcape slatus,
YO MUst Spenc Bao acton points 1o

move ong spaca. (O: Strang X: Weaak)

{:Super Move 1=-Super Move 3]

Weapon Skills
{Skills that can be wsed with the weapon) [|_¢.‘.D| .’l:H'LJirﬂl'r‘lDI"h'-]
for sklls.
(Equipment: Skills 1-Skills 3) (Magicj

ite T

bark Farcs
_I-IJ.-.-I ks

[
{ Prisoner (Max 3 )

[Wea;mn types ihat can e k?-:;ui;:r.--’_-:_i.:]

Status (Physical or Matpa]
Ty Privaical or Magic.
Target : “our targeal.

EAc Effective range {1 represanis 1 undit hengthy).
RMG : Range of field map skils.

Effect 1=5: Effoct of skl

=TR: Strength of skil

B : Skill success rate.

Place - ﬁ Avaitable during battles E Ayaiable on field maps.

L

=P SF paints &nd all other requiremeants needed to use the skil

i

Magic Screen ®

Captive : The length of time the charactar will be put on haold
“The character that uses a field magic will be put en hold.

Status
Status of the magic usar

mgm& : = ! Commander
2 OF magic Ii'}:r‘ﬂmanl;ie-' Wi Can use mag

¥ .lll. Lap |"El'—|
T T — Tﬂ.

1 PhpadeaTeh act K11 AT 0 = 4 B OB O Plece
: P lawel Al vawed l" 1'! I e 70 % Fguipaask

g Clear Data ep
Clear data is save data after you finish
the game. By resuming off the clear
data, you will be able to access the
KOC mode.

g Gallery g L
The gallery mode allows you to watch
previously saved movies and pictures.
In order to save the gallery mode you
will need a Memary Stick Duo

g Edit Commander S 13
In Edit Commander, you can edit the
stals of some commanders.
Commancdlers that you have edited
will appear in the game as command-
ars withoul an affiliation.




Defending Commander

If a city or castle does not have a
defending commander, it can easily be
taken over.

You will automatically lose if you do not have a defend-
ing commander during an invasion.

If you have a defending commander you will go into
combat.

You may have up to 4 commanders to defend your land.

Commanders are taken off the defensive line up list if
they move or take on other tasks.

L5 Turns L
Thers is a fixed number of actions you
can take in a single turn

B Moving, using an item, skills, and magic will use up a
turn action.

% Crdering your commanders to work on economics and constraclion
does not use up a lurn action.

Commerce and Fortification ]

You can increase the commerce and wall fortification of cities and
castles through your HQ commands. Improving fortitication of your
walls will improve defense against enemy invasiens. Higher market
means higher income and better shops. It a city's commerce ponts
reaches 5, you will automatically gain an airport to travel instanthy
Debween olher airpors.

Airport Income

g Game Over g I

It your head and/or main commander is killed in action or your HO is
mEded, the game is over.

g Prisoner ol
You will gain prisoners by defeating
your opponant in battle. Up to 10 pris-
aners can be held captne.

0 Traveling commanders can hold up to 3 prisoners.

E You can hold up to 10 prisoners at a city or castle.

O It is easier to persuade a prisoner if their affiliated king-
dom is taken out.

% There are some commanders who cannot ba captured depending
on the stages.

Lg Commanders gep L
Every month you will pay your commanders for their work, You can
have up to S0 commanders, but if you do not pay them their loyalty
will 9o down. If your funds are low, the most important commanders
will get paid first.

# You can change the payment rankings of your commanders.

B visor/Lord SRR

Advisors and lords can assist you during the game. Advisors are
experts on aliances and conversions, ‘while lords are experis on eco-
neenisfniastruciure develiopment,

L3 Health 22 11
Commander and troop health will
recover at the end of your turn.

£ HP and 5P will recowver by staying in your termiton:




L@ Treasure Chest geme T

Treasura chests on battlefislds can
be destroyed during combat. If you
wish to claim the treasure do not let
the chest gat destroved.

B Wooden chest : Easiest to break
O Iron chest: Cannot be destroyed

B Golden chest : Easy to break, but you will get some-
thing by claiming it.

# Commanders with high luck can search for rare items that may
e expensie Or are never sold in shops.

Partners & Summoned monsters ]

Pariners are commanders that fight side by side with you. You can
get a pariner by progressing through the game or from random
tattles. Summoned monsters are attained by using certain tems.
summoning items can only be used once.

Lise the search command o koo for
hidden items, money, passage ways,
and commanders,

Landscape Effects ®

The landscape of the fizld map can
aftect vour move distance: You can
change the field map through landscap-
ing.

& Icons w-sswa-ee
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Leader

Advisor

Weapon Level

Fire Type

Water Type

Earth Type

Wind Type

Dark Type

Holy Type

Weather (Sunny)

Weather (Rain)

Weather (Snow)

Weather (Fog)

Weather (Cloudy)

Time (Day)

Time (Night)

Type [Human)
Type (Dragon)
Type (Undeac)

Type (Beast)

Type [Demon)

l_.aa_nds.cape (Flat)

Yalow & Greon)

Landscape (Forest)

-
{L=rBan)

Landscape (Stone)

.
ey

Landscape (Water)

(Reclaimed land)

Death Resistance

Speed Change
Resistance

Sleep Resistance

Accuracy Change
Resistance

Up




@ e @ - $ Ttems & Skill Effects «

= -5 HP Level Altered  Increase or decrease of HP
hoHll Battie Use Tower . :
el - PWR Altered Change in'power

% Ailments (Type change) @ Defending Commander
EF- -
Ailments (Sleap) E Commander on Duty

J-:::-:"__ Ailments (Skill N/A) a Friendly Commander

- 8
ﬁ Castle ' Friendly Units

a

ENY Level Altered ©hange in energy level
INT Level Altered Change in inteligence
PSY Level Altered Change in psychology
SPD Level Altered Change in speed
ACY Level Altered Changs in accuracy
Framy Comimander MRL Level Altered Change in morale

Revive Revive the dead
Damage Damage (o your character

Enemy Units Death Death of a character

e R

Skill Restriction on skill

Skill Change Change in skill type

Sleap Character falls asleep

Heal Ailments Heal varnous aflments

i -
T R

Skill Gauge Altered =kill gauge goes back to nomnal
SP Level Altered Change in 5P level

MAP Altered Change in landscape

Time Mod Change in time

Weather Change  Ghange in weather

Affect Soldier Change in unit type

Summon Surnmon monster

Class Change Change in class fype
Escape Escape from battlefield

Fortification Display the evel of wall (Defensive power)

O OO0 000000 D000 00000008 @ e

Market Display the economic wealth

0 Soldier Change in soldier
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% Characters “ForaFouBedg & Tips BB BooBooRraB

A e o
Leader of the 8th Dravanian Knight B How to make money:
Unit.  Gena is at times beligerant Conquer bases or Ir‘-*_.fF.‘:"-.-T N your castie a_:'r:I city market. You can
and headstrong, but also make commanders search for rare items to sell to the shop.
harbors a good heart nonetheless. Itis also important to lower your costs, such as by getting ric of
She Is best friends with Glen, though u&:elgss priscners and commanders or flattening out unused
the two might seem to be complete architecture,
opposites. sena is senous and
faithful to her duties; at times to a B How to change professions:
You can change the profession of your commander by using cer-
tain rare items. Some items require the commander 1o aquip it
and then die for the change to ooour.
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B How to fill the SUP gauge faster:
You can fill your SUP gauge by attacking enemy units.
Commander attacks against units fill the gauge faster than unit to
unit combat. The gauge can be filled up to three times, which can

Allen 1z the Fnnece of Lodia, the Camy over |'_:1_|[,::, WOLIr riesxt |:3~3[1|E::‘-

oldest kingdom in exsistance.
He fesls that it s his birthrnight |
and duty to bring peace to all B How to get more commanders:
W art ; iy The best way to get more commanders is to caplure prisoners
' and comance them to jain you. Other methods include searching
and recruiting enemy commanders.

e P ==

B Knowing your type of basic attack:

. : There are different types of basic attacks by the commander and
O FOChJ-m aru Orochimaru loves to fight and units, For example, those who use physical attacks have a sirong
':-f'\- - fiirt. He possesses the power attack towards the general area in front of them, Magic users can
1 of the Impenal Dragon and can usually only attack at a range in a straight line. Others can attack
sustain his youth forever. in all directions, so control your units so that they have the advan-
tage.

;
¥
i.
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T =

e

Cieen from the far east.
However, she prefers to go out
and play rather than attending
to her royal duties.

30
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WARRANTY

NIS America, Inc. warrants to the purchaser of this product that the medium on
which this program is recorded is free from material delects Tor ninety (90) days
from the date of purchase. If a defect covered by this warranty occurs during this
90 days warrantly penod, NIS Amenca will replace the game CD, at its oplion,
free of charge.

This warranty will be void if the defect in this produet has arisen from
neglect, abuse or any attempt to use the product other than as specified in
this manual.

WARRANTY SERVICE

1. Send in Registration Card.

2. Save the sales receipt and UPC code found on the game package.

3. If the game is covered under a store warranty, return the game Lo
the store at which the game was purchased.

4. If the game is not covered by a store warranty, notify NIS
America by emailing support@nisamerica.com or call the
customer service dept. at (714) 456-1763, between the hours of
10 a.m. to 5 p.m Pacific Standard Time, Monday through Friday.

TECHNICAL SUPPORT

Please contact customer Service by e-mail at Support@NISAmerica.com.



