


WARNING: READ BEFORE USING YOUR PLAYSTATION®2
COMPUTER ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seimres when exposed o
certain light patterns or Qashing lights. Exposure w certain patterns or backgrounds on a
relevision screen or while playing video games, including games played on the PlayScacion

2 console, may induce en epileptic seizure in chese individuals, Certain conditions may

induce iously undetected epileptic symproms even in persons who have no history of

prior seizures or epilepsy, 1F you, or anyone in your Funily, has an epilepric condition,
cansult your physician prior to playing, If you experience any of the following symproms
while playing a video game — dizziness, altered vision, eve or muscle vwitches, loss of
awareness, disorientacdon, any involuncy movement, or convalsions — IMMEDIATELY

discontinue use and consule your physician belore esuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation 2 console toa projection TV without first consulting the
user manual for your projection TV, unless it is of the LOD type. Otherwise, it may

permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherals notanthorized by Sony Computer Entertainment

s vour console and/or invalida e vour warcaniy, Oinly official o

licensed peripherals should be used in the convmller ports or memary card slos.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

= This disc is intended for use only with PlaySeation 2 consoles with the NTSC U/ C
designation,

* Do not bend it crush it or submerge it in liquilds,

* Do not leave it in direcr sunlight or near a radiator or other source ol hear,

*  Be sure to take an occasional rest break during caended play.

. chp this compact disc clean. Always hold the cise by the r:||-.\'\ and |-wup itin its
procective case when not in use, Clean the dise with a line-free, soft, dry clath, wiping in
straight lines fram center to outer edge.

Mever use solvents or abrasive cleaners.

This Enruduct has been rated l1_\-' the Entertainment Software [{.uiny, Board, For informarion

about the ESRB racing, or to comment about the appropriateness of the rating, please

contact the ESRE ar 1-800-771-3772,
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G STARTED

MEMORY CARD slot2 ——————
MEMORY CARD slot 1 e

dlse tray

—m— RAESET buttan

= T 5 i

Ll a {OFEN) buttan

USB cannacior ——L ‘

controllsr port ] ———————— |
controller port 2

Set up your PlayStation®2 computer entertainment system according to the
instructions in its Instruction Manual. Make sure the MAIN POWER switch
{located on the back of the console) is rurned ON. Press the RESET butcon.
When the power indicator lights up, press the OPEN button and the disc tray
will open. Place the Samuzrai Wirriors™ disc on the disc tray with the label side
facing up. Press the OPEN burton again and the disc tray will close. Atrach
game controllers and other peripherals, as appropriate. Follow on-screen instruc-

tions and refer to this manual for informadon on using the software.
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STARTING UP

DUALSHOCK"2 ANALOG CONTROLLER CONFIGURATIONS

L2 button R2 button
L1 button R1 button
directional
buttons
A\ button
left analog stick O button
(L3 button when pushad down)
SELECT button X button
ANALOG mode button 0 button

START button
right analog stick
(R3 button when pushed down)

Samurai Warriors 3

GETTING STARTED & STARTING UP




PR

for the Samurai Warviors Game. T RLEE L EEE
control descriptions.

| DUALSHOCK®2 ANALOG CONTROLLER

The controls are the same for the DUALSHOCK® analog controller !
For 1 Player games, only Conrroller Port 1 can be used.

- Guard
utton shift Move EEXEED

W ouion  T099le Map

see Battle Map on p. 13

left analog stick Move
/directional buttons &3S

f

N\ 'som_ |

2

ELECT

ANALOG

START Pause/Display

Info Screen Sl e

button
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IGEB .00 Ranged Attack

* Use the BRI burton and the left analog stick/direcrional button
toraim, and press the @ button to fire, or press the @ burton
for a more powerful artack.

mbutton Evade GEEEED

Musou Attack @ECIFES

Jump EEre
Mount/Dismount

, Charge 1 soes Attack ( =»pig ]
Multi-Charge Attack EEIZED

i Playstatiof e

Normal Attack

IGED Switch Camera Angle

button  * This cannet be used during indoor
castle stages.

- Vibration Function Setup

From the OPTIONS Menu, go to SETTINGS,
and then CONTROLS. Select VIBRATION to
switch the Vibration funcrion of the DUAL-
SHOCK®?2 analog controller on or off.

*This procedure is unrelaced o wurning the mode

indicator on or off.

Samurai Warriors 3

AME CONTROLS

G




J STARTING A NEW GAME
1. Insert the Samurai Warriors game disc into the
PlayStation®2 console.

2, Insert a memory card (SMB) (for PlayStation®2)
into MEMORY CARD slot 1.

3. When the game loads, the opening sequence will
begin. If the START burton is pressed during the
opening sequence, the Main Menu will appear,
From the Main Menu, select the game mode vou
wish to play.

*When previously saved Samnai Wirriow game daca exists, the opening sequence will be skipped, and

the game will go directly to the Main Mer

" A memory card (BMB) (for PlaySration

s required 1o save Samrni Warsiers game dara. For detailed

instructions, please refer to the PlayStarion®2 instruetion manual,

. -I'GHT STORY MODE = Selecta chéracter_ and play through a series of game stages.| P8

FREE MODE = Play a game stage with the character of your choice. P8

HEWOFFICER YODE. Create and develop a new character. P8

| SURVIVALMODE | Piay hrouch an infirte indoor castie stage and attempt ko et new records,. P9

VS MODE | Two players compete against each other. ]

CHALLENGE MODE| Play through various challenge oourses and attermpt to set new records, P9

Cenligure various game and control settings. P10

1 View weapons, items and movies from the game. P11

6 Samurai Warriors

] SAVING A GAME

Save progress made during a game.

® Save After Clearing a Game Stage
At least 310 KB of free space is required to save
Samurai Warriors dara. After a game stage is cleared,
a series of result screens will be displayed, after which,
a save prompt will appear. You can save one Story
Mode save file per memory card (8MB) (for
PlayStarion®2). In Survival Mode, once gameplay
is resumed, the previously saved dara will be deleted.

@ Save Data During a Stage (Interim Save)
During a game stage, press the START bucton.
When the Info Sereen is displaved, select EQUIP-
MENT w go to the Equipment Screen, and then
select SAVE, Only one interim save can be made ac
a time, If'a save is made after clearing a stage with
interim save dara, chat interim save data will be
erased. Inrerim saves cannot be performed during
indoor castle stages.

® Saving in the OPTIONS Menu
Save game settings and records by going to the
QPTIONS Menu. Select SETTINGS, and then
SAVE/LOAD,

| LOADING A GAME

Load previously saved game dara.

® Load Data Saved at the End of a Stage
1. Select FIGHT from the Main Menu, and then selece STORY MODE.
2. Select a character, and then select the nexr available game stage.

® Load Interim Data QI CRL

It interim save data exists, then the option CON-
TINUE will appear ac the FIGHT Menu. Select
CONTINUE to resume the saved stage.

Samurai Warriors 7
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Select a character, and play through a
series of game stages for that characrer.
5 characters are initially available, but
when their scenarios are cleared, more
characrers will appear. 2 Player co-op
play is available in this mode.

Survival Mode

Play through an indoor castle stage, and attempt
to set records for floors dleared, KOs, erc. The stage
maps will change every time the mode is played as
a resule of the games AFS (Auto Formation
System). Survival Mode has two courses,

Abyss — Head down to the depths of the earth,

where a mystery character awaits.

Tower ~ Atternpt to clear as many floors as

possible within the time given.

= Survival Mode Rules

o Difficulty cannot be selecred.

® The time limits are 60 minutes for Abyss,

20 minutes for Tower.
@ When the plaver character’s Life Merter is

depleted, the game is over.

® There is an inter

® Acquired weapons and items can be used

in ocher modes.

1 (rest period} every
three floors, where a character’s Life Meter
is restored. and the game can be saved.

Play any previously cleared game stage
with the character of your choice, 2
Player co-op play is available in this
mode.

fzi
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2 players face off against cach other. Three dif
ferent bacdefields are available, each with a
unique condition for victory. 1 player vs, COM
is also available.

Create and develop your own original
character. Character abilities will
change as they are developed. Up to

5 Play the training exercises introduced in New
15 characters can be created.

Officer Mode and attempt ro set new records.
Selece the character and training exercise of your
choice.

tﬁﬁ'ﬁige Mode axxmm
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CHARACTER |
| RESET

~ CREAT
BODYGUARD.

UNIT

 GAVEAOAD —

VOID INTERIM
- DATA =

BOLD lettering |s the default setting

DIFFICULTY  Adjust Game difficulty lavel  EASY/NORMALHARDICHAQS:

: DISPLAY ENEMY LIFE  Display Enemy Life Meter ~  ON/OFF
: EVENTS Display events a W
CAMERASPEED  Speed al which carnera follows player (16 Levels
= ADIUSTSCREEN  Adjust sereen using the directional button
| CONTROLS VIBRATION Turn vibration function ONIOFF
BOW CONTROL ~ Select control setup for aiming Banged Attacks
NORMAL/REVERSE
BUTTON SETUP  Assign functions to controller buttans
SOUND ALUDIC Select sound setup o
Doloy® Digital Pro Logics [l/Dolby® Surround
* Pro Logio® Il /Sterea/Mono
BGM VOLUME | Adjust background music volume .'.1_6__-I.'evé_l._s._
SE VOLUME | Adjust sound effects volume 15 Levels
VOICE VOLUME | Adjust voice volume - 16 Levels
"SOUND TEST | Listen to background music tracks from the game
~ LANGUAGE | SUBTITLES Display subtitles ~ ONIGFF
VOICE Salect languages for voice JAPANESE/ENGLISH:

Reset character abilities to their default settings

Create an criginal bodyguard unit by selecting class, unit nama and

| member names. Up to 3 units can be created.

| SAVE

Save settings, records, etc.

& LOAD

Load previously saved data

Woid existing interim data

* CHARACTER RESET and CREATE BODYGUARD UNIT cannor be used if interim daza exists, In
this case, please use the VOID INTERIM DATA funcrion. Please note, this will erase vour interim data,

[0 Samurai Warriors

e VAULT

character growth, mission completion races, etc.

Dolby® sound setup

When using an optical cable, DIGITAL OUT (OPTICAL) should be
activated on the PlayStation 2 System Configuration menu,

& Sefting up Dolby® Digital Pro Logic® i

If you have a sound system with Dolby Digital or Dolby Pro Logic lix
decoding, connect your game console to a sound system with a digital
optical cable, and select "Dolby Digital Pro Logic II' from the sound
options, The movie scenes will play back in Dolby Digital 5.1, and
depending on the decoding features of your sound system, the sound
during the gameplay will playback in Dolby Pro Logic Ilx, Dolby Pro
Logic II, or Dolby Pro Logic.

@ Sefting up Dolby® Surround Pro Logic® 1

If you have a sound system with Dolby Logic Ix, Dolby Pro Lagic Il, or
Dolby Pro Logic decoding, connect your game conscle to a sound
system with either a digital optical cable or an analog cable and select
"Dolby Surround Pro Logic II" from the sound options to experience the
excitement of surround sound during gameplay, including movie scenes.

“This game uses both Dolby Digital and PCM audio. Some decoders will switch
between both audio formats automatically, and others may not. Please refer fo your
sound system's instruction manual to determine if it is necessary to activate an "auto-
detect" feature.

View acquired weapons, items, in-game movies,

Samurai Warriors 1L
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The morale of both armies (bue = player amy, red & yel-

low = enemy armies). The army with the longer bar has
m the advantage. Morale shifts in each amy unit affect

the Marale bar. (MNat displayed in indoor casie batties.)

i Time Left-

Displayed when there are only a few minutes
of time remaining in the stage.

Press the button to toggle the
map. The map can also be turned off

Battle Map—
by holding down the button.

Enemy Info Enemy unit type or officer name.
AR a e Enemy’s remaining life.

- Battle Map Details
A& Player

@ Bodyguards

@ Player Army

@ Enemy Army (Third Party Enemiss are ) o

M riw Cal

p.25). Points are
acquired when ene-

mies are defeated or
whan EXP Items are
picked up on the bat-
tiefield.

Player Info

Appears when temporary
ability-enhancing items are
picked up. When the remain-
ing time for the ability enhanc-
ing item beqins to run out, the
marker will flash guickly
(= p.32).

When this gauge is
full, the Musou Attack
can be used.

During 2 Player co-
op play, only Player
1's Musou Gauge is
displayed,

Elemental Attack powered up (30 sec.)
@® Musou Gauge at MAX (5/10 sec.)
@ Speed at MAX (30 sec.)
@ Defense doubled (30 sec.)
@ Attack doubled (30 sec.)

Life Meter for your steed.
Appears only when your
character is mounted. The
meter decreases when
attacked. When the meter is
depleted, the character will
dismount. Attacks such as
musket fire dismount charac-
ters regardless of the meter.

The character's life. When
the character receives dam-
age, the meter will decrease
and change color. (Full life:
Blue = Yellow = Red: Life
nearly depleted) When the
Life Meter reaches zero, the
player is defeated.

[2 Samurai Warriors

In Battle
* Steed

> @ Mission Points
[ is a location, @ is a person)

*Fowerful officers are shown in brighter colors,
“Alight will rackate from the Army Commander’s @,

Mission Message

The mission(s) currently being under-
taken,

No Entry Signs |
Players cannot proceed beyond the No
Entry signs.

A Combo Hits
Displays number of attacks

landed in succession (COMBO).
Displayed after 5 hits.

| 2 PLAYER SCREEN

In 2 Player Mode, the display will be divided
horizontally across the middle of the screen,

Samurai Warriors I3




Select stage

@ Equipment (before battle)

§ Selecta
i weapon to
use.

Adjust the seftings
for the bodyguard
unit that will protect
you in battle.
Select the class
and number of sal-
diers in yaur unit.

* Bodyguard orders are as follows: Mormal,
Charge, Defend and Shield (heavy defense).

Prepare for batile

Items

Select weapon/items, and set bodyguards.

Select the
items to use.
Up o 5 items
can be
equipped.

{ JONDITIONS

Review the stage's condi-
tions for victory and defeat.

/QUIPMENT

{during battle)

Infarmation about the player
character, Bodyguards can
be set here, and the game
can be saved as well.

Press the button to
view allied army units.
Press the EEEE button to
view enemy units.

STORY

e {befora battls)

Press the @ button to read
the story behind the current
game stage.

14 Samurai Warriors

ISTORY

(during battle)

View & log of each of the batis mes-
sages shown during the stage. Usa
the lsft analog stickiirectional but-
ton to select message categories.

_;g;gAp DETAILS

The Bairie

Sgen Takedh

Press the @ button to view
! key place names, officer
names, and the location of
each army commander.

Samurai Warriors 15




| CHARACTER GROWTH

Character Abilities increase in accordance o
the EXP gained during the stage. Ability
increases vary depending on the players per-

= . formance (= p.25).
View a replay of the actions taken by the player and B3

each of the commanders on a map.

§ LEARNING SKILLS
The four Skill categories are: MIGHT, PROWESS, GUARD and 1

AENT (= p.26).

Shows weapons and items acquired during the stage,
These weapons/items can be equipped at the next
stage. Players can stock up to 3 weapons per char-
acter. If the character already possesses 3 Weapons,
one weapon must be discarded if a newly acquired
weapon is to be kept. Ifa newly acquired irem has
a higher or more powerful effect than a similar icem
that is alread
matically be discarded.

'
=
o
53]
=

@

n possession, the lesser item will auto-

| A balanced
d array of skills.

AENT]

| (Mostly power-
based skills.

Displays the deeds of the players bodyguard unic, as
well as the unics EXP gained during the stage. The
EXP gained is determined by the unit’s total num-
ber of soldiers, the number of surviving bodyguards,
and the unis collecrive KOs, As bodyguards gain
EXT the unirs Level will increase.

SE0 7
B \Vostly speed-
based skills.

| Element Attack
skills.

Displays EXP gained by the player character. A char-

acters EXP is based on Clear Time, EXP Irems ¢
acquired, Mission Completion Rate, and Musou

KOs (= p.25).

This is a confirmation screen where you can review
all of a character's abilities and skills.

g 16 Samurai Warriors
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CONTROLS

cription of the game controls.

Maove

left analog stick/directiona 'bijnah“"g

Move character.

Jump

| @ butlon (+ left analog stick) |

Character jurnps. Jump direction can

bz controlled using the left aralog stick.

*Jump distance depends on how long the &
button is pressed.

*Characters are unable to jump while aiming a
ranged waapon,

Double Jump
_ ®butonduingjumy |

Character jumps again during a jump.
*Only Kunoichi and Hanzo can use Double
Jump.

Shitt Move
| NN buton +left analog stick
Move while always facing forward.

Hvade

| IEEm bution (+ left analog stick) |

Do a forward somersault to evade an
enemy attack. Direction can be con-
trolled using the left analog stick.
*Cannot be used while mounted on a steed, or
while using a ranged attack.

Mount/Dismount
l__'_'_ ___d___ B bu'tcn ____J

Mount or dismount a horse.
When mounting a steed is
possible. a horse icon will

appear.

“If the horse’s ability is high, it can knock away
enermies.

18 Samurai Warriors

Normal Attack

Jump Charge Astacle

| I!i button __

Attack an enemy. Depending on the
character and weapon used, a maxi-
mum of 4-8 sequential attacks are
possible,

Co ]

Jump Atrack

| ® button while jumping

A charge attack unleashed when and-
ing from a jump. Can also be used on
downed enemies.

Dash Attacle

| @buton whne]umplng ]
A jumping aftack.

Ranged Attack
I IGXN button + @ butt
Attack with a long-range weapon. All
characters have unlimited ammunition.
While holding the IZEE button, aim with
the left analog stick, ard press an
attack button,

® button — Light damage. but continu-
ous fire is possible (length depends on
weapon).

@ button — Heavy damage, but contin-
uous fire is not possible,

Charge 1 (Special) Aﬂadc

| @buton |
A unigue, powerful attack. The typa of

attack and its effect are different for
each character,

@ sJulton v.rh|le runnlng S

Atlack while dashing forward. The
attack and its sffects vary dependirg on
the character and weapon used, Dash
Attacks can be performed only after
maving a fixed distance.

Horse Attack

Artacl-( thE‘ mounted ona horse

® putton — Attack while mounted.

® button — The harse stomps on the
enemy. If used while running, the harse
will perform a jump attack,

Samurai Warriors 9
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1 is prcssu:i after one or a series of Normal Attacks, a
ulti- Charg"c Arrack is performcd The number of attacks available
depends on the player character’s Weapon Level. The types and the

effects of Muld-Charge Attacks are different for each character.
* Charge Attacks can be performed while mounted.

& EXAMPLE: Yukimura

Required
Weapon

Level 1 &
aver

@ button

Slam the enamy to
the ground.

Lift the enemy into
the air.

Attack the enamy in
mid-air.

@@ button

Threaten and stun
nearby enemies, and
then blow them away.

®,®,@ bution

Daze the enemy with
a spear thrust.

Move while slashing
the ensmy.

20 Samurai Warriors

®,® ® button

Level 1

Thrust spear multiple times.

®,®,®,® button

®,®,®,® button

Spin spear and blow
away nearby enemies.

Thrust spear multiple times,

5,®,®,0,® button

Spin spear and blow
away nearby enemies.

®,®,0 0,0 button

Thrust spear multiple times.

alCharge Attacks! SRk

ﬁen-a weapon is imbued with an Element, Elemental
‘Charge Attacks become possible! (= p.30)

®,® button

and blow

Spin  spear
away nearby enemies.

Samurai Warriors 21
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P44 o et

e e e

The Musou Gauge can be filled by holding
down the @ button,

Mausou Attack

True Musou Attack

L__® bution when Lifs Meterisred_]

The True Musou Attack is the ultimate
attack. If a character has the “Mastery”
skill, The True Musou Attack can be
used regardless of the Life Mater.
When mounted, the horse’s speed and

power will increase.

@ button

When the Musou Gauge is full, a Musou
Attack can be performed on foot or while
mounted. When the Musou Gauge is not
full, the following actions will fill the gauge:

® Player deals damage to enemy
s Enemy deals damage to player
® Player’s Life Meter turns red

* @ button is held down

*When 2 Player co-op play is used, 2 players cooper-
ate to bl the gauge together. Onee the Musou Gauge
is full. both can use a Musou Arrack at the same time,

Har ol g n e

An incredibly powerful attack unigue
to each character. The character will
continue to attack until the Musou
Gauge Is depleted. When the char-
acter is mounted, the horse’s speed
and power will increase.

Disuble Musou Attack

!-“@ ‘buttan under speciél conditions |

A powerful 2 Player Musou Attack.
When the two players are within a cer-
tain distance of each other, and both
players iniiate a Musou Afttack at the
same fime, it wil become a Double
Musou Attack. A Double Musou Attack is
only available in 2 Player Co-op modas.

22 Samurai Warriors

Guard

| WsNouton

Guards against frontal attacks.

The character will continue to guard as
long as the button is held down.
“Players can guard against ranged.

*It is possible to guard while mounted.

“It the enemy’s attack ability is greater than the
player's defense abilty, the player’s guard

can be broken, causing the player character
to stagger.

Deflect

T ©/6 bution wih good firing.__ |

Deflect an incoming arraw. If the
player character’s weapaon makes
contact with an arrow at the right
time, the arrow will be deflected back
toward the enemy. Musket and
Cannon fire eannot be deflected.

Counter

| ® bution while guarding
Counter an enemy attack.

While holding down the HEN button,
press the @ button right befora an
enemy attack lands. If successiul, the
player character will execute a counter-
attack.

Somersault

When the character is blown away by
an enemy attack, a mid-air adjust-
ment can be made. If successful, the
character can land on his/her feet
and immediately be ready to attack.
Somersault does not work against
some enemy attacks.

SRS

Dazed by Enemy Attack

When an enemy attack dazes your character, the char-
acter will be temporarily unable to move or attack.
Rapidly and repeatedly press the and IGEM but-
tons, or the @/@/E/E3 buttons to quickly recover.

Deadlocks

When a deadlock ocours, a Deadlock Gauge will appear.
Once the gauge appears, rapidly and repeatedly press
the @ buittan.

If you win the deadlock, the enemy will stagger, creating
an opening for an attack, but if you lose your character will
be left vulnerable, and the character's Musou Gauge will
empty. If you can manage to completely fill the Deadlock
Gauge. a powerful Deadlock Bonus Attack will aceur.

Samurai Warriors 23
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YOUR CHARACTER_

How to develop powerful characters,

] CHARACTER GROWTH

(:hﬂl"dc[e]' llbililie\‘i gO up \-\"h{_‘ll (_‘]mmctr_‘rs \\-’il'l hﬂrrlﬂs, or W'h(_"l'l 'El'l(:}-’ Picl\' llp CL'l'TREFI

items, The main artributes thar improve are as follows:

© Life Meter

Lifie Meter
and Musou >
MAX go up! SEFAs

@ Ability Parameters

Al stats go
up!

@ Increasing the Life Meter/Musou Gauge
The range of the Life Meter/Musou Gaugg is rel-
ative to your character’s Rank. When a character’s
rank goes up, his/her maximum Life/Musow will
go up as well. Rank is determined by the total
EXP a character has acquired. The amount of
Life/Musou that increases varies according to the
Chawuacter Type (Balanced/Power/Speed). The
maximum  growth poessible for the Life
Meter/Musou Gauge varies from character o
character.

@ Raising Ability Parameters

Chamcters have a total of @ Ability Parameters,

Attack Attack
Defense Defense
Attack Speed
Defense Jump

Agility

24 Samural Warriors

Ability Parameters go up when:

L. Character Rank goes up (Growth rate is
dependent on Character Type).

. Character receives good ratings after a baude,
To increase abilities, a characrer must do
more than defeat enemies. To go up in Rank,
a character must gain EXP Points efficienty.

%57

B To Gain EXP Points in Battle:
L. Deft

deteated (Comman

ar enemies, Dependirg on the status of the enemy

er, Unit Leader, Officer. crc.) the

amount of EXP given will vary.

SKT items, (=k p32)

2. Acquire

3. Clear missions within the swage,

® Ratings After a Batde
Adter a batte, the player will receive a rating in four ma or categories. Each category
will increase different character abilities.

® Rating Analysis
(0 means abilities likely to go up)

1.Clear Time: Clear a stage quickly to quickly
increase a character’s abilities.

4 SpeadHorse Allack/Horse Defense

The more EXP llems (= p.32)
a character acquires, the more
that character's abilities increase.

4 Ranged AttackiDefense

Cleer as many missions as
possible to quickly increase a
character's abiliies.

Abilty increase is dependent on
the nurmber of enemies defeated
with one Musou Attack and the
total number of enemies
defeated with Musou Attacks.

1 Weapon Allack/Delense

o

P ltems
squired:

3. Mission
Completion:

Samurai Warriors 2§
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Ability Level Reached %

Skill Points Used j ;

In addition o increasing their abilides, char-
acters can also learn special skills as the game
progresses. Skills with various effects ca be
learned after clearing a stage.

ning Skills

To learn Skills, a character needs o have
reached a certain level of ability, and must pos-
sess Skill Poines. Skill Poines are given after a
stage, in accordance o a character’s Rating,
(= p. 25)

An ican will appear for an available Skill,

Select the Skill you wish to learn with the &
burton.

26 Samural Warriors

& Skill Categories

The four Skill caregories are: MIGHT,
PROWESS, GUARD and ELEMENT, Ability
requirermnents and Skill Points needed to learn a
Skillwill vary fiom character to character. The fol-

T]

..+ . Balanced Type

... Speed Type |

... All Types

Skills have proficiency levels, The effects of Skills become potent at higher levels. Rare
Skills. which are difficult to learn, have no proficiency evels

Skill icons ate displayed in a branching format that
follows a specific order in which Skills must be
]Cﬂl'”(‘.d. S](illq L‘Iﬁ( Li])FC'(‘if 'll]'L]]Cr '.-]I{,}]]::';(l bl{lljcl'[ \Vi“
have more stringent Abiliy Requirements and will
require more Skill Points to learn.

CHARACTE

MGHT

wiiwing | w390

Yukimura's Tree
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= The Four El cn;ten ts

. MUFPTI-CHARGE ATTACK
= When the following conditions are met,

Multi-Charge Attacks (= p.20) will
become Elemental Attacks.

22 : - jees Sl

| B as

m Elemental Attack Conditions

| e Equipy
® Llemencal Actack Skill has been learned
® Musou Gauge is ar MAX

sped weapon is imbued with an Element

If a weapors Element and a character’s preferred
Element are the same, the power of the Elemental
Artacks will increase. Elemental Arracks also have
levels, and the higher the level, the more potent
the attacks become,

rper is engulfed in flames, and continually loses Life while burning.

Lightning

Target and nearby enemies are struck by lightning, causing massive damage.

Targer is rempararily frozen and unable to move,

cha

@ One Elemental Attack at a Time

Elemental Arracks must be learned for each Muldi-
Charge Attack a character has, if that character is
to use Elemental Attacks ar chart level.

Also, even if an Elemental Artack Skill is learned
by a character, if his/her weapon is not imbued
with an Element, Elemental Attacks cannot be
used.
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| POWER UP WITH ITEMS

nally by all plaver characters.

found. Some irems will have vz

etfect.

ity item will automatically be discarded.

I POWER UP WITH WEAPONS
When enemy officers are defeated by the player,
they will at times drop weapons,

Weapons have varving levels, with higher-level

weapons having a higher base arcack power, Each
character can stock up to 3 weapons, and can
select which one to use before a stage, Once a stage
begins, however, the character cannot change
weapons, Weapons may have various additional
effects, meaning even weapons with the same
name can still be quite different.

High-level ad
20-29 Yellow
| 30-38 Orange
40-50 Red

Same weapon, different effects.

When enemy officers are defeated by the player,
they will at times drop equippable items (= p.32),
These items, once acquired, can be used commu-

When these items are equipped, characters will
gain ability bonuses, or he granted special abilities.
Up to 5 itemns can be equipped at one time, and
can be used from the next stage after they are
ving levels of qual-
ity, with the higher quality ones having more

Ifa player possesses an item already, and the same
item of a higher quality is acquired, the lower qual-

al effects are color-coded

Samurai Warriors
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Abifity Boosters
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In New Officer mode, the plaver can create original char-
acters and train them to become powertul samurai.
Character abilities will vary according to the success (or fail-
ure) of the training, Created characters can be used in Story
mode, Free mode and VS mode. Up to 15 original char-
acters can be created.

I NEW OFFICER CREATION OVERVIEW

The following is the typical flow of creating a new character.
* New characters cannot be saved uncil they pass the Trials of Acceptance,

1. New Officer Edic = P35
Select a character face model and enter a name.
The characters default ability parameters will
differ according to the model chosen.

=» P37

Develop the newly created character. Character
abilities are developed through “training exer-
cises,” and depending on the characters per-
formance, hisfther abilities will go up or down.
Special events will occur when certain condi-
tions are met, through which the character may
be given ability boosts or items.

2. Training

3. The Trials of Acceptance GGAR D
The developed character must pass a set of chal-
lenges in order 1o serve a feudal clan. The “Trials
of Acceprance” are based on the maining exercises
the character performed during training, If a cer-
tain level of performance can be reached, the char-
acter will pass the Tiials and officially become a
samural. Once the Trials are passed, the character

can be saved. If the character fails the ‘liials, the
game ends, and the character cannor be saved,

34 Samurai Warriors

l NEW OFFICER EDIT
Create a new character.

1. Select Character File

Select a file in which to save vour new char-
acter. Up to 15 characters can be saved.

2. Selecr Model

Select a face model for your character, There are initially 8 face models to choose from.
Depending on which model is chosen, certain abilities will be easier to raise than oth-
ers (ability limits are chosen at random). More models will appear when certain con-

ditions are met.

CEREATRLT

Attack Defense
gs.u.l;'d | Spear |Nagriata| Ranged | Haese | Swerd | Spear aiRanged - Hiorse | e | Musal Speed | Agity duma
“Fighter Male | v | ~ v v v
- Anmior Male e v v v
WidMale | « | « v v T
Runa Male | | i (T | i v v =
Fighter'Female L I T
Armor Female |~ ! [ [ v | R
Wild Female v [ | B3
Bune Female v < | i v AEAE —

3. Enter Name
Enter the character's name. Character names

are limited o ten (10) spaces. Press the
START button to confirm.

Samurai W
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R TRAINING I TRAINING EXERCISES

& z - x [
Growth is rared, from best o woast, in £4-[E)- 811

Thain your newly created charac-
ter to increase histher abilities.
“Characrers are trained through
various mini-games called “train-
ing exercises.” The training
petiod is ane year divided into
tour seasons, and during each sea-
son, characters can do up w 3 AT LA Defeat as many enemies as possibla in fhe
training exercises (12 womwl). : time given. KOs and COMBOs may provide
Depending on how characers LR T

perform during these exercises, Ability Increase Ability Decrease
anc how many times they ke {3 Seteoed Wespon Aece [T Urssecid feegon Do
par: in a certain exercise, their 5] Life £8 Rangad Defense
abilities may go up, but they may - dump §8 Horse Defense
alsc go down.

L Training Flow

Defeat enemies using only the Musou

Attack:
u Mugau [T Unscioco Ve Defree

1. Select Training Exercise 2. Select Weapon 1 :
Choose which Eraﬂ;ing exer-  Foreach rrainij‘_gi:xurci:ﬂ d Complete the training exer- WWW“M uRangw HL
cise you want o undertake,  must choose one of three  cise. Once completed, the {.ﬂAgility BHO{SG Defense
[here are 7 different exercises  weapons: Sword, Spear or  Master rates vour perform-
i total (w37 1 panese Halberd).  ance,
exercises have 3 difficulty lev- gainfloss is affected  will change according ro the
els (Beginner, Intermediate, according o the selected  weapon chosen, type of train-
Advanced). The easier levels  weapon. ing and rating received. There
must he cleared before the are five possible ratings i
harder levels can be selected. total (Perfecr. Great, Gooc,
Fair, Poor).

I'he character's abilivies

Training

b 0
Evade enemies and traps, and rezch the
destinatien paint as quickly as possible,

Ability Increase  EEEENIVIN
Speed Ability Decrease

3Lt B8 st Weapm Atk
?E} Musou u Ranhge Defense

Once the training period ends, the characeer advances to the Trials of Acceprance.
Sekctad Waaoon Defarsa uHorse Defense

;- erfarm  the  highest
4‘-‘;/ ' COMBO Attack possble
in the time given,

Ability Increase " Spead

() Sewcta Wiozpon ik Agility

Ranged Attack Ability Decrease

Horss Attack L s W Denss

{elLife '8 ranged Defense
r::_’( Speed ﬂ Haorse Defense

Defeat advancing
enemizs, with bow
aftacks cnly, in the
lime given.

Ability Increase Ability Decrease

{73 Ranged Attack B Unceced oo Dairss
{e]jLife fBspeed
{"j Ranged Defense

Horse Attack

Dallect as many enemy
“arrows as possible in the
lime fiven,

A{n ity Increase  BEQFRIN

m Ranged Defense ~  Jump

Mugou Abil]ty Decrease
Sttt W O 0 U W Ak
Ranged Aftack u Speed

fg': Haorse Defense

, . Maunt a horse and head
Ao the destination points:
as quickly as possible.

{73 Horse Attack [T Unsskots ioanon ek

a Haorse Defanse u Hanged Attack

Life £ 3 Aqiiny

fé; Musou u Jump

. Seferted Wezcor Mk
SelaciadWeegn Defenss
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As a final rite of passage, a new characrer must
face the Trials in order o join a feudal clan and
become a full-fledged samurai. Specifically, the
wials will entail performing owo out of the seven
exercises offered during maining,

When a character passes the Trials, that charac-
ter can be saved as a new officer. Up to 15 new

THIAL TWO)

T resach ¥yt erivimn goal of 100
peiets, you reed 30 mare points

officers can be saved,

ot a Dhaimyo Clan to Serve

Select the Daimyo (warlord) dlan you want the char-

acter to join. There are 9 clans to choose from. Each
Daimya clan has a differenc set of trials.

"INT = Intermediare Level ADV = Advanced Level

Melee Musou Combo Archery | Deflect | Blast Riding
Oda INT AV iR T =
Takeda — — L — | b - INT ADV
Uesugi{ ADV | @ — e - - INT
Tokugawal = T e INT ADV [
Bate Ji— | INT ADV i = i =
Hongani | — AV e INT s 2
Azai — - = INT ADV s —
Imagawal  — s INT ADV - = s
i | wov [ [
2. Face the Tials

Take the trials assigned to you by the selected dan.
The trials will be the same as the exercises done dur-
ing the training period. After each trial, a perform-
ance evaluation will be made.

fee A

3. Results Are Announced

At the end of the trials, a Result screen will appear with
vour evaluation, The minimum number of points
required to pass the Trials of Acceptance is 100. If your
combined point wral from the two tials is more than
100 Points, then you have passed. 1f it is less than 100
Points, then you have failed, and the game is over.
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| USING THE NEW OFFICER

[ Level 1.
Katana

@ Spear

New Officers can be used in the Story mode,
Free mode, and VS mode. The New Officer’s
weapon (Sword, Spear, or Naginara) is deter-
mined by his/her abilities at the end of the train-
ing period. Like the other set characters, New
Officers can improve their abilities and learn
Skills. An original scenario is available for the
New Officer in Story mode.

Ishi-Kiri Doudanuki

Spear

Great Spear Piercer

11

[Leveld,
Polearm

[Level 2 T | ovel 3]

Naginata Onitake
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WARRANTY

90-day limited warranty
KOEI Corparation warrants to the original consumer purchaser chat this game CD shall

be free fram defects in material and workmanship for a period of 90 days from date of

purchase, I a defect covered by this warranty accurs during this 90-day warranty period,

KOEI will repair ar replace the game CI), at its oprion, free of charge.

To receive this warranty service:

1% Send in your Registracion Card.

2. Save vour sales receipt, indicating date of purchase, and the UPC code found on
the game packaging.

3. Ifyour game i

which vou purchased the game.

=D to the stare ar

15 (,'(I'.'(_'I'i_'gl I]ITLI[('I' a4 STOre wWarranty, Teturn the game

4. If the game develops a problem requiring service during che 90-day warrancy

period, and is nor covered by a store warranty, notify KOEL Corp. by calling the
vice Drept. ar (650)692-9080, berween the hours of 9:
5 p.m, Pacific Standard Time, Monday through Friday.

Customer § 30 a.m. to

W

If the KOEI Service Representative is unable to solve the prablem by phone, vou
b f Y[ ¥

will be provided with a Rerurn Autherization number, Record this number

prominently on the ouwtside packaging of your defecriv 1
name, address and phone number, and recurn the game CD, FREIGHT PREPAID
AND INSURED FOR LOSS OR DAMAGE, together with vour sales receipt and
the UPC code within the 90-day warranty period to;

KOEI Corporation
1818 Gilbreth Road, Suite 235
Burlingame, CA 94010

I'his warranty shall noc apply if the game €D has been damaged by negligence, accident.

unreasonable use, moditication, tampering, or by other causes unrelated o defecrive

materials or workmanship,
Online Support

For information on other KOE]L games, or to find hints on specific titles, please visit our

website ar: www.loei.com/

Software and documentation © 2004 KOEI Ca., Lid.
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