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o =202 use of this product, carefully read the followang section of this manual and the Precauiions section s
REtmction *:'-:'sjzn-w_nwlhth PSP# (PlayStation®Portable) system before use. Retain both thes
nieal and the instruction manual for fulure reference

WAHHI NG: PHDTﬂSENSITWIWﬁEPILEFSWE EIZURES

= VETy DETCEN .=.:_:? ot Indrnduzls may expenence emlepic seizures or blackouts when exposed to cen

g ng | [I-'l‘:- Exposure 1o certain pattéms or backgrounds on a screen or when playing

o e T _Z_Z—' =gl —|I » SEiures ar blac KOuks | in lese indn, II wals. T hese conditions may trll_"l_'l ) FIrEI.- IS
i "-:.'p aims of ssizures in persons who have no history of prior seizures or epilepsy. If
family, has an epileptic condition or has had seizures of any kind, consult your |:lh-,5 Cian
TELY DISCONTINUE use and consult your physician before resuming gameplay if y

g any of the Inllowang health problems or symploms

o SImnes + disorigntation

" Sl VI * BEIIUMES
=Sy OF mascie DWiiCes + Ay moluntany movement or corvulsion

BESUNE GAME ONLY CNJLTHWM EF (OUR PHYSICIAN.

Lhes aad ha'tdlmg of video games to rel:fuce the likelihood of a seizure

w == w2 well-lit 2rea and keep a safe distance from the screen

= Swoud prolonged use of the PoP* system. Take a 15-minute break during each hour of play.
= Swoec peayweg when you are tired or need sleep.

D wsng the § 1 immediately if you experient I:.II',- if the follow imp..n...uq'mle dedness, nausas
2 s=msation similar 10 motion sickness; Jls:.:umfnrl or pain in the ey Es_ ear g, hands, arms, of any other gt o
oy I the condition persists, cons ..Ita Soctar

while driving or wﬁl!:m nu not use in airplanes or medical facilities where use is prohib
=d 52t the PSP® system’s wireless network feature to off when using the PSP* system on trains ¢
ations. If used near persons with pacemakers, the signal from the PSP¥ system’s was
e could interfere with the proper operation of the pacemaker,

. ssr 15 PP (PlayStation™Portable} format software and is intended for use with the PSP* system o
th other devices, damange to the disc or 1o the device may result. » This disc is compatible 5
system marked with FOR SALE AND USE IN U.5. ONLY. » Depending on the softwars &
amory Snick Duo™ or Memaory Stick PRO Duo™ {both sold saparately] may be required. Fefer to the softwes
manua! for full details. » If paused images are displayed on the screen for an extended period of time, 2 e
mage may be ket parmanently on the screen. = Do not leave the disc in direct sunlight, near a heat soums
2 or other places subject to high heat and humidity. * Do not touch the apening on the rear of the S
face of the disc; see drawing). Also, do not allow dust, sand, foreign objects or other types of i
disc. = Do not block the opening with paper or tape. Also, do not
n the disc. # If the opening area does get dirty, wipe gently with a soft
= 1o clean the dise, wipe the exterior surface gently with a soft cloth. = Do
ts such ;!:: .’:.f:mi.flr‘-:_ commercially-available cleaners not intended
r@nt-static spray intended for vinyl LPs as these may damage the disc.
= D mat wse cracked or deformed discs or discs that have been repaired with
Sesnes 23 these may cause console damage or malfunction. = SCE will not be
=0ie Sor damage resulting from the misuse of discs.

== =

Recording surface

i Press the right side of the disc until it is in the position shown in 5
'I‘ 4 drawing and then remove it. If excess force is applied this may res

damage to the dise

Inserl the botlem side of the disc and then press on the top side ur
clicks into place. If the disc is not stored properly, this may resel

damage to the disc. Store the disc in its case when not in use and keso @

L R J a place out of the reach of children. If the disc i5 left out this may resuls
warping or other damage 1o the disc
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GETTING STARTED

Right side view

.ﬂ.D}{D ..! | ']:'
buttons | U
.._]_ POWER/HOLD switch
HL
—
Front view
Disc cover DC OUT connectors

=
LUSE —— (PEN latch
connector

Set up your PSP® (PlayStation®Portable) system according to the
nstructions in the manual supplied with the system. Turn the system
on. The power indicator lights up in green and the home menu is
displayed. Press the OPEN latch to open the disc cover. INSERT
Riviera: The Promised Land ™ disc with the label facing away from
the system, slide until fully inserted and close the disc cover. From the
PSP® system’s home menu, select the Game icon and then the UMD
ICon.

A thumbnail for the software is displayed. Select the thumbnail and
aress the €9 button of the PSP® system to start the software. Follow
the on-screen instructions and refer to this manual for information
on using the software.

Do not eject a UMD™ while it is playing.

Memory Stick Duo™

Warming! Keep Memory Stick Duo media out of reach of small children, as the

=echa could be swallowed by accident.

To save game settings and progress, insert a Memory Stick Duo into

the memory stick slot of your PSP® system. You can load saved game
#=t= from the same memory stick or any Memory Stick Duo containing
previously saved games. .

— = — = - ———— - - L= L mas e s s se——

" STARTING UP

PSP® (PlayStation®Portable) system configuration

L button LCD screen R button
Directional |
i]!.lttﬂl'iﬁ /' ' T e e e e ;.;.;..;.;.;.;.I';.:.:;.;I'.I'.;..'...I'.:.;.;.:._'.'_.;.';.I;'.:.:.;;:“}\_\_" -\'\.
soMY AQXO
| ~ buttons
£l
i) I J et
MEMORY Y [ T T
STICK =0 o= T~ o2 | ~—— POWER
indicator
DUQ™ = ke
ACCEess
Indicator
Volume _HD,LD
WLAN - e indicator
dCCBES
EIEETE —— Right speaker
Analog stick - ——— START button
Strap holder — SELECT button
Left speaker —— Sound button
HOME button Display button
F|Eid Area

Directional butions

*; hu!tm
Switch to MOVE m"ldl;.-
Skip Message

START button Display Area Map

SELECT button Display Menu
HOME button

Battle
Mave Cursor, Switch Skills
Confirm
Display Skill Description
Display Battle Summary Menu
Menu Screens

Directional buttons
Varies According to Context

SELECT button Varies Fk cording to Context




long ago, o war between gods and m # &m
demons—Rognorok—enupted,

T e T e Dne thousand years hove passed since

state of chaos. Asgard, overrun by | the gods” demise.... Signs of the demons’
demons, was on the brink refurn have brought fear to this peaceful
Sileciudion. lond. Without the gods, Asgard cannot
withstond another wor.

In desperation, the gods broke an
andent faboo. Sacrificing their very
lives, they creoted block-winged
reapers that come fo be known os
Grim Angels. Each wielding a/godly
weapon known os o “Diviner,” the
angels enfered hattle.. Through
their fierce resistance, the angels
brought fne wor fo an end.

And so, The Seven Magi, proxies of the
gods, made the dedsion to unleash the
divine power of Riviera by actuofing
- “The Retribution.” The Magi selected
black-winged agents of death wielding
Diviners.... Grim Angels.... born onew for
the first fime in o thousand years...
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heavenly isle of Riviera... They enfrusted this
promised land fo the inhabitants fowatch
over unfil their refurn...

The demons were sealed oway, hl..l-l the gns 3
& would soon follow. However, the gods were ND‘W’ TWO AHSCI‘S C?)hﬂ” D@fﬁﬁﬁﬂd
" able to leave behind their power in the | TO t.hl'.f".'i &ﬁﬂfﬁ Ci (% OII Ofl QiVI -'




CHARACTERS

E IN The Wingless Angel

The main choracter of the story. To receive his power, he hod to

sagrifice his wings. He hos o strong Diviner, Einherjar, even though
he's not very experienced.

Rose is very responsible and always

DO &E looks out for in.
Ein’s Familiar

CHARACTERS

LEDAH The Solitary Angel

Calm and faciturn, Ledah is one of the strongest angels of Asgard. Wielding the
Diviner Lorelei, he accompanies Ein on o mission to actuate “The Retribution.”




GCHARACGTERS CHARACTERS
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‘ \
The Spunky Archer

CIEQDA The Scarlet Witch

A master of strong magic, she’s looking for a friend she got separated from while
searching for spell ingredients ot the ruins,

An energetic girl with good archery skills. Full of curiosity, she somefimes
ends up making trouble. She especially likes playing ond eofing fruit.

-. h : ’i
2 \ 1 k A
6E QE NE 'Last of the Arcs F IA The Kind Fencer '
An Arc—a race of Sprifes. She aftacks enemies using a scythe. Very outgoing with A kind-hearted girl who lives with other Sprites in the town uf

a fomboy-ish personality and bat-like wings. Elendia, in the middle of the forest. Always reliable, she supports
everyone with her healing magic.

\ 8 9




: * Riviera is an RPG divided into several chapters. The
story will progress as you finish each chapter.

When you're finished exploring, @ EXPLORATION
the next chapter will begin. Explore the town of Elendio.

StageClear
.

a5 MLHF Mgl

o

I .I.I.

New Chapters
Each chapter will begin with a title
sequence, which will outline the story

and give you a quick look ot the
areq.

@ FIELD MAP
Here you can move from area to area or use Trigger Points (TP) to explore @ BATTLE RESULTS

points of interest. You may have encounters or events while searching, Your batte periormance will e given a grade of 5, A, B, o
o Ty ——— : (, and items will be owarded accordingly.
.-.,.l. o % !

If you defeat the boss, you'll advance to
the next chapter.

Iiumeh Tl

l =Y
Defeated? Choose "Refry” to If all of your allies fall in battle,
fry again. | - the game is over.
l Once all the enemies
have been defeated,
you win!
@ BATTLE PREPARATION ® (OMBAT
Here you can set up your party formation, and equip Use the items and skills you've acquired to triumph in battle.
your party members. TR cmor g
Ready fo Battle! :

||||||||||||




" STARTING THE GAME EEELDEMEVEMENT =5

'.Insert the Riviera UMD™ into your PSP® system In the field areas, you can move and search hy

with the label facing away from the system. Turn the using the indicated directional buttons.
~ system on with the POWER/HOLD switch and the title
- screen will appear, followed by the opening demo. Press @ FIELD MODES

~ any button to skip the demo. While in the field area, MOVE mode will allow you to freely move around,

} @ TITLE MENU and LOOK mode will allow you to search. The mode you are currently in will
o be disployed in the lower right hand section of the screen.

s
e
o

- 5 Select from any of the following three opfions: MOVE MODE SCREEN

i Il Mini Map

CI The route you have troveled is disployed os
SRR vhife-outlined rectangles, and ﬁ;uurturreni
location is a filled white rectangle. When
T the "Neg" Trigger is displayed, o friangle
e S e, will appeor on the Mini Map indicating the
Game Start M Trigger direction of the next area.
Choose this option to begin o new game from Chopter 1. These viill disploy your current
allowable movement directions.

Confinue LOOK MODE SCREEN

Chaose this option fo canfinue o TP Gauge f
previously soved game. (see Saving This gauge indicates the number s

Dato on pg. 34) of TP (Trigger Points) you have.
Selecting o Trigger in red costs

A Sove Dota Selection Screan n— e one [P, of ""l

| -._'_ﬁ%sz&mﬂmnﬁiﬂéa |

B | Use the up and down buttons to select the desired soved gome and press
' the % button to confinue from it. ® (CHANGING MODES

e While in the field areas, Press the x button to enter Look Mode, ond press | "l
the o butfon to enter Move Mode.

Extra Confents

- After you meef certain requirements, you can unlock bonus content for Riviera.
Use the directional buttons fo browse the extro content.

x Bufton .ﬂé

B | When the gome boots up, you will have the choice of which language
= || the gome will be vaiced in.

»f?%?*ﬁ
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o
~ MOVE MODE

. While in this mode, you can move around the field
~  areas for this location. The direction of the Trigger
is also the direction your characters will move.

L ® MOVEMENT TRIGGERS

- | Below is a guide for which directional button to press to activate the indicated

Trigger.

B A=A UpButton BV« Down Button
B >> <> Right Button <<+ <1 Left Button

LOOK MODE

While in this mode, you can search designated
areas by pressing the directional buttons to
activate the indicated Triggers.

@ LOOK TRIGGERS

Below is o quide for which directional button to press fo aciivate the indicated™| f -
Trigger. :

[ S 1
a
E 1
=
| |
- —

B A UpButton M V Down Buiton
B = Right Bution Wl <1 Left Button

2 @ NEXT AREA
| When you select the “Next” Trigger, the screen will change to an area map.
.{jpuill be provided with a simple explanafion of the next orea.

s Area Map Menu
"! w B Move fo the Next Area

el Your party vill leave the current area and

vty 4 b b

e head fo the next one.

;
:

e
|3 S

e o W Sove

¢ A The filled white rectangle This option will save your gameplay data

indicates your selection. up fo this point. See pg. 34 for o detailed
explonafion.

Once you move on to the next area, you will be unable to return
to the previous area. (There are some exceptions.)

@ TP (TRIGGER POINT)

Activating o red Trigger will deduct 1 TP. Once your TP gauge reaches 0, you
will be unable to activate red Triggers.

- E.i
E-.m.-\.

Replenishing TP

g 4 { When you win o battle, you have o chance to
g 8 earn 1. However, if your evaluation in the
4 S hﬂﬁlempum you may not earn any poinfs.
A In LOOK mode, your TP gouge is displayed in the upper left corner of
the screen.

By using LOOK Tringers, many events will take place.

LOOK Triggers may lead fo you obtaining an item or
starting new adventures.
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_'SELEGTIDN / ACTION TRIGGER FIELD MENU

[
A

lﬂspﬂndi.ng on your selections and performance in AT Press the SELECT button while in the Field area.
(Action Triggers), different events may occur. The main Field menu will appear.

® SELECTIO
B i Counts the: numbar:of hoens

Select your choice with the directional buttons, then press the x button. taken in this chapter.

-

B Score: The total score eamed
for the current chapfer.

A Select one,

ot b

; ® AT (Adion Trigger)
| e e e, Sometimes during an event an AT moy
o | appear on the screen. The AT will require

you to perform certain acfions and depending Time: Your fotal gameplay fime.
l on your performance, the results will change.

| AT Types
I | —— B Field Menu: Select from the five available choices. §

&

_H B Dosh AT Press a button the requisite number of times within the

time frame.

e L W JustAT Stop the moving cursor on top of the designated bar.
* W Royihm AT Correctly hit the pattern of buttons within the allotted

- fime.

i M Commond AT Within a certain fime frame, press the correct butions.

B Possword AT Enter the password correctly.

B Rondom AT Press the x button to stop the slot reels.




Baitle ltem

M Directional buttons---Move cursor

B < button---You can choose to
throw an item away. (Certain
items connot be thrown awoy.)

§ L
ot - L TR

! iy Bibge
T R

" s | A Depending on the character, the M R bufton-~-Disploy selected ifem
=" top portion will display their description

normal skills, while the bottom g SaRT button---Arrange ifems
porfion shows Qver Skills. (If

you have not yet eamed the B O button---Returm to the previous
Over Skill, then the unskilled sCreen

gauge will appear.)

Event ltem

Here you can view important ifems that you've obtoined. These ifems
cannot be discorded.

Bl Directional buttons---Moves cursor,
\ove it left and right to switch
between the pages.
B O button---Returns to the
previous screen.
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FIELD MENU

@ STATUS

TR Here, the character’s status wil hedispluyed'
Use the directional buttons to switch between
8 fhe choracters. :

Safs |
These are the basic atiributes for each character. They may incrense or il
decrease during the game depending on the chaices you make. .

M SR Strength. This stat affects the power of weapon attacks ond
resistance to physicol attocks.,
W NGO Magic. This stat affects the power of magical attocks ond
resistance to magic. o
M Gl Agility. This stat affects the character's ability to evode and Wait __-_'.:1'
Time (WT) in battle. -
v Vitality. This stot affects how well you con withstand otfacks.

I AXKP Moximum Hit Points. If a character sefs off o tiap, his or her HP_ __':_::'T-:"EQ
will temporarily decrense, gk

B RESIST Elementol Resistance. The higher the bar, the stronger your
resistance. (white-physical, red-fire, blue-ice, yellow- =
lightning, green-holy, purple-dorkness) ﬁ

B MASTERY  Alist of the weapons the choracter is skilled ot using. Over Skillss
can be learned when these weapons are used,

Trust/Mood

Aside from Ein ond Ledoh, oll characters have two hidden stats, Trust and Mood.
Only one of the two icons will appear.

g Trust - This indicates how much the choracter trusts Ein, For x
example, a heart icon indicotes o high level of trust, This can thange 48
throughout the course of the game, and will also offect the ending. e

g Moo - T it h choracr's mod. Foremmple, o musal +
note indicates that the character is in a good mood. #ood moy %
offect o character's performance in battle.
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~ FIELD MENU

In proctice battle, the enemies you foce will be chosen from the ones you
have previously defeated.

You will only be oble to parficipate in o
practice battle once you reach o certain
point in the game.

e Practice Battle Rules
| The basic rules are the some as standard battles, with some exceptions:

{1 You con remove Ein from the battle party
M ltems' endurance will not decrease
-\ I You will not gain TP
== 1l You will not receive o bofile evaluation
. I Only ronk A items can be obfained
I M Characters' moods will not be affected in the battle

@ PRACTICE

' B8 @ SCORE .
This is the score you've accumulated for the current chapter. Use the
e directional buffons o view the score for other chapters.

e
USR]
el ]
1°HH)
111
1o EN
1114

- NErENE
1T

ENEMY ENCOUNTER

@ ENEMY ENCOUNTER

While you ore moving or searching in the Field area, you may encounter
enemies.

If you select "Fight", you'll go to the battle preparation screen.
It you select "Run", it will return you to the previous map.

Baitle? Flee?

Choose to fight or run.

M Fight
Changes to preparation for battle.

Return to the previous map.

are unable to flee from cerfain enemies. \

| You
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'BATTLE PREPARATION

" Battle preparation is comprised of three parts;
{® Formation Selection, Battle Member Selection, and
| Item Selection.

; S @ FORMATION SELECTION

You have your choice of two character
formations.

Fums

B 1-2 Formation: You have one person in the
front, and two in the back. In this formation,
you have a slight advantage when using
Magic skills.

M 2-1 Formation: You have two people in the
front, and one in the back. In this formation,
you have a slight advantage when using

physical attack skills.

- B8 @ BATTLE MEMBER SELECTION

You select the three members for battle.
(Except in Chapfer 1.)

The main character, Ein, must olways be in the
party. (Except during practice battles.)

You may select four items to bring with you into
the ensuing battle. If you hove less than four
items on the list, then you must bring oll of

i Iterms marked “M” must be selected. \

e

FoBDE U I

VIEW STATS

Before entering battle, select "View Stats", and the =
following menu will be displayed. Use the informationty
provided to develop the optimal strategy for battle.

® TACTICS MENU

Here, valuable information about your characters and the enemy you will 4
be facing is ovailable.

View the amount of time each choracter must
wait before taking their next action.

View each character's HP. When this number

reaches 0, the character will disappear from the
battlefield.

View each character's status. Effects thot will wear off shortly are
represented by flushing icons.

Each character’s position is shown on o grid.
This is convenient to use when when targefing
a particulor skill.

The name of the enemies and a point of
advice will be displayed.

@ STATUS INFORMATION
Use the directional buttons. For more information on the status effects cwrrentlg f
affecting o charocter, slect a character ond press the x button. :
(To learn about the status screen, see pg. 19)




'BATTLE

" Once your preparations are complete, you're ready
far battle. On the screen, you will see two gauges
t}lat influence which side will emerge victorious.

Over Drive Gauge (ODG) Indicates
when an Over Skill (special oftack)
may be used.

Rage Meter (RM) Indicates how
angry the enemy is.

l! unrnriuuj .:-_-

¥

i
I ﬁﬁ__, .li"'r.;'_rF;

B I OVER DRIVE GAUGE

&| The gouge will fill when you attack or are oftacked. If o rhmu{'rer falls in
Z..-..: battle, the gauge will dramaficolly increase. The gouge number will fluctuate

:'__'_5:;;51' hetween 0 ond 3.

j Every Qver Skill hos o set Iéﬁel When Ihe Over Skill is used, the gouge
i will decrease by that omount.

Execution Level Over Skills

 Execution level over skills can be used at any fime by
cerfoin choracters. The amount of domage the skill
does is dependant upon how full the Over Drive Gouge is.

, you use it at the
going fo cost you!

Once an Execution level over skill is used, the Qver
Drive Gouge will shotter, and you will not be able
i use Over Skills unfil the nesxt baftle.

o
R
2

I RAGE METER

=The Rage Meter increases when you offack the enemy. If the enemy is killed,
1= the Rage Meter will increase dromatically. As time passes the meter will
B | groduolly decrease, but once it reoches its moximum level, it will not decrease.

Enemy Acfion

__?5 Rage ond MAX. When an enemy performs either a Rage or MAX attack the
Rage Meter will decrense.

| Depending on the Rage Meter, enemies will perform different attacks; normal,

-

. -

THE FLOW OF THE BATTLE

Once battle begins, characters with 0 (WT) will

attack first.

If you decide to retry, you will be
taken fo the Battle preparations area.

Once the character's WT
reaches zero. ..

@ SELECT SKILL

You select an item and choose between
a Normal or Over Skill.

Select a skill, and execute it!

A4 Depending on your action,
s your WT may increase.

The battle will continue until all your
allies or enemies have fallen. ..

@ BATTLE RESULTS

It you defeat the enemy, then you gain rewards. The
game is over if you and your allies ore defeated.

Retry or refurn o the

Return to Field Area Title Screen



. SKILL SELECTION

" Once a character’s WT becomes zero, the skill
I selection menu will appear.

Snunririynf~——:
i

Target: The character to be affected
by the skill

Character: Disploys character's
name, HP and WT

Skill Window: Displays skill
information for the selected ifem

Item Menu: These are the items
you brought inta the battle

. @ USING SKILLS
i When you select on item, the skills ovailable to the current character are
& disployed. Press the x button fo use the skill

you can select it and press the left
directional button. This will display the
| e s charocters' Over Skill. To switch back to
: : flﬂ'éf BT the normal mode, press the right
directional butfon.

To use an Over Skill, the Over Drive Gouge needs to be ot the level
required by the Over Skill. If the Qver Drive Gouge is not full enough, the
skill will not be usable.

If you see a [] mark to the left of an item,

- ©® (ONFIRMING TARGET

" Your target will be determined automatically depending on the skill you
have selected.

When “Random” is displayed in the fop right
corner of the screen, the target will be chosen
randomly from fhe enemies in range.

SKILL DATA

Skill Type M Skill Nome

W Touche |

g - EPEIRLB Nymber of
Attacks/ Properties

Impact bar

*Turger ﬁu:lditunu!
Effacts

@ SKILL INFORMATION

The nome nf the selected 5|~:EI|.
There ore fnm d|fferenf rg,rpes of skills:
B Attock Weapon Skill
B Nagic Magic Skl
Il Support Recovery Skill
Il EiC Other skills

The Impaci Bar is o graphical representation of the skill's strength. The
longer the Impact Bar, the stronger the skill. For o recovery skill, the bar
length represents HP restored.

This is o numerical representation of the skill's strength. For o recovery w
skill, the number represents the amount of HP restored. B

The number of icons displayed will mdamie Tha number of oftacks and
the elemental properties of the atfacks:

o physicol [l fire Elice [Flightning [holy EEdorkness F |

This stat only applies o Weupun and Mugnc Skills.

This indicates the special effects cach 5k||[ has. A skill may have o
maximum of 2 special effects. When you press the R button o detailed
explanation of each effect will |]E dispfﬂyed_




damage inflicted upon the party will be removed
I at the end of the battle. If a character’s HP reaches
|~ zero, they will disappear from the battlefield.

= @ DAMAGE
===t During the attack, the attack indicator will appear, displaying the number
of hits.

Types of Domage
B White Numbers  Damage Inflicted
B Green Numbers  Restored HP
S W iss Attack Missed
g W Guo Attock Blocked
B |nvolid Enemy wos immune to the attock
Accountin

Once the aftacks are finished, the fotal domage will be fobuloted, and
the HP of targeted character(s) will decrease. If the HP of a torget
reaches zero, the character will disappear.

ENEMY ATTACK PA‘I"I'ER!__'J _

The enemy's action patterns are determined by race
row and the Rage Meter.

@® RAGE METER
Depending on the Rage meter, the enemy’s status is either normal, Rage, :

or MAX. Typicolly, MAX attacks are the most powerful, followed by Rage, F i

< When on enemy is of MAX, the sills they use. 88
will be powerful. Watch out! £

I CHANGES DURING BATTLE

¢ Some chonges wil occur during the batle.
| Moving Forward

When characters in the front are defeated, the
ongs in the back will move forword.

Endurane

Every time an ifem is used, the endurance of the
item decreoses by 1. When its endurance reaches
0, the item will break ond disappear. (Except for
ifems marked <o)

Bl A When deciding which item to use, make sure to check its endurance!

@ SPECIAL SKILL
Special skills may be used by the enemy if certain conditions are met.

.l__-

2 <4 for example, if an enemy hos magical
e abilities and their HP is low, it may use
0 skill to recover HP.

- o8
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~ BATTLE MENU

" Press SELECT button during battle to view the Battle
== Menu.
| Use this to change the position of your characters

You cannot change posifions if your Over Drive Gouge isn't above ¢ certain
level, but changing positions will not deplefe the gouge.

Tipes of Posiiion Change

| There ore three types of position changes:

*1 B Right Rotation Rotate characters dockwise. IF's usable once the Over Drive
it Gauge is above Lvl.

left Rotation  Rotate characters counter-clockwise. It's usable ance the
_ f'? Over Drive Gouge is above Lv1.

Switch the frant row and the bock row. It's usable once the Over

In the Battle menu or Field menu, select "Config" '*'
change your battle options.

Lo 1
iE = Diive Gouge is obove Lv2.

S

— @ ITEM

Rt CORRiTON
' View the items you've obtained.
(see pg.18 for details)

You can check the status of the character.
298 (see pg.19 for derails)

E

o o
.

CONFIG

@ CONFIGURATION

Press the directional buttons to select an option, and use the © bution fo
go back.

Choase fo have the formation from the
lust battle remembered.

B Formation Memory

Choose to hove the items selected from
the last baftle remembered.

B tem Memory

B Skill Memory Choose fo have the cursor remember the |

item you used lost.

Choose to have either Wait Time or Status
information disployed. &

I |con Disploy

Bl Enemy Window The enemy skill selection window may be
displayed.

Bl Enemy Cut Scene Enemy Rage/Max affack cut scenes can be:
turned on or off

W Voice Voices may be turned on o off.

B 5ystem Doto Choose whether or not to outosave.
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 BATTLE RESULT

Hf’t&r winning a battle, you will receive a rank of S,

&= A4, B, or C.

S @ BATTLE EVALUATION

_ ';'f:"‘_ TThe following factors offect your score:

B Score The base score.

M Time The foster all the enemies are defeated, the higher your score.
B Finish The higher the level of your final attack, the higher your score.

In Practice mode, evaluation scores will not be calculoted and only A
rank items can be acquired. In addition, you won't be able to gain TP

I ITEMS OBTAINED & TP

The items and TP you receive after winning a bottle will depend on
your evaluation rank,

~ Obtained Items

Iferni obtained from an S rank are different

“""49 from those g.mned from an A or B rank. A rank
and B rank items are the same, but their en-

i durance is different. You will not gain any items

with a C rank bottle evoluation.

A Get rare items with
an 5 ronk!

The better your evaluation grade, the more TP you will goin. The number
of TP gained in battle is also defermined by Chapter level.

In Practice mode, evaluation scores will not be colculoted and only A
rank items can be acquired. In oddition, you won't be able to gain TP,

-

TSR

IMPROVING smu.s :

At the end of a battle, if the Experience Meter fExp
is full, then the character’s skill will improve. :

@ EXPERIENCED METER

An item that can acguire Over Skill has o Experience Meter. You con check Iha:
Experience Meter during o battle in the item data screen or during skill selection. {Th
Experience Meter’s oppearance depends on the item and character.)

A The Experience Meter (Exp.) is located above the ifem list.

Increasing Experience Meter
Every time o character uses on ifem, ifs Experience Meter will increase by one pﬂ]nr

r
hr
"3
s
i

If o choracter escapes from o battle or is defeated, then they will not
eam any Experience Points for that botle. (You may abort a practice
battle and still keep the Experience points eamed in that battle.)

® |IMPROVING SKILLS

If the Experience Meter is full of the end®

of 0 baftle, then the charocter will gain o
a new Over Skill and also increase ThEH s
abilifies.

[riumph

A Learn new skills and power up
your characters!

- Improving Stfs
Depending on the skill level, the stat boosts will increase. The higher the Uw i
Skill level, the more the stats will increase. i

B MAXHE VIT - Mostly increased by using physicol attack and Magic skills.

M e Mostly increased by using physical attack skills.
Il GC Mostly increased by using Magic skills.
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SAVING HINTS / LINER NOTES

available space.

@ |F THE ENEMIES ARE TOO STRONG...

By selecting Save, you can save your play. Various hints for the game. -:.'-_: .
S @ SAVING DATA ' ® IF YOU CAN'T GO FORWARD... -
"'-: In order fo sove data, you must purchase either “Memory Stick Duo ™ * or Even if if looks like you con’t go forward, do a search and you will find o woy
B “Memory Stick PRO Duo ™. Make sure you insert the memory stick inside to go forword. Try vorious friggers in the LOOK Mode. ol
: the PSP® system. The memory stick should have a minimum of 128KB

it UL

If the enemies are too strong and you can't win the battle, select "Retry” af the |

You CON SOV in Thel Areo Map ME”‘{ when you Game Over screen. The player will restart the baftle with a slight odvantage.
confinue forward with the [NEXT] trigger. Also,

= = |0u con save by using the “Book of Memories” |

- W= nside ling and Fio's house. @® T0 NURTURE EACH CHARACTER WELL...
A Y{‘:” e when Once you obtain a new item, use it often in practice battles so you can leam s

bl more skills. Character aftacks will improve when the omount of skills learned

are incregsed.
IF you sove over previously saved dota, the old dofo will be overwritten,

Even during the practice batfle session, if o character fakes domage from
“Acidic Solution”, “Pain”, or “Acid Gos”, the endurance rate will decrease.

@ LINER NOTES =

When playing Riviera: The Promised Land for the PSP® system with the

V) | Jopanese longuage on, pleose note that the text hos been adjusted for
) You can save in up to 20 slofs. (For each slot, American oudiences and thus is not a 1:1 direct franslation. Also, some
-~/ af least 128KB is required) An additional names have been oltered.
8.7 I28KB is required for saving system dofo. .
B Examples: |
A [fyou have data saved, USVersion . Japunese Version |
then you can confinue il | Ecthe
: Rose Rothe
ploying from where you [ing | Lyvi
left off! | Accursed Infernos
Einherjor _ Excellion
_ Banango | Bananan_
Applecot | Kokori
Goteou | Millefevilles
Sage L Wise
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US Localization
Atlus USA
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Project Lead: Jomes Kuroki
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LIMITED WARRANTY

:-._'I_'ITLIS warrants the original purchaser of this ATLUS product that the medium on
which this software program is recorded is free from defects in materials and
workmanship.

~TLUS, at its sole option, will refund, repair or replace at no charge any defective
ATLUS products within ninety (90) days of purchase with proof of purchase date, so
ong as the defect is not caused by misuse and neglect of the purchaser. EXCEPT FOR
THE FOREGOING LIMITED WARRANTY, ALL EXPRESS, IMPLIED AND STATUTORY
WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY, FITMESS FOR A
PARTICULAR PURPOSE AND NON-INFRINGEMENT OF PROPRIETARY RIGHTS, ARE
=XPRESSLY DISCLAIMED. ATLUS SHALL NOT BE LIABLE FOR ANY DIRECT, INDIRECT,
INCIDENTAL, CONSEQUENTIAL OR OTHER DAMAGES, EVEN IF DAMAGES RESULT
FROM THE USE OF ATLUS PRODUCTS IN ACCORDANCE WITH ATLUS MANUAL
NSTRUCTIONS. IN SOME JURISDICTIONS, SOME OF THE FOREGOING WARRANTY
JISCLAIMERS OR DAMAGE LIMITATIONS MAY NOT APPLY.

You must call (349) 788-0353 to receive instructions to abtain repair/replacement services.

‘zpair/Service After Expiration of Warranty

¥ your ATLUS product requires repair after expiration of the 90-day Limited Warranty

-

eriod, you may contact the Customer Service Department at the number listed above.
"ou will be advised of the estimated cost of repair and the shipping instructions.

=TLUS Customer Service Department/Technical Support Line
213) 788-0353

a2l t_his number for help in installing or operating our products or for general product
suestions. Representatives are available Monday - Friday, 9:00 am to 5:30 pm Pacific Time.
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=ertainment Inc. “Memory Stick Duo™ and “Memory Stick PRO Duo” are trademarks of Sony Cosparation

Updating the PSP® (PlayStation®Portable) system
Updating the PSP* system software

This UMD™ includes the latest update data for the PSP* system. If a screen prompting you to
update the system software is displayed when you start the UMD™ you must perform an update
ta start the software litle contained on the UMD™,

Performing the update

When you insert the UMD™_ an icon (as shown on
the right) is displayed under [Game] in the home
menu, Select the icon, and then fallow the on-screen
nstructions to perform the update.

" @S
@ PSP Uptlate ver )00

Eefore starting the update:

= Fully charge the PSP” system battery. &
= Connect the AC adaptor to the system and plug it

into an electricel outlet.

During an update:

* Do not remove the AC adaptor, turn off the system or remove the UMD™.

if an update is canceled before completion, the system software may become dam aged, and the
system may require servicing to repair or exchange,

Checking that the update was successful
After the update has been completed, select [System Settings] under [Settings] from the home
menu, and then select [System Information]. If the System Software field displays the version
number of the update, the update was successful.




