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For $8fe use of this produce, carefully ,ead the following section of this manual and tho 
P,ocautions soction of the instruction manual supplied with the PSP handheld 
e-nte11ainment system before use. Retain both this software manual and the instruction 
manual for future reference. 

• • • 
• When operating the unit, play in a well-lit room and keep a safe distance from the 
screen. • Av0td prolonged use of the system. Take tt breat<: of about 15 minutes during 
8V8fy hour of play. • Do not use the sys1em when you are tifed or short of sleep. • When 
using headphOnes. do not tum the volume up befOfe putting the he<1dphones on. Also. do 
not listen at loud volume levels for extended periods of time. Stop U$ing the system 
immediately if you experience any of the following symptoms. If the condl!ion persists. 
consult a doctor. • Ughtheadcdness, ,,ausea, or a sensation similar to motion sickness. 
• Oiscomfoft ot pain in U1e eyes, ears. hands. arms. Of arry other par! of 1he body. 

Eii:Iei·l,tlli·lihi·l·H44li!i4•i0 _ 
• This disc is PSP'M tPloyStation.Ponab!o) format software and ls iniended fo, uSil wtlh tho 
PSP system only. If the cflsc is used with other d-0vices, d&rnage to the disc ot to tl\C Cl'cvico 
may result. • This disc is comp3tiblc for use with Ulo PSP1M sys1om markod with FOA SALE 
ANO USE IN U.S. ONLY. • Depending on the software. a Memory Stick™ Ouio ot Memocy 
Stick™ PAO Ouo (both sokf separately) may b8 ,oquired. Rofor to the software manual for 
full c,.nai!s. • Oo not use whi!e <1rivin9 or wa!k.ing, Oo ,,ot use in airpla,,es or medical facilities 
where use is prohibited or restricted. • Set the PSP™ system's ...virclcss notwotk feature to 
off when using tho PSPn,\ on uains °' in 01hcr e<o-wdecl locations. If used near potSOM w11h 
pacemakers. the signal from the PSP'"" system's wireless network feature could interforo 
with the l)foper operation of the pacemat<:er, • If paused imegfitS are displayed on the sereon 
fOf an ex.tended period of time, a fttint image may be leh permanently on the sc,oon, • 
S1ore the disc in its e&Sil when not in use and keep in a place out of 1hc roach of childron, If 
1he disc is !eft 001 this may result in warpin9 or other <lamage to the cfisc, • Do not leave !ho 
disc in direct sunhght. near a heat source. in a ettr or other places subject to high heat a~ 
humiditY, • Do not 1ouch 1he opening on the rear of the disc (r800fdin9 surface of the <11.st, 
see drawing). Also, do not allow dust. sand, foreign objects or other types of dirt to 901 0" 
the disc, • Do not blocl: 1he opening with paper 04 tapo, Also, do not write on the disc. • If tho 
opening area does oe1 dirty. wipe gentty Wfth a soft cloth, • To clean 
1he disc. wipe 1he exteri0t s-urface gently with a $Oh cloth. • Oo no1 ~ 
us-e solvents svch as benzine. commercially-available cleaners not fi"'t 
intended for CDs. or and-static sp,ay lfltended for vinyl 1.Ps as these v 
may damage the dii;.c. • Do not use cracke<t or deformed discs or / 
discs that have been repaired with ttdhesives as these may cause '-'~=::-.Aa 
console damage Of malh..1nc1ion. • SCE will not be held liable for Recorded surfaco 
dllmaoe resvlting from the misuse of discs. 

' . 
Press the right side of the disc until h is In tho positu:m 
shown in the dra,....,ng and then remove it. It exce.-.s forco 1i, 

app!~ this may result in dam&ge to the disc, 

Insert the bottom side of the disc and then piess on the top 
side until it clicks into place, If the disc is not s 1orod 
properly, this may result in damage to the disc. 

- r1avSta1ton- and the "PS" Famdy logo are rog1s1ered trademar1(s and -psp- and ·uMO,. aro 
uademarh of Sony ComptHer Ent&itainmem Inc. "Memory Stick Duo· and ,.,MemOfY Slick PRO 
Duo .. nre uadema1ks of Sony Corporaoon. 
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i~etting ~tarteb~ 
.Rigbt sibc li"icill 

c.OX0-1'11 
buttons 

' IHI-I- POWER/HOLO switch 

jfront uichl 
Oise cover DC OUT connectors 

' 

IR port USB 
connector 

OPEN latch 

Set up your PSP'" (Pla),Stat;on®Por ti\blc) system accor<lu,g to tl1e 
i:nstructions ht U1e mrunull su_pplled witlt U1c system. Tul'n 01c 
system on. TI1e 1mwer indJcato1· llgbts up lll green nnd tlte 110111.c 
menu is dlsplnyed . .Press the OPEN latch to open the disc cover. 
lJ\'Slll(l' PoPoLoCroiS dlsc witl1 the lnbel focing awny from the 
,;-stem, sUde ,mtU Ii.lily iJJsc,rted and close tl1e ,Use co,·er. From 
t.hc PSFM S)'Stem's home meuu, select t11c Game icon <\ml tJ1cn 1 he 
IJ~fD Icon, A thumbnail for U1c software Js displayed. Seled tJ,c 
tluui,bnnil and press U,c ~ button of Ute PSP"' to sbu-t tl1c 
soll ware. F-01Iow 01e on-screen htsh-uctions and l'Cfcr to this 
111n111111l rox i11JOr.m11Uon on using Ole soilwnrc. 

.\'01'10£ : Do ,wt <:_jed a UilJ/)TM while it is playing. 

~ i'IRi'IORY STJCJi, DUOTM 
lVarning! Keep Memory Stick J)uo media-out of reach of 
$mall cltUdren, as I.he media could be suxtllowed by accident. 

To save game scttiugs and progress, irL~crt n ~~etnory Stick 
D110 into the memotJ Stick slot of your PSI~ You can Joacl 
saved game Qufa (rom 01e sa.nle memory stick or any 
.Hcmory Stick Duo containing pre\'iOusly saved gmnes. 

i~tarting fflp~ 
ill~~™ (~lap~tation®~ortablc) 
spstent configuration 

L button tCO screen Rbutton 

Oirec1ional 
buttons 

MEMORY 
STICK 
OUQ1M 
access 
indicator 

WlAN 
access 
indicator 

Analog stick 
S1rap holder 
Left speaker 

• 
' . 

HOME button --~ 

Volume 

?>-~ CON'J'.ROLS 

-

AOXO 
buttons 

POWER 
indicator 

HOLO 
indicator 

Right speak-ef 
'-- START button 

'--- SELECT button 
'---- Sound button 

'----- Oisplay button 

Black. tc.1,.:l, a,-c Jimctions on lite map. Rell le.:rt is 0Uw1: 

I, l•ntf.ou 
(But Uc) Change direction. 
(Shop) Decrease <(tutntily l,y 10. 
Open battle jom»aL 

0 h,,ttou 
1alk / Search / Open door. 
P1·occccl . 

® bnt(ou 
(}petl Tl!OJ} 

Direction buttons 
llun / Wulk (,,b1le hol<lin~ !X button). 
Mo\'e cun;or / Sclc_cl'. conurumd 
(Battle) Select move polJ-1!. 

S(art buU.o,, ' 
Skif> movie. 

fl buUClH 
(lla,Uc) Cha,igc direction. 
(Shop) Increase qmmUty by 10, 
(Field/Duugeon) Zoom. 

® bu(tou 
01Ucel (Auto Al ootUc) 
Open couumu1cl menu. 

0butto1.1 
()pen 1na.ill...!.!1e1111. 

Auatog s lick 
Run / \Vollk (while holding X hutton). 

lfonae butfou 
Quit game. 

Select button 
SuhtiUe.s ON/Ol'll. 



~ ~totp!-it 
'10 l[l!t;t'CS a:;o, ';/:>o';po/!,oel/.ois h'4S tuv1ed i11to t.111 iCI( 

1oaste/1111d, covet,ed i11 s110,o ,11,d ,ol,lpped 611 cliillit ,oi11ds. 

<:?;lits hozzi6le cfta,,,;e ,otts c,1used 611 tl,e !Jee 'Z)e,11011 ,olw 

can,e izo>n tl,e .C,md ot !Jee. <:?;J,e Jee 'l\e»io>t ,1ttacked 

?:,o?:,o,CoC,zois, alo115 111itl1 /,is iouz evil 1oiz111ds. <:?;1,e 

people o.i ?:,o?:,o.CoC-zois did 110t J,1111e the po1<1ez to stol• 

tliem a11d tl1e•1 6e:;a11 to 7ive up lwpe. 

<:?;l,e11, 011e d,111, a 6e,1utiiul dza,;011 ca1>1e do,011 tzom tl,e 

l,e,we11s to pzoteet ?:,o";/:>o.CoC-zois. '7;l,e Jee 'l\e11w1, 

,111d tl,e d'1t170J1 601.,,;ht dmt 11.itez d1111, fioz >ntl>tlf ioeek!!, 

u11til t11,11llit tl,e J ee 71emo11 1011s de.ie11ted. But ,.,f,e11 tlie 

Jee 71e»io11 tell i11to tl,e Woild o6 711.11k11ess, lie took tlie 

'Z)za501, ioit/1 lii111. 

Cli>ne lias p,1ssed ... /l11d i n pe11ee6ul ";/:>o?:,o.CoC-1oi.s, 

f<.111',i ?:,,11,lo's so11 ?:,1et10 is cele61,1ti11,; 1,is te11tft 

6;,,tl,da•t· <:?;lie people o.i ?:,o?:,o,CoC,1ois l111ve put 011 11 

,.,ondei.iul cele61ati.011 fio1 ";/:>ietzo, a111i 111<11111 ,oell-wisliezs 
/,ave se11t /,,,,, c,uds a11d fil6tg. 

But .. . fioz some zeaso11, ?:,iet110 still seeing lo11el11. 

'"""4 ""-~ 

After Ote opcu.iug 1novic, 01e title scn:en will appem·. 

,.i..""" 

--...~~ 

S!art a new ganu: from tihe begituling. 

~ LOAD G1\lllE 

Load a saved game and continue the story fro1u a 
previously saved poit1L Select this option if you 
luwe saved data. 

Rcsmne the story front a "quick saved" point. Note 
that "quick saved" data will be overwritten when 
t1ie "quick save" com.rnand is selected ne.,-t tune. 

See J)<l[)e i for more ·'quick save' i11fonnalion. 

I • About savill[J /.lie r1ame. 
11ie r,ame can be sewed by selecting "Save gmne" al sa.ve 
pl)inl-~ such as inns (see page 1:J). 

111 order lo save I.fie gnme. a .\1cmory Stick Duo or 
,lfemory Slick PRO Duo wit.Ii a minimum of 496KB of f i-ee 
space is necessa.ry. 

In _«ddilio11, a "'quick save'' can be perfor'.ned a.I. ot'iter_J 
pomts (see poge i). 111 order to do« "q111ck save," w1 

' atldit.io,wl 496 IaJ of fi·ee space is necessary. --



jfiell:l ~creen 

Prill<"e Pietro (main c/rarncter) 
Party rnembers follow Pietro. 

You control Pnuce 
Pietro lo play the ganle. 

\\1hen Pietro e11com1t.e1-s 
monste,-s on the field 
and in villages, the 
screen s" itches to t l1e 
battle screen. 

~ lllOVING ON 'l'HE FJELD 

Dse the direction 
buttons or analog stick 
to move. To walk slowly: 
use the direction 
buttons or analog stick 
while l1olcl.i.ng down U1e 
0 button. 

~ 1'ALK / SEARCH / OPEN DOORS 

Use the O buttoJJ to r ~'.~ .,1 
Wk to people, search .al_ ~r.,.r d 
an area, or open a door. y •~- j 

.... _.. ! .. 

~ OPEN ilLUN !IIEl\T(J 

l Tsc the © button to 
open the 1nai.n 1nenu. 
The ,nain ,aenn is 
where you select 
conuna.nds and 
cha,,ge options. 

See page 8 for more info. 

"' 

-

" ' I l.H ~ ' ' 

OPE.NM.AP 

Use tl\e @ button to open the area ,nap. To -view 
U1e world map, press O button wbile the area map 
is displayed. , 

.tlrea m<tp Current posiuo11 
1/lew area 11rap of selected <1r-ea. 11 flag is c/i.$played a,6 the , 

qestim:t1iori point, 

~ OPEN B,"\Tl'LE J()U.K:l\"AL 

Press the L butto.n, or seJect it in tl~e main me11u, 
to vie'w the battle jouni~l. \Vitl1 tlie »altle jo1u11al,, 
vott cam view lhe c."IJ:ds of nionsters that Pieb·o l1as 
jJ1-evio1,sly ,lefeated . .Pxess the O hutto.n to ,tjew 
the selected n1onster's details. 

, lrea list 
List.s the al'eas tlrat Pietro 
has visited. Monsters 
appearing in t'h(l.t al'ec, are 
displmJed. 

Card siw '======Card 
111onster cards are either: I/ the monster is defeated, 
Small; 11/edium_: Large: or the c<trd of that monster is 
Extra Large. l're.ss the L or clisp/.ayed on tire screen. 
R button l,o switch. 

~ ~UICJi SAVE 

Press Ute 0 button to open the main 1ne1111, tlten 
select "quick sa,·e" to save aJJcl quit the game. 
In qrde;- to "quick s,we," a i\1efnOry Stick Dt,o or 
ifo,mory Stick PRO D,fo, with a UU1tin1un1 of 
!JB6KB of free space, is necessary. 
Qitick saYed data can be re&,uned by selecting 
''ConU11u'e" from the title screen. 

See .page 5 for more info about "Continue,' 

• Quick save cannot be selected or perform<¾! 
durinfi et-ents or /Jal(/es. 



;illatn ;£-lllcnu 
On tl1c field screen, press the $ button to open U1e main 
mctu,. You can select fi-0111 llvc menu co1ruuands . 

Command meuu 

Status 1vi11dow 
Use the left a.nd ri[Jht 
direction buttons to 
switch cltaractcrs. 

Current 9old 

Description ,vindo,v 

['7Yie,oi1t, tl,e S tatus Wi>,dow} 

Current level 

Ourrcmt HP I ,Ila.rim um HP 
Current ,lll' I 1\f(lximum JIP 

[Viewilt~ tl,e eo»1»1<111d //ile>iu. j 
-~ Q Special Skills • Page 9 -- -Q F..quipmcnt • Page 10 ~ 0.J ,U DatUe Setli.ug • Page 11 

-@;l} View / Options - Page 11 -

~ledicines cat1 be used and oilier items can be ,iewed here. 

To use n1edicines, select the 
1neclicine you wish to use, 
and the cha,-acter you wish to 
use it on, with the +) butt.on. 

• Item i<·ons Item list 

~ i\BO\J'f l 1'F,;tl ICONS 

Items are organized in sL, di.fferenl categories. 

[Vie,t1i>17 tl,e Jte,., Jco11s J 
i\lcdicines 
tiflt i\lcdicincs, food and 
e'4I se.eds that can be used 

as items. 

\\'eapo11s 
~ S""ords and cane-~ that 
~ increase at1.ack power 

when c<1uippcd. 

Accessoiics 
.-.-t; Items such as rings nod 
~ h111cclG'f.S that l1a1·e. 
~ effects when equipped. 

Uid<Jt0\\11 Hems (Page ~iJ) 
·tfilt 111cse items arc used 
~ ror Ga.mi Gami DcYil's 

"Sli11gshot ... 

Esper Hems 
~ \111e11 used i.u battle, 
~ they ~•muuon .mo11sters 

that hght for ilie pa1ty. 

Importiinl ItF 1s/Souvcnirs 
~ These are ilcms rclat.ecl 
'E2ili to tl1e gallle ·s .story. 

$pccial $kills • 
Special skills are distu•cti,·c 
!llagics and al.lacks that each 
cl1ru-acter posse.~ses. Special 
skills consume the chru.-aclcr's 
i\IP when U1ey are used. 

To use a special skill, follow 
tl1e direcUons below: 
• Select character to use 

special skill. 
• Select which special skill 

to use. 

• Sekel I.he tar"ct that. U1c 
"' special skill is directed. 

._ ___ , 

Speciul skill ,wme I uve/ 
/ ,IIP co11s11med 
Special skills that can be 
used on the field are 
e11closed by blue lines. 

SpeciCII skill experie11C<' ==" 
I11dicat,;s the selecle<I 
speci(I/ skill'.s experience 
<111<1 the e,\]Je1ie11ce 11eede<l 
to reach the nexl level. 

• 1\bout sp1•ciC1I skill /e1•el up. 
'I ll'11e11 Ilic party defeats monsters in battle, each character 

will ear11 e.q,eriencc points ft>1· each special sldll tlwt the 
character lws lean1cd. ll//1e11 e110119/i expcrie11ce poi11ts are 
earned, the clwracte,·'s special skill levels up. 

• • 



<!fquiptnent 
Equipment and accessories 
can be changed iu this screen. 

Equipped w,i11po11 / Accessories 

\Veapo11 I Ac.-·essories that -­
C(III be equipped. 

Stat us of' selecte,l clutrac/er. 

G11rre11t status I 1lbility 
HP 291 291 />IP 172 • 172 aj1er clut11gi11g equipme11l 

l'A_,, .. k.....,3-=03..,.,• ,.3,.,03:-:$,-o_.,.f_..,23,.,6,.10..,...2-=9:<15 1l /)/ue arrow is displayed if' 
A-; 186 + 185 b <• 72 + 72 the ability will increase 

lMPft , 127 -+ 127 " D•! 13~ •1·•513573 after chan-.<1i11g equipme11t. 
Ex erl~nc~ " • 't!s::;.'t:,,:"1.f .~v~e':-1--'11-- .... t18:;;9~5:;17 A red arrow dl$played if the 

ability will decrease after 
clumging eq11i11me11t. 

----- _.,... ___ _ 
HP Characi.cr's slant.inn. ll decreases when a 

charader is clmnaged. 'Ille character will 
be knocked out if it reaches 0. s.------------------ ------------------------------

)JP Character's magic points. It decreases 

-----------------AU< (Attack) 

~-----------------Def (Defense) 

Luck 

------------------

------------------~ll)ef ()la~ic Defense) 

l----------------

when a special skill is used. ---------------------------------AtlCcts the au101u1t of damage when 
aUack:in~ an enemy. 
-------------------------------CharaclCr 1·C(,-ch-e...;; less damage if Def 
(defense) is high. ----------~-------------------~ CharllClCr has \,;dcr arcn of 1110\'Cmcnl in 
battle if Agility is higher and the 
c:haractcr's turn COn\CS back fa$ter. 
.-\fleets the nt(e of t:vncling enemy attacks 
,uul criUcnl 1tits on the enemy. 
-----------------------------The effect of a spechtl skill increases 
b,ascd 011 i\U\,-.·. 
----------------------------~fagic dcfouse. Damage caused by c.uc,uy 
SJl"Cinl skills decreases as )!Def rises. -----------------------------~ Amo11t11., of e.-...pcricnce camccl. 'l11c 
cltru-actcr lc\·els np when U1e needed 
nmcnml of c:.,1.>eticnce is ea1,1ed. 
-------------------------------~ E.'"pcrience t11e chamcltr needs to reach 
the next. level. 

0 ~3J ~attlr ~ettings 
Al Bat!le settings is 
"automatic" by default. 

See 1x1ge 21 for det<1ils. 

Five 10enn commands arc 
a,ailnble. Select. the menu 
command you ,vaot with 1J1e 
~ h,1tton. 

/:' Options -
-0 i fop • Page 7 
~ 

Iii Baltic Journal 
-==- ~ Page i 

~ Organize Data 
~ 

Quick San~ 
• Pagc7 

}.!ultiple game settings can be 
adjusted in the options menu. 
Press the G button to conOnn. 

Opens tJ,e map. 

If the pruty has U1e "~Jouster 
Cards," tl1e Battle Journal is 
available. 

You can delete daLa here. 

(2uick saYe is perfonnecl and 
tl1e game cru1 be safely exited. 

...9.P!~'!.'~~!.!!!!!,1 ___ -- ---------------------------------
;\lessngc Speed ~Jes.sage speed can be changed to Slow. 

~kdium. and Fast. 
;----------------- ----------------------------------✓ ;\Iovic Sub!illcs Tum ON/OFF movie subtitJ,,s. -------------- ----------------------------------l3GM Vohuue Set tl1c BG~! (music) ,·ohunc from 0 

(Silence) to 9() Ofa.ximum). 
:r------------------ --------------------------------~-SE Volume Set the SE (sound effects) vohw1c from 0 

(SJlcnce) lo 99 Olaximum). _.,..._ 



Qcqttiptnent 
F.,qu,ipmcnt and accessories 
C.'\Jl be changed i.n this screen. 

Equipped we<1po11 I A<:cessories 

111capon / , lc,,es_,ories that -= 
ca11 be equifJped. 

Slatus of" sehu·led clwracter. 

HI' 291 172 112 
A ,k 303 + 303 D«f 236 II 295 
A i 186+ 185 b <l. 72 -+ 72 
l,(!'w, 127 .,. 127 l,l l), f 137 • 137 

C11rre11l status I Ability 
after cha11.qi11g equifJme11l 
A blue arrow is displayed if 
the ability will increase 
after chcmging equipment. 

Ex =-:ien~ 414563 
A red arrow displayed if the 
ability will decrease after 
clumging equipment. 

t N t L:vd -18957 

SUllus name 

Ill' 

~----------------
~----------------Alk (Altnck) 

Def (!)dense) 

------------------

------------------Luck 

-----------------MP\\'I" (~lagic Power) 

~-------------·· Ml)ef ()lagic Dcfonsc) 

r~----------------Exp,cricucc 

------------------~ext l .cvcl 

-

CharncLer1s stamirHl. I t decreases wl1cn a 
character is damagecl. The chanlclCJ: \\ill 
lx: kuockc<l 011l if it reaches O. 
---------------------------------~ Cbarac(er's magic points. It dccrcuscs 
when n special ski.II is used. 
---------------------------------~ AJlCCts the autotuit of damage when 
attacking an enemy. 
--------------------------------Character rccciYes kss <lamage 1f Def 
(defense) is high. 
_________ ...,__ __________________ _ 
Character has wider arcn of lllOYCmcut i.n 
balllc if Agilily is ltigher ancl the 

~~1~':C!!~~~'2~<:l~:~!.'~: J;:~~~~------~ 
Affects the !"ate of evading enemy at1ac.ks 
aud critical l1its ou U1c CllCJll\". 
----------------------~-----------1 ll1e effect of a special s ltill increases 
based on ~1P\(T. 

---------------------------------~ Magic defense. Damage caused by enemy 
special s kills decreases us )IDef rises. 
-------------------------------.1Uumm1., of e.,1x:rieuce t.~.amcd. 111c 
cl1amcter le,·els up when Ute needed 
amonnt of C~1JCricuce j5 cnn1ed. 
----------------------------------Expcric11cc the character needs to reach 
the next level. 

~] 1hlattlc ii>cttings 
AI Battle settings is 
"automatic" by clefaull. 

See page 21 for details. 

ijd 
l~ve menu conw1m1ds arc 
available. Select the menu 
comn~and you waul with U,e 
~ button. 

{7Jtc,oi115 tl,c optio11~ J 

~ Options -

iii Battle Journal 
~ ·Pngc7 

?1-Iu.ltiple rra,ue settinas C!Ul be 
" " adjusted in the options menu. 

Pres.s U1e O button to confirm. 

Ope.us !lie map. 

ff lhe parly has the "~lousier 
Cards," !lie Battle ,Jo,u,ial is 
available. 

~ Oxgmtizc Data You cm1 delete data here. 

~ Quick Sm·e 
...ii... · Pagc 7 

Quick s.we is pexfonned mid 
the game can be safely ex.ited. 

Oplions ?llenu 
"------------------ ---------------------------------)[essage Speed i\lcssagc speed can be chmiged to Slow. 

)kditun. and Fast. 
----------------- ----------------------------------~Io,ie Subtitles Tum ON/OFF mo,·ic subUUes. 
----------------- ----------------------------------BGi\l Voltunc Set tJie flG~l (music) n,Iumc from O 

(Silence) to 99 0.fo.-wnmn). 
Ii----------------------------------------------------SE Volume Set tJ,e SE (sotu1d effects) ,·olume from 0 

(Silence) to 99 ()h1xinmm). __ ..__ 

• 



~jf actltttes~ 

\l'hcn "Buy" ls select.eel in a shop, U1e window sho\n1 
below is displayed. Select an item to purchase ancl press 
Ute O bullo.u. "lbc.u, select how nrn.uy items to buy and 
press lhe G bul to.u again to p,u·chase Ilic ltcn1. 

C11rre11t gold 

Statu., of selectecl clwr«cter 

I,,._..,.,_ Item description wi11clow 

List of i(,ems and the a11101111t the party possesse.s 
On t/1e right si<le, the price of each ilem and 1um1ber of 
items the p(lrty possesses <ire d isp/a!Jed. 

~ , - BUflNG I N QUANTl'fl' ... 

\vl1e11 selecting Ute munber of items Lo buy and 
•'Buy All" is selected, the maximmn numbe.r of 
items will be purclrnsecl . - - -• Ch<'ck tlw ch<1racter !Jr<1pltic whe11 selecti11!J eq11ipme111! 

lf you place lite cursor on ,, we<tpon or <tccesso,ies whe11 
purclwsing it, 011 the items screen. or 011 the equipment 
screen, a11 arrow is displayed 011 the status wi,ulow near 
the j<,ce of the char<1ctei: 

Selected weapon I 
acce.-.sory is 

already equipped. 

$talus incre(Lses 
ifselectecl we<tpon 

I accessory is 
equipped. 

h!",c!91 l i!9t 
11P, I :"le ,- I :1i! 

Status decreases 
if selected weapon 

I accessory is 
equipped. 

.-
• 

• 

~.efii11g ·fre1ns in a s(Jop --\\'hen "Sell" is selected in a shop, the window sl1own 
below is displayed. Selecting items to sell has tl1e saine 
procedure as purchasing items. 

C11rre11l !JOld 
" • Item icon (see pa!Je 9) 
• ' 

Item descriptioµ window 

List of iiems i11 possessio11 
On the ri!Jht side, the p rice of each item and m11nl1er of 
items the party possesses are displa!Jed. 

blll$ 1u·e places to heal tl1e 
parl)'s IIP / i\IP, and also lo 
sa,·e the gtuue. 

~ STAY Ol\'E NIGHT 

All members' HP and ;\IP is restored niter slaying 
at an i,u1, but you haYe to pay for tl1is sen·lce. 

~ SAVE THE G,\J.llE 

An inn lets YOu save • 
the ga1ne. Select U1e 
data to save and press 
~ button. 

-• Other save points. 
There are other places. such (IS a '•L iyht Pillw; •• I/wt let. 
you save the game. A lso, there <tre places that. restore all 

~ party memben;' HP a11d ,JJP. 
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Tile sci·ecn switches to tlte battle screen sho"11 below 
when t11e par(y encounters a n1onst.er. 

Stal i,s win<lo,o 

Enemy monster 

[Battle S 1Y1ee11 Status Wi11do,o} 

- :r.t--: C11rre11t /eccl 
~\3 l.i~ C11rrent BP 

'~ O~~ Current .\fP 

• ~ . . 

.tlciive 9a119c 
* At t.hc start of t.hc game. the clefauH bnttJc setling is set lO au(o 
AI battle. If yon \\'ish to use .:~lanualn for battle, please change 
tltc scttiJlg lO "j\Janua.l." wit12 ",U Conuuaud.'' 

]Battle jflow 
Battles ,u·e fought in a real-1.iJnc tu111-based mctJ1od. Each 
character has 1u1 active gauge, which increases. Wl1en a 
character's acth•e gauge is full, tl1at character take.5 a h111:1. 

~ ,\C'l'IVE G,\ UGE INCREASES 

\Vheu the gauge is full, the character's battle 
co111111nnds are displnyecl. 

St(l/11s window ------
11te larger status window 
displays lite character 
cu.-renlly taking a turn. 

H(,tl/e COmm<md Description wi111/ow 

Selecting a battle command is how you conuuand a 
character iu battle. 

Status window ====== 
The forger status window 
displays the character 
current.lg t<1ki11g a turn. 

Batlle co111111cmd 

Cr Focused Attack • Page 21 -

~ ENDTURN' 

Once a battle 
comn1a11d is selected, 
the cha111cter's hu11 
ends and its actiYc 
gauge empties. 

Description ,l'in<low 

~ o5.l l'Iee • Page 20 

~ 0 AI BatUe - Page 21 -

~ FULL GAUGE CHARACTER TAii.ES 'l'URN 

A number appears when the character attacks an 
enemy or uses a healing spell. 
\\11ite 1111n1be1'S: Normal attack damage 

Yellow nmnbc1'S: 
Green n1u11be1'S: 

S ine numbe1'S: 

Critical hit danrngc 
Healing 
i\ f P is restored 

. 
• 



I ~ 

I 

.. 
c!Janges 

An icon is displayed al,ovc 
the characl.er's hend if the 
character's s(a(us is not 
nornutl a.Iler getting attacked 
by all cnemv. 11,e slatus 
ci1ange \\i.lJ ·go away after a 
cc1·tain period of iin1e, but· 
ite,us or spells can ,tlso rerno,·c the status. Status changes 
can cause IJ,c chiu,1cter to act slow, stop, sleep and more. 
It's wise to inunediate1y ren10,·e a,~v status change U1at. 
oue of your characters has. 

() 
,.,.......,. 

~ 
r"; "i 
~ 
@ 

~ 
(i) 

Stone Characler's body is paraly'l.ed and active 
gauge slops, malting 1110,·ement di.O}cull. 

Sleep Chru-acler falls asleep ru,d active gauge 
stops, making any actiou unaYailable. 
The character wakes up "·hen hiL 

Poison Character's bodv is inllieted wiU1 poison, 
causing dau1age over tin1e. 

Chaos Character's mind is su-uck wiU, chaos, 
causiJ1g confosion. The chm-acter "·Lll 
nu,domly attack ene,ny or pmty mentbcrs. 

Slow Character 's agility is decreased, makir1g 
tJle active ~augc slow down. 

Age Character's body feels old, decreasiug 
111ovei11cnt aud c,-asiou. 

•~J· Stun 
~- I,~) Character's body is stunned by magic, 

and ca1u1ot n1ovc. But, Lhe character can 
st.ill aUack and use items . . ' 

·~~­
~ 

.. ~ ~ .... 
it•~~-_-,,,. .... . 

•• 

' 

i 
l 

When ,l[l cne1nic!5 
After defeating all enemies or all enemies nm away, the 
party wins tl1e battle. Victory conflr111atlo11, Exp and 
special skill Exp earned, gold ean1e1l, mid items oblainccl 
iu·e displayed .in tl1a! o,·der. Also, wl,en a chm-aclc,· levels 
up, a message is displayed. 
,n,eu a c.hm.-acter is lo,ocked out in battle, Ute cl1m11ctei· 
rejoins the party wilJ1 1 HP all.er U1e haUle. 

--''! r::::_: ,r,- 1 
1 

When tbc pnrtv 
'"lien a cluu-acl.er's HP reacl1es 0, that. character is 
knocked oul and is not able to flgl,t \\1,en all u1embers of 
tl1e party iu·e knocked out, the party loses. IJ Ute par!J 
loses in bal:IJe, the game will ., 
resun1c from the last saved •~ ,,_ •.•• -. .. 
point witlt half tl1eir gold 
total. liarned experience 
r emains U1e sruue if Ute party 
loses tl1c battle. 

See page 13 about saving the game. 

•111 some occasions, dcpcilding on Lhc sce.ua.fio. il1c game migl1t 
resume fi:-01a a cc1tnin point after the party loses in battle. 



~J'iattle ~ommanbs~ 

~ -==-1/ %lttacli 
11,is con11nru1d allows U1c character lo move and U,en 
attack. You cau also choose to only move or ooJy atlack 
wiU1out 111oviJ1g. 

,i • 'J'ar.qet field (l?ed) 
Charac/,er au acks when an 
enemy is within this field. 

Area tlu1t fire ch"racter ca11 move 

~ ,\.'l"l'ACli / ~IOVE ORDER 

. -,,..,, . ' ,. .... ~ ,.... ... . ... -.... 't;._"r 

Use ll1e direction bullons to mo,·e ll1e characler lo 
ilie area you wish to 1nove (chru·acter doesn't have 
to move). Use the L 
button and R button to , 
change the direction 
U1e character is lacing. 

After you haYe moved 
the cliaracter lo U1e 
desire location and 
direction, press the 0 
button to coufinn tJ1e 
movement. \\11en a 
monster is with in the 
target. field, t.he character automalicaUy attacks 
tJ1e monster and tJ1e damage iu11ount is ciJsplayed, 

•JVhe11 attacking a monster frrmr the sicle or 
behind. tire damage is increased. 

I 

USING CO~IUJNATION A'IT,\.CliS 

If">lovc/Attack" is 
selected when the 'lij 
focused attack gauge 4 ~ 
is full, two chan1cters @ ~ __ , "i; ) 
can perform a .., 
con1binalion attack. -
" 'hen tJ1e two characters arc posilioncd on U1e 
llclcl in a certain way, tl1e targei. field will tlu11 
pink. Ptess tJic O bull.on when the target lleld is 
pi11k to perfonn the co1nbination attack. 11,ere ru·c 
nuUJ.v dillerent cha111cters mid posit ions that allow 
for combination attacks. Try experunenling with 
many dilTc1·ent. positions. 

See pa!Je 21 for focused att<1Gk ga"f/ info. 

• Only 011e co111bi11atio11. 11ttack cwt be used per battle. 
• If tlte n1011ster'is 1101 wit.frill the tar!Jet field when 

positioning the rombinat.io11 attack. tire target 
fie/cl will 1101 turn pink. 

$pecial skills 
Special skills use )IP. 
Characters can use special 
skills to attack enen1ies and 
heal parcy· mc,nbers. \\'hen a 
special skill is selected, U1e 
larget field is cJjsplayed. "'-"'-·"· •:.,•~,;.•.,.. -----
Select the target field you wish to use 01e special skill on 
,uul press tl1c O button. 

~ USING SPECLU, SKILLS 

·n1e target field color changes depending on the 
special skill used. 

Red (.1ltt11ck.): Clta.-acter will 
attack Ute monster(s) within 
the target field. 

Green (lfea/): Character 
will /teal the clw.-acter(s) 
within /.Ire tar!Jel. field. 



..... 

111is commancl allows you to use mecliciue.~ ancl Espers. 

;.___ .... -. ,.-.,., USll'VG ~IEDICINE J1'E~IS 

\Vhen a medicine is 
sclectccl lo use, a 
green target Geld is 
db1)layed. Select the 
characl.er l.o use the 
medicine 011 aucl press 
the ~ button. 

~ USING ESPElt ITE~IS 

\\'hen an E.<sper ilem is nsccl in battle, it sm1unous 
a cha~1,cter (J.uoust.er) that joins the part, and 
fights with enemies. You are able lo control 
s111n111onecl characters with baltle couunands. 
\\1hen the sununoned creature's l:IP reaches 0, or 
the battle ends, it disappears. 

.llagiC<tl monster: 
Jewel it.ems sumn1011 
monsters. A Jewel can only 
be used once . .tlft,er it's used. 
i i disappears. 

111is conun1u1cl allows you lo 
llee from battle. 'I11e pru·ly 
can flee from battle at 
anytime (except when facing a 
boss). \Vhen Oeeing from 
baUJe, U,e party will d.rop 
some of thcit• money. 

ll'arrior: 
Orb items s1m1mon a 
w<uTior Ji·om another world. 
They can be used as mw1y 
lime as you wish, but tl1ey 
cost JIP to use. 

• 1'h':,.JiC1rly cannot flee from sof tc b£tllles. 

Cr - =-
\\lien tl1is comnrnnd is 
selected, the character skips 
one tun1 and r~m attack the 
enemy ne:\1 tul'n wilh grcateJ· 
damage. \\'hen lhe focuse1l 
altack command is selected, 
tl,e acli,·e gauge changes to the "focnsecl attack gauge" and is 
displayed in reel. If a character attacks an enemy when U1c 
focused attack gauge is foll, drunage to tl1e enemy is greater 
Utru1 a nonnal attack Also, foouse<l attacks can be used to 
perfonn co111binat.ion attacks. Remember tliat Ute active 
gauge relun1s lo nom\al next tun,, C\"en i.f the cha111d er doe-~ 
l)Ot use a focused attacl, when lhe focused a(tack gauge is lidl. 

See J)<19e 19 for comhi1wlio11 c,ttack info. 

1.1,is conuuand leis you 
cl1ru1ge yow· auto-bat tle set• 
up. D1u-i11g battle, characters 
auto1natically move and select 
battle COlllllllUlciS tutless 
"~Ianual" is sekded. 

C mnH1t111ds 
~Ianual 

full Assaull 

Auack 

Player mrultlally selects batlle co11un,u1ds. 
Members use tl1c strongest attacks/ skills. 

No skills are used. 
DcfcnsiYe Members focus on keeping their l·IP high. 

~ SWITCH ;\.L'TO-BA'l'l'LE '1'0 ill1\ NU1U,? 

\\~1en an auto-battle mode is selected, battles 
progress iu1tc1111atically. \\'hen you wish l.o control 
yotu· characters manually, press ihe ® button when 
i t is the chan,cter's lt.11,1. The battle conunand 
Jnenu will be displayed and you '11 be able lo 
cluuige Ute character's batlle COJI.IJIUU.1d. 

• At the begi,ming uf /he {Jllm<'. (he A I be1llle 
,·011111w1ul is set lo automatic. C:11/ess '·,Jfamwl"" 
is set, you c,1111wt co11tro/ /)((/l/cs. 

y 



I A J)ariy member reco,·ers 50 hit points. 
-po;.~t-ShQ~;;;--------------------------------
'llie entire party reco,·ers 100 II.it poinls. 
-------------------------------------------------... 
' 
Nuts 
Striped mice love these nuts. TI1ey arc usefid for rcstol'ing 

1..~!~~-~~l:..e~!~~5~--------------------------------.. 
Ice Cre1u11 I 

,ve all scrcruu for ice crcruu. An all•tin1e favorite. r-------------------------------------------------Strength Seed 
Increases tJ1e user's stre11gtJ1 . .,. ________________________________________________ _ 
Force Seed 
Increases t.J1e user's magic defense. 

Dragon Sword 7 
Swonl inlused witJ1 tJ1e power and nught of a ckagon. ------------------------------------------Heroic Blade 
Once 0\\11e<l by a renowned k.il.igbt. It increases cri.Ueid hit 
n1te by 10%. r-----------------------------------------------~ Soul weaver 

• A staff created by an ru-ch mage to increase magical powers. 
---------------------------------------------------~ Long Sword 
A long•bladed sword co1w1101tly used by knights. 

e---------------------------------------------------1\l in(lwrecker 
Ifrunruer feru·ed 11111011g opponents due to its severe 
d1U11age and shock property. 

~----------------------------------------------------Greal Bow 
Its tricky•to-use mechru1ism provides adcUlional strengll1. 

~------------------------------------------------~ Kabu1a 
Forged by a legendi,• blacl<S1u.ill1 " itb distinct cmftsmanship. 

§ccessorics 
\\Icl,d Bracer 
A standard•issucd bracer used to slightly increase defense. 

r,----------------------------------------------------Eyc Ring 
A magic ring t11ai. offers additional protection from attacks. ___________________________________________ ___,J 

Rubber Shoes 
Shoes made front co,nfortru>le rubber that increase the 
user's agi!Hy. 
Rainb~,;.-a;~-;----------------------------------...,. 

Created to caph1rc tJ1e colors of a rainbow to increase luck. 
~-----------------------------------------------Mirror Symbol 
Unique iten1 created fro,n a rare ntirror like substance f 
tha! absorbs attacks. -I p;i~~-n;dg~-----------------------------------
Speciru e1nble1n won, by a pl'ince to increase properties. -
Sword,Jewcl 
Stm11nons Evil Knight.. 

~---------------------------------------------------Dyson01'b 
Swwnons Dyson: Cost 20 i\IP. 

-
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boy who, because of harrowing ci.rcun1stances, Is asked \ 
The ptince of PopoloCrois Ki.ogclom - o,u· hero. He is a \ 

to grow up quickly. He has lots of sp,ut.k . . \ . 
,wcl drive. A ,·ery def.ermined follow, - ' . 
he can also be rash at times in llis 
eagen1ess and fervor. He is smart, 
funny ruid just at tl1at age 
where girls are starting to 
matlei·. Ile is also loyal, 
caruig aud Jim• --~ 
loving ( when 
there is time). 
He is cbive11 • ,. • ,. 
hv !lie love he . ~--·· 1 . . 
has for ltis v"·' \::o 
mother and father, , 
Ws friencls, ruicl his sense of justice. 
IIis pe.rsonallty doesn't allow him lo 
say no when he is askecl fo1· help. 

, 

, . 

111e story begins as he !:tuns 10 
years olcl. 

-

..:9 /\J,iicill ~~ 
A forest witch (a good 
"ilch ... tltinl< "little Earth 
~Iotl1er") who lives in 
Floncl Forest with her 
sister, Guilda. She is loJ•al , 
fun-loving, bra\'e, and 
wears lier heart on her 
slee,•e. \\'.hile she is a bit 
sl1y, she is also whip• 
smiu1:fcarless, ru1d ve,,· 
sensible. Her body bas a 
horrible obve.rsion to 
saltwalet·. She ltelps Pietro 
by being at tJ1e top of her 
gan,e, magically spealdng. 

, 

I 

~ Witcl, 0uildll ~ 
She is a, forest witch ru1d 
Narcia's sister. She is 
cliillcuH., bu!. very ldncl. 

<4~ Wl,ite K11,.5l,t t~ 
A ''b11we knight" traYeling tJ1e world 
in search of a legendary sword, ..--.,. 
the King Knight's Sword. / ' •• 
He might not be as hmve t · r<.../ 
as one who like a knight . , • 
lo be, bul ,then it counts, • 
he; fs ready to flg]).t. lie is 
valiant when il really matters. 

~ 01160 ~~ 
A dragon baby l>om in the 
Earth Dragon's nest. Because 
"'bite Knight was the first IJti.og 
it saw afte,· hatching, it follows 
Jun,, thinking !1e's its 1notJ1er. 

-· 

' <4~ 0t1nii qll>l1i 7::ievd ~ 
A 111aniac inven(or who calls 
himself a ''J)e,i!." I:Ie is ).n 
love with Narcia rutd lie sees , 
Pietro as his romance rival. 

,.,._... ' .. 
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<49 :}il,,a ~ 
She is pdncess ofnoma, 
tl,e music co11nb:y, aJl<l 
an e.\.-pert druice,·. She is 
very tomboyish and quite 
outgoing. Once she gets 
an idea into her head sl1e 
really clings to it. 

""<5 Cjo11 ,v,d 'llo>1 ~ 
They ai-e PopoloCrois 
Castle guards. Because 
they are the yo,mgesl 
solcliel'S in the castle, 
they at·e often ordered 
to travel wltl1 Pieb·o. 

«:<; /!,eo11a ~ 
She is a strong, aucl 
exceptionally skillecl, 
archer witlt !lie 
al;,ility to w1derslaud ..,. 
animal languages. 

<49 l<i1ne11doji ~ 
A 111ysterious Saiuurai 
who joins Pieb:o as a 
guard. He wears a scary 
looking mask, but lie 
has a pltobia of dogs·----~~~ 

<49 Quee11 Snni,1 ~ 
Pietro's mother. She fell 
into a mysterious sleep 

""~ ·g(e,1a ~ soon after Pietro was bom. 
TI1e princes.<; of PopoloCrois 
Kingdom. She was bon1 
when Pietro was 12 sears 
old. She likes Pietro a lol 
,u,d <loesn 't like to share. 

'4~ l<i11~ pa~/o ~ 
Tue king ofl'opoloCrois l<iugdom and Pietro's fallier. Well 
meru1ing,'fo,1ug, sensitive ,u,d thoughtfol, bul not flte 
strongest king we'ye ever seen. Ile loves Pielro Yery much, 
but worries a lol about him (ruid everytl1.i.ng) as well. 

«<;;!J ?>~ 



~ /11aih.t1 ~ 
'fl1e greatJord, Jurius's 
daughtel'. Iler arrogant 
pet'sonality and actions 
toward other people's 
beaucy causecl he,· to be 
banished fron1 heaven 
and l:un1ed into a beast. 

\ . 
y 

~,; !Jee '2)emo11 ~ 
11,e ruler of North Land and master of ice magic. In the 
past, he attacked PopoloCrois but was defeated by a 
dt-agon and fell into the World ofDru·lo,ess. 

• 

I! I~ 

'[;rp pnsl)ing objects . . . 
TI1e part;)• nlight be able to push certain. rocks ru1d other 
objects that 8PJJeru: in dungeons at1d a:rom1d the world. 
New passages or holes might be fom1d by moving objects 
o.r a door way open by mo,ing objects. 

Leoua crut uitclerstancl a1li1nal languages. Once Leona joi11s 
the part;)•, try tallting-t-0 ruwnals a.rou:ncl tl1e world. 
Anitnals ,night have i.tnporrai1t llinfs. 

Ganti Ga.nti Devil's special sldll, "Slingshot" can 6.re 
"Items" a.n(l "UJJ.kno"11 J:tews" at ene,nles. TI,e drunage 
clillers depending on the ite,us used for the sliugshot. Try 
e,q>eriJneufuig witlt many (liffereut items. 
See 1>a9e 9 for info about "U11k11own Items.• 

, 
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\ut11or 
ohsltkC T.-unori 

-
Chiu-aclcr Design/ 
Image Illustration 
Atsnko Fukushima 

------.-----:~----­Agctc(' [.(K•ull7.nlion 'lcam: 7 Director 
llideaki Irie 

ExccuUvc Producer 
)fark F ... Johnson 

Ll Producer 
f lli.ronori Fukuoka 

Assistant Producer 
Da'\"id Stltiera 
Franz Stoppenbach 

Voice Cast: 

~armtion & Maira 
ChrisUanc Crawford 

~a.rcia & Kai 
E,·c.Iyu Huynh 

White Knight, Cntbo, 
Boxie & Juriu:; 
Roger Jackson 

Gon & Gari>; 
Yo,utg Paulo 
Jeff Kromer 

Movie l.-ocalfaaUo.n 
---

Tukun1 Olmo 
(TOFIOKUSHINSHA FIL\! 
CORPORAT!Oi\') 

Pl.mniog Team 
1bmonori Nakata 
Ken Ito 
Satosh i 'lamagawa 
Takcshi Inaba 
Kosukc Halllada 
SaLOslti :-Jakala 
Yl1.kio MitsuJ1.nshi .... 

ii ;; -

Gruui Gruui Devil, Zul, 
Great Onigou & Sabo 
Charles Martinet 

Pa,do (Old). Dark Lion King, 
Don & Kimendoji 
Gary Martinez 

Picu-o 
Amy ProYco.zano 

Elena, l..co11a, Sania & Jilva 
Rebecca Wink 

C:csUng ,ul(! Rcconling 
IVeblone 

Special TI1anks 
Mabel Chung 
Naoko Kino (SCF.,J) 
Stephanie )'Jc~f1m·ougb 
Keith Miyamoto 
Yu.ko Nnmba (SC£)) 
Reverb Conuumlicntions 
Dmid Rosenthal 
Renwick 111ompson 
Irene Trapp 
Jom.lic Bernstein 

-- -
Scenarios Composed Dy 
Kiyoka Kikuchi 

Programming 'foam 
Tet..sul'O Ho,i 
Masnyoslti Saito 
Uirnslti ~l.iuiuni 
Takmni Abe(IGtt Peak, Inc} 
KcJ1ichi Yamami 

I 

~ 
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Graphic Designers 
A~1uni Minagawa 
Ai ltabashi 
.Mi.noru Banda 

Fujiko Nillc;u 
(DIGITAL ZERO, Inc) 
Ilisashi Asurna 
(DIGITAL Zlll{O, Inc) 
M>tkoto S.<tito 
(DIGffAL ZERO, Inc) 

Visual Gl"a.phics 
• Hiroshi Sb.ixnishi 

(Argyle) 
S~i.Ui Kawa.ka111i 
(/\rgyle) 

AnimnUon: 
Graphic TUust.n\UOns 
Yasu~11ki Honda 

l Coordinating Director 
I Sh.igeki 'J:•dmgi 

llhL'tb-atioo DU-cctor 
Yoshihan1 Shilnizu 

Original Pictures Produced By 
)(asa.hiko Komiuo 

i. Seiji Mut-a 
J Sadaloshi ilatsuzaka 

Naune. Yonemoto 
UideJ,iki llalcuyn 
i'lunckatsu Fltjita 
Etsuko Uemolo 

I Citic J(;noSita 
f Hi!ont; Kakubaii 

I<amH?: Komatsu 
f Sumiko i'latsumoio 

I Mii·oko Takahashi 
Fmuiko Yosltida 
Rie Kawai 

" Satoshi Hattori 
AynkoHata 
Daiji Suzttki 

l MotJon Pic(ure 
triple A 

Music Producer 
'fosil1iro Tcho 
(T.C.FACfORY) 

Composed/Arranged By 
Yoshiyuki Sahaslti 

1Clsuo Jshikawa 
Yoshifmni lio 

Sound Production 
TS music Limited Company 
Ilironori Harnnda 
Yuhki Mori 

So,md Effects Coor<Unated By l 
Shimpci Yrunaguchi 
1'akashi Kailci 

Color Plaimer/Coordinator/leslcr ~ 
HajuueSato 

Di.gila! Prunt 
stmshine digif . .rll 
Yun.dl<ntou 
DaJ.ki Ura 
I\Oiue Ryouki 
Aytw:ti Nakahara 
S..),ui Aragaki 
Cltie Kakamura 
Tasnke Utsmn.i 
Emi Kadono 
Shinkiclti Umebayashi 
Y1tichi Es..'lslti 
Noriko Ynmaguch i 
Ri.ka Fujishima 
Yoshi),,Jti ShiJ,ama 

Art !);recto,· 
Hiroshi Ohno 
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Studio Fugo 
Hiroshi Ohno 
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Hir0)1Ud Hasegawa 
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Atelier Jhmka 
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Special EOccts 
Ayumu Hatori 
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sunshit,e cUgital 

I A)11mu Hatori 
Taka hide Kubo 

I Makoto Nakai 

E<lito,· 
Yuriko Sano 
Naoko Soma 

SO\md EllCc.ts Director 
Keiichiro M.i~·oshi 

M tL~ic selecUon 
YutaknGoda 

Recording Coonlinator 
Eiji Hotta 

Recording Stt,dio 
1ok)·o 1V Center 
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Masahiro Koyama 
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production Su1)cn·i!<-or 
Hiroshi Ukil.i 

Animation Producc1· 
1 1 Tideakj ~liyamoto 

D ii-cctor 
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1 Animation Production 
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)1oYic Production 
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Web Design 
Ryoji Akagawa 
Yuko iXakamura 

SCI~ Engineer Team 
TOHOKUSHINSHA FIL)! 
CORPORATION 

Assistant Producer 
Masao Tsuda 

Producer 
llideo l~\jii 
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Director 
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(G-Arusis) 

.Exccuth'c Produce,· 
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A<lc1iHooal Assistance P1-0'1ded By 
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Sony Computer Entertahune11t Inc. 
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Agetec, Inc. Limited Warranty - Software 

Agetec, Inc. warrants to the original purchaser of this Agetec, Inc. prod­
uct that the medium on which this software program is recorded is 
free from defects in materials and workmanship for a period of ninety 
(90) days from the date of purchase. Agetec, Inc. agrees for a period of 
ninety (90) days to either repair or replace, at its option, the Agetec, Inc. 
product. You must call (408) 736-8001 to receive instructions to obtain 
repair/replacement services. 

This warranty shall not be applicable and shall be void if the defect 
of the Agetec, Inc. product has arisen througll abuse, unreasonable 
use, mistreatment or neglect. THIS WARRANlY IS IN LIEU OF All 
O'fHER WARRANTIES AND NO OTHER REPRESENTATIONS OR 
Cl!AIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE , 
AGETEC, INC. ANY IMPLIED WARRANTIES APPLICABtE TO THE SOFT­
WARE PRODUCT, INCLUDING WARRANTIES, OF MERCHANTABILllY 
AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE 
NINElY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL 
AGETEC, INC. BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE, OR MALFUNCTION 
OF THE AGITEC, INC. SOFTWARE PRODUCT. 

Some states do not allow limitations as to how long an implied 
warranty lasts and/or exclusions or limitations of consequential 
damages, so the above limitations and/or exclusions of liability 
may not apply to you. This warranty gives you specific legal rights, 
and you may also have other rights which vary from state to state. 

Repair/ Service After Expiration of Warranty - If your game disc 
requires repair after expiration of the 90-day Limited Warranty 
Period, you may contact the Consumer Service Department at the 
number listed below. You will be advised of the estimated cost of 
repair and the shipping instructions. 

Agetec, Inc. Customer Service Department/Technical Support 
Line (408) 736-8001 - Call this number for help in installing or 
operating our products and for general product questions. 
Representatives are available Monday-Friday, 8:30am-4:00pm 
Pacific Time. 

Agetec, Inc. Online at http://www.agetec.com - Our news is 
always cool! Visit our website and find out what's happening at 
Agetec, Inc. • new titles, new products, and fresh tidbits about the 
new gaming world! 


