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Precautions

= This disc contains software for the PlayStation®2 computer entertainment system. Never use this disc on any
other system, as it could damage it. « This disc conforms to PlayStation®2 specifications for the PAL market only,
It cannot be used on other specification versions of PlayStation®2. « Read the PlayStation®2 Instruction Manual
carefully to ensure correct usage. « When inserting this disc in the PlayStation®2 always place it with the required
playback side facing down. » When handling the disc, do not touch the surface, Hold it by the edge. » Keep the
disc clean and free of scratches. Should the surface become dirty, wipe it gently with a soft dry cloth. « Do not
leave the disc near heat sources or in direct sunlight or excessive moisture. « Do not use an irregularly shaped dis,
a cracked or warped disc, or one that has been repaired with adhesives, as it could lead to malfunction,

Health Warning

For your health, be sure to take a break of about 15 minutes during every hour of play. Avoid playing when tired
ar suffering from lack of sleep, Always play in a well-lit room, sitting as far from the screen as the cord will allow.
Some people experience epileptic seizures when viewing flashing lights or patterns in our daily envircnment.
These people may experience seizures while watching TV pictures or playing video games. Even players who
have never had any seizures may nonetheless have an undetected epileptic condition, Consult your doctor
before playing video games if you have an epileptic condition or immediately should you experience any of the
following symptoms during play: dizziness, altered vision, muscle twitching, other involuntary movements, loss
of awareness of your surroundings, mental confusion, and / or convulsions,

PIRACY

The unauthorised reproduction of all or any game part of this product and the unauthorised use of registered
trademarks are likely to constitute a criminal offence. PIRACY harms Consumers as well as legitimate Developers,
Publishers and Retailers, If you suspect this game product is an unauthorised copy, or have any other information
about pirate product, please call your local Customer Service number given at the back of this Manual.

See back page of this manual for Customer Service Numbers.
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GefTinG STarTED
Set up your PlayStation®2 computer entertainment system. console according EnTERTAINMENT SYSTEDT

to the instructions in its Instruction Manual. Attach game controllers and
other accessories, as appropriate. Make sure the MAIN POWER switch
(located on the back of the console) is turned on. Press the [2] button. When
the ® indicator is green, press the [] button and the disc tray will open.
Place the Soul Reaver 2 disc on the disc tray with the label side facing up. * Dolby; Dolby Surround, Dolby Pro'Logic, and'the double-D'symbol are
Press the [5] button again and the disc tray will close. Follow on-screen trademarks of Dolby Laboratories.

instructions and refer to this manual for information on using the software.

Note: This game is presented in Dolby Surround®. Connect your
PlayStation®2 to a television or sound system with Dolby Surround Pro
Logic* to experience the excitement of surfound sound.

If you wish to save your progress in the game then please make sure there is
enough free space on your memory card (8MB) (for PlayStation®2) before
commencing play.

It is advised that you do not insert/remove controllers or accessories once the
power is turned on.

YOVUR SOMY PLAYSTATIiON®2 COmMPUTER.

MEMORY CARD slot 2

MEMORY CARD slot 1—————— ) - disc tray
—=E O fbutton
Jli -_P— E ; .
y = %‘ 4 |button
[ | A N R N
USB connector —————L 1

5400 i.LINK connector
controller port 1
controller port 2 -
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Block attacks.

Access the Select manu
(0: Shift batween spectral
and matesial planes [ Summon

of dismess tha Soul Reavear [ Display

the map)

Buttons 4

Mova Raziel whia /
runaing, gliding,
climbing or swimming /

ANALOG moda bution

left analog stick
Move Raziel whia running, giiding,
‘climbing or swimming

GEIIERAL COMTROLS
S_T_ART bu_lwn

. left analog stick or
directional buttons # ®  Select menu item

X button_

Accept menu selection
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Start game; Pause/Resume

Pausas game and displays in-game mem

[] Action button: Light sttacks with
claws or weapons I Fick up objects
weapons / Operate swilches | Pushs

pull or rotate objects

£ Powerful altacks / Aim and shoot!

projecties in Inok-around mode:

£ Davous soul { Bouble-tap 1o fum
Sl Reaves on and off (once the.

Reaver hag bean enhanced)

= dumg | Swim

right analog stick
Ratats this camarn lefl or right

GAMEPLAY cOMfROLS

left analog stick or
directional buttons - ¥ @8 or swimming

right analog stick
X button
L2 + X button

Jump + X button

M button

A button

@ button

LI button
wZibeichs |
L2 + Mbutton

R1 button

R2 button
R2 + A button
SELECT button

NOTE: A d;g:mf Controller can be used, but the functions of the right analog stick
will not be available.
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Move Raziel while running, gliding, climbing

Rotate the camera left or right
Jump/Swim

High jump/Speed- “burst underwater
Hold Raziel's wings to glide

Action button: Light attacks with claws or
weapons/Pick up objects or weapons/
Operate switches/Push, pull or rotate objects
Powerful attacks/Aim and shoot projectiles
in look-around mode

Devour soul/Double-tap to turn Soul Reaver
on and off (once the Reaver is enhanced)

Block attacks
Crouch -

Drop object or weapon

Hold to Sneak or Auto-face the nearest
enemy (release and re-press button to switch
enemies)

Look-around mode

Projectile mode ~ Aim and shoot projectiles
Access Select menu (to: Shift between

spectral and material planes/Summon or
dismiss Soul Reaver/Display map)




SAVING A GAIME

As Raziel explores the world of Nosgoth, he will discover ancient monoliths
where he can save his current progress. These Save Points allow you to
save the game to a memory card (8MB) (for PlayStation®2).

To save a game:

STARTING A GAME

I. When you first boot up the game,
you will be shown a language
selection screen.

Highlight the language you want
using the left analog stick or
directional buttons and press the X
button to confirm your selection.

2. From the title screen, select START

| 1. Stand Raziel on a Save Point platform, facing the central, Reaver-
| shaped obelisk.

B2

Press the M button. Raziel will place his hand into the symbol
recessed into the obelisk.

GAME, and then press the X button. Coost souL L 3. The game will scan for a memory card (8MB) (for PlayStation®2) in
: e Toab ™ MEMORY CARD slot | and check the data on it.
3. Theigame will scan for a memory SOUL Ridpes o AN
card (8MB) (for PlayStation®2) and sTaRT dine SR 4. If the memaory card: (8MB) (for
check the data on it. LR 5 _ PlayStation®2)/is unformatted, you

will be given the option fo format

Note: If you don’t have a memory card (8MB) it or exit the save process.

(for PlayStation®2) in MEMORY CARD slot
I, you will see a warning message: Followthe

5. If thisis your first save, the game

s

directions to play without a memory card . ) will be saved without any further SCRLEN, POSYHIN

(8MB) (for PlayStation®2).

4. Highlight START A NEW GAME for
a new game or highlight the saved
game you want to play and press
the X button,

prompts. For all future saves, you SEAEK
can choose either to overwrite the
existing saved game, or to create a
new save file.

Note: You can save up to 4 SOUL REAVER 2 games per memory card (8MB). (for

PlayStation®2). Each save requires 122Kb of space on a memory card (8MB) (for
Note; You MUST have a memory: card (8MB) ) e fsp i fo

: PlayStation®2).
(for PlayStation®2) to save your progress as ! :
you explore the world of Nosgoth. SOLIL : 6. Toresume a saved game, use the steps in "Starting a Game" on page 6.
REAVER 2 is an epic gante. We recommend When you resume a saved game, all of Raziel's progress is restored and
using @ memory card (8MB) (for PlayStation®2). he begins from the Save Point where the game was saved.

SETTING orPTioIs
To open the Options menu:
I. - Select OPTIONS from the Main Menu; or

- Press the START button to pause during a game, highlight OPTIONS
and press the X button.

' 2. Highlight the SOUND or MUSIC options and move the left analog stick
4 /® to toggle them ON or OFF.

2 . : W.LEGACYOFKALN.COMN
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Note: This game is presented in Dolby Surround. Connect your PlayStation®2 {o a THE MAP ATIRD COMMPASS

television or sound system with Dolby Surround Pro-Logic to experience the

excitement of surround sound. ' To aid navigation around/Nosgath, a map and compass can be displayed
on-screen.The.compass rotates to show you.which direction Raziel'is
*Dofby, Dol Surrotmed, Dolly Pro Logic, mind the denble-D syembol are trademarks of Dolby Laboratories., faC]ng The map shows Raziel’s current location within

Nosgoth and highlights his next goal.
To. display the ‘compass:

— Select OPTIONS from the Main Menu; or

= Press the START button to pause during a game,
highlight OPTIONS and press the X button.

- Fr_om_ the OPTION: "?imem_.;, select,
COMPASS and move the left
analog stick left/right to turn it
ON or OFF. Theicompass is ON

) by default.
g

3. Highlight the COMPASS option and move the left analog stick 48/m to
toggle the display of the on-screen compass ON or OFF.

4. Highlight the VIBRATION option and move the left analog stick 4a /sy
to toggle the controller’s vibration function ON or OFF.

5. Highlight the SCREEN PQSITION option and press the X button. Use!
the left analog stick to centre the screen. Highlight GO BACK and
press the X button to return to the Options menu.

6. Highlight GO BACK and press the X button to exit the menu.

THE BOMUS
mMATERIALS MIEMY
Included on the SOUL REAVER 2 disc

are bonus materials, such as the game’s
pre-release Trailer movie

To access the Bonus Materials:

— Select BONLIS MATERIALS from
the Main Menl.

To display the map:
- At any time during gameplay, press
the SELECT button to display the

PAUSED Select Menu.

REGUME
PARK CHRONICLE
OPTIONS
QUIT GAME

~ Move the [eft analog stick left/right
to rotate the menu o the Map.icon and press the
W button

- On the map sereen, you can use the Left Analog
stick to highlight known or previously-explored

THE DARK_ locations within Nosgoth. The name of each
CHROTITICLE location is displayed on-sereen when highlighted.
Over the course of the game, SOUL REAVER 2’s complex story unfolds ' 4, Toexit the map'screen, press the A or ® button,

through numerous cinematic events. After each major story event in the
game, the dialogue script for that scenetisitinlocked and can thereafter be
reviewed, using the Dark Chronicle.

To access the Dark Chronicle:

~ - Press the START button to pause during a game, highlight DARK
CHRONICLE and press the
X button,

. &
< 'A
T
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HISTORY OF MTOSGOTH

THE PIiLLARS

In'the centuries before Kain'’s birth, the land'was protected by an oligarchy of
sorcerers known as the Circle of Nine. These guardians were sworn to serve
and protect the Pillars of Nosgoth, the ancient edifice towering over the earth
as a manifestation of the mysterious power that preserved and gave life to
the land.

But the Circle was infiltrated by dark forces, and Ariel - the Balance Guardian
— was cruelly murdered. Her assassination sent psychic shockwaves
throughout the Circle, and in their derangement the remaining sorcerers
turned their powers to dark purposes, poisoning the land with their sorcery
and abandoning the Pillars to stand like silent, decaying sentries.

DESTIMY

Into this dying world Kain was born. The son of an aristocratic Nosgoth
family, he lived the privileged life of a nobleman, never realizing his
undiscovered destiny - that he was marked from birth as Ariel’s successor,
fated to take her place as the Guardian of Balance.

Ignorant of his destiny, the ambitiotis but directionless Kain roamed the land
- during one fateful journey, he was ambushed by brigands and murdered,
cruelly impaled en his assassinis sword.

A DARK COVEODAIT

Plucked from: the brink of oblivion by the Necromancer Mortanius, Kain
awakened in the underworld, still transfixed by his enemy’s blade. Tormented
by his hunger for vengeance, and heedless of the spiritual cost, Kain recklessly
accepted the Necromancer’s offer of revenge - and rose from his tomb to
discover that he had been resurrected as a vampire.

Kain quickly tracked down his assassins and exacted his bloody revenge. With
his vengeance and hunger sated, he sought only a cure for the vampiric curse
that afflicted him. Guided by Mortanius and the spectre Ariel - now bound
helplessly to the decaying Pillars she once served - Kain hunted down each of
the corrupt sorcerers now poisoning Nosgoth. Only with their deaths could
the Pillars be healed - and'only by restoring Balance would Kain be released
from his vampiric curse,

At first reluctant to live the horror of an existence blighted by a thirst for
human blood, Kain soon adapted and discovered, within his darkened soul, a
growing disaffection for humankind as he embraced his newfound immortality.

‘
‘

|

During his journey, Kain
discovered and claimed the
Soul Reaver, an ancient soul-
devouring blade, and
stumbledacross - not so
coincidentally - a time-
streaming device created
by Moebius, the Guardian
of Time.

FRAGILE
HISTORY

Against the counsel of
the ancient vampire
Vorador, Kain found
himself embroiled in
human events, caught

in a bloody battle
between Ottmar’s

Army of Hope and the
ruthlessly advancing
armies of the Nemesis,
from the north. As the
tide of the battle turned,
Kain used his only means
of escape - the time-
streaming device, which swept
him nearly 50 years back into
Nosgoth's past.

Hoping to alter the course of
Nosgoth's history, Kain assassinated
the young King William the Just, who
would become the diabali
known as the Nemesis
himself on his victim’s
returned fo the presen
discover that his murd
beloved King had ignit
genocidal war against
led by the Time-Strea
Moebius, himself.

WWW.LEGACYOFKAIN.COm
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Upon his return, Kain witnessed the future that he had wrought - and the D
final, triumphant act of Moebius’s cold-blooded mob. Vorador, the last of COII EIFHE-D : . » 9
the era’s vampires, is guillotined and his head held aloft for a cheering, Rather than eyolving slowly over:time, vampires experience periods of
bloodthirsty crowd - leaving Kain the sole sufviving vampire in Nosgoth. v accelerated metamorphosis,‘enteting dormant states from which they

emerge transformed.

When Raziel, first among Kain's'Lieutenants,
revealed his latest evolution - a pair of bat-like
= Wings - Kain responded with an act of

| seemingly egotistical sadism. Tearing
W Raziel's newly fledged wings from his
~ % back, he ordered Raziel to be cast

FATEFUL DILEN A

As his quest brought him full-circle; Kain confronted the destiny 487
that Mortanius and Ariel had hidden from him - that he was &

the Balance Guardian, and that only by sacrificing hlmself
could he restore theiPillars. Ariel presented him with
a final, climactic decision - sacrifice himself to heal into the Lake of the Dead, where
the land, but ensure the extinction of the vampires; or. | 4 SORETAR ; ‘ he would burn forever in the
refuse the sacrifice, and seal the world’s corruption. SRS LGl C O R roiling Abyss.

Revolted by the machinations of the human - ' - " N W | Raziel turr!bled
sorcerers and alienated from his former . - - ‘ o 88 endlesslyinto th_e- _
humanity, Kain chose the latter path - opting to |§ > : : murky depths, his flesh
rule the world in its damnation rather than I dissolving as he burned
commit himself to eblivion. This apocalyptic act SS% ¢ with white-hot fire.
completed the Pillars’ destruction - the mighty. & e 2 L After an eternity of
columns toppledias Kain sealed their ruinous fate. S —~ | . 3 J ¥ torment, Raziel's ruined
- and damned Ariel to ceaselessly haunt the e 7 ! & body came to rest — and
dilapidated Pillars she once served. Until'the Balanceis ) as the pain receded, hie
restored, she can never be released. " realized that he had not only
survived the descent, but had
. been delivered to the very seat
,, of the Underworld.

< " Like Kain before him, Raziel
was saved from the brink of oblivion by'a mysterious
benefacter = a preternaturally ancient god dwelling in
the depths of the Abyss, who transformed Raziel into a
devourer of souls, and released him back into the world to
take his revenge.

RAIM'S EMPIRE
Kain concluded with the epiphany that Vorador was right - that vampirism

is not a curse but a blessing. That vampires are dark gods whose duty it is
to thin the human herd.

With intentional irony, Kain established the ruined Pillars as the symbolic
seat of his new empire, and the unrestored Balance Pillar as the base of his
throne. In an act of calculated blasphemy, Kain raided the ancient tomb of
the Sarafan, a fanatical order of warrior-priests.once sworn to eradicate the
vampires plagumg Nosgoth. From the desiccated corpses of these/long-
dead knights, Kain raised his six vampiric "sons" tobecome the Lieutenants
of his fledgling empire.

But the Pillars, Kain ultimately realized, were more than just a human
edifice — the health of the Pillars was tied inextricably into the health of the
land. With the Pillars left unrestored, corruption seeped slowly into the land
like a poisen, turning his empire into an irredeemable wasteland.

=




VEIIGEATIICE

Raziel, now the Elder God's fledgling angel of death, resurfaced to discover
that centuries had inexplicably passed since his execution. Kain's empire lay
in ruin, and Raziel found himself assailed by the degenerate offspting of his
former brethren, who had long-since devolved into monstrous forms.

Lindeterred by these revelations, Raziel pursued Kain across Nosgoth's
blasted landscape, galvanized by a hunger for revenge, and a relentless new
thirst - not for the blood of humans, but for the vampires' apostate souls.

Kain, however, had other plans for: Raziel. Seemingly unsurprised

by Raziel's miraculous return, Kain baited Raziel along the course 4

of his single-minded vendetta, channeling him into battle with £

his mutated brethren, and into a fateful confrontationiat the ==
Pillars, wherein Kain raised the Soul Reaver against Raziel. ¥

The ancient blade, believed to be indestructible, shattered when "\

Kain attempted to strike Raziel down. The soul-devouring sentience =" "0

captive in the blade was thus released, and binding itself to Raziel as a
wraith-blade, became his symbiotic weapon.

Kain seemed not stunned but strangely satisfied with this

shocking outcome, and lured Raziel further into Nosgoth’s
northern wastes, leading to
their final confrontation in

Moebius's long-abandoned
Chronoplast chamber.

by

THE STORY
continvEs

Driven by the fatalistic

visions revealed in Moebius's
chambers,

Kain activates the time-
streaming portal that would
-propel him and

Raziel centuries into Nosgoth's
past. Free will, Kain argues, is
an illusion. Their fates are
intertwined in ways that Raziel
has not yet begun to fathom...

WWW.LEGACYOFRAIN.
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RAZIEL’'S HEALTH

As Nosgoth's newly-fledged reaper of souls, Raziel is immortal; he cannot be
killed. He can, however, lose the spirit energy which sustains him = it is this
energy which enables him to manifest in the Material Realm.

The Health Coil, displayed in the lower right corner of the screen; tracks
Raziel’s spiritual energy reserves. In the Material Plane, Raziel constantly
consumes energy in order to maintain his physical form - thus, in Material,
the Health Coil continuously drains. Damage from enemies further degrades
his physical form, and hastens the loss of his spirit-energy, To replenish his
energy and maintain his physical manifestation, Raziel must regularly feed on
the souls of his enemies.

If his energy depletes completely in Material, Raziel's physical form evaporates
and he is.immediately shunted back into the Spectral Realm. In Spectral,
Raziel slowly absorbs the spirit energy latent in his surroundings; his health
will gradually recover. He can hasten his recovery by consuming the lost
spirits of the underworld, and devouring the souls of spectral enemies.

WWW.LEGACYOFKAT

CHECKRPOITITS

Throughout his journey, Raziel discovers
arcane landmarks which are attuned to
his spirit energy. When he passes these
markers, a \I-vi-5|i'1 of his energy is drawn
into the ring, illuminating it - this creates
a spiritual beacon.

When Raziel's energy is depleted in the
Spectral Realm, his spirit is instantly
drawn to the site of the most-recently
activated beacon, and Raziel is restored.

FEEDIIIG OIT SOVULS

To sustain his physical manifestation in the Material Realm, and to
replenish his spirit-energy in the Spectral
Plane, Raziel must consume the souls of
his enemies. He can also feed on the
energy of discorporated spectral enemies.

When Raziel defeats an enemy in the
Material Realm, its soul floats free from
its body.

To consume a creature’s soul:

- Press and hold the @ button to devour
the liberated soul.

Uinfettered souls only briefly remain in the Material Realm, before passing
into the spirit world. Raziel must consume enemies’ souls promptly, or else
they may escape.

Lost souls can often be found floating freely in the Spectral Realm, and are

easy prey. Spectral enemies become insubstantial when their energy is
depleted; these translucent foes can also be devoured.



THE SOUL REAVER_

As a wraith-blade, the Soul Reaver is
symbiotically bound to Raziel - as such,
it can never be dropped or lost.

The Soul Reaver is the only weapon that
Raziel can carry with him between the
Spectral and Material Realms - all other
physical weapons are discarded when
Raziel shifts into Spectral. The Reaver
is Raziel's sole and constant weapon
while in the Spectral Realm.

No longer a physical blade, the Soul Reaver's spectral appearance is its true
form. But like Raziel, the'Reaver can also manifest in the Material Realm, as
an energy blade.

At the very beginning of the game, the Soul Reaver is relatively weak; and
will only manifest in'the Material Plane when Raziel's
spirit-energy is full. But early on, an event transpires
which permanently enhances the Reaver and alters its
behaviour. Ongce this event occurs, the Soul Reaver can
be summoned at will.

After this event, to summon or dismiss the Soul Reaver:

e Press the SELECT button to epen the menu,
highlight the Reaver icon, and press the W button; or

» Double-tap the @ button.

THE SOLIL REAVER IN COMBAT

The Soul'Reaver is a sentient weapon, and as such has a will and an
appetite of its own, The blade is formidable, but its power comes at a cost.

» With each strike, the Reaver's soul-hunger:becomes increasingly
aroused, as represented by the circular meter surrounding Raziel's
health coil.

s The Reaver devours the souls of its victims. Raziel is unable to feed on
these discorporated souls before they are absorbed by the Reaver.

* As it absorbs enemiesiisouls, the Reaver grows.in
power, and does increasingly more damage with
each strike.

o |fsthe'Reaveris allowed to become qver-aroused -
indicated when the meter forms a full:circle,
surrounding Raziel's health coil completely — it will
turn its hungerion Raziel, and parasitically drain: his
Spirit energy.

Note; if the Soul'Reaver is used to weaken an enemy, but the fatal blow is
delivered with-another weapon, that creature’s soul will be released - but
the soul will have been damaged by the Reaver, and will thus yield less
energy for Raziel.

FORGING THE SOLIL REAVER

Qver the course of his journey, Raziel
discovers a number of ancient Forges
hidden throughout Nosgoth, Each Forge
is attuned to a specific elemental power,
and presents a challenge to Raziel - a
central puzzle which must be solved
before the Forge can be activated,

Once a Forge is activated, Raziel can
augment the Soul Reaver by plunging the
blade into the Forge’s central, elemental
well - these forging events transform the
Reaver. Each elemental-enhancement provides Raziel with new abilities, which
enable him to overcome otherwise impassable obstacles, and reach areas that
were previously inagcessible:

Note, however, that because the Reaver’s physical manifestation is temporary,
so are its elemental enhancements. When Raziel shifts into the Spectral
Realm, the Soul Reaver returns to its wraith form - and when summoned again
in Material, the blade will always assume its basic manifestation.

When forged, the Reaver blade is permanently: primed with the associated
elemental power. And because the Soul Reaver retains that elemental
potential, the blade canthereafter be re-imbued with that element at any time.
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ELEMENTAL FONTS

Associated with each Forge are a
number of elemental fonts, scattered
throughout Nosgoth. These basins are
dormant until the Soul Reaver is forged.
When the Reaver is forged, all the fonts
attuned to that element are
instantaneously activated.

To re-imbue the Soul Reaver with an
elemental power:

1. Summon the Soul Reaver.

2. Stand next to an activated elemental font and press the W button. Raziel
will pass the Reaver through the font's elemental energy, and the blade
will be elementally enhanced.

As long as Raziel remains in the Material Realm, the Soul Reaver will retain
its most recent elemental imbuing. Even if the Reaver is deactivated, when
summoned again it will resume its previous elemental state. The elemental
imbuing is only lost when Raziel shifts into the Spectral Realm.

If the Reaver is currently elementally imbued - even if the blade has been
dismissed - the current elemental state will be indicated by a symbol
displayed in'the lower left-hand' corner of the screen.

Note that in the Spectral Realm, the Reaver always retains its basic wraith
form. While in Spectral; the blade cannot be elementally imbued.

THE SOUL REAVER'S ELEMENTAL ABILITIES

Throu%hout his journey, Raziel will discover barriers and objects which are
specially attuned to the various elemental Reavers. These objects - which
are often inscribed with the elemental symbol to which they are attuned -
are activated in a variety of ways.

To prepare to interact with Reaver-related objects:
I. Summon the Soul Reaver
2. Imbue the Reaver with the required elemental power (if needed).

In Nosgoth’s ancient places, the Reaver can often be used as a key to
unlock sealed barriers. Some barriers are simply attuned to the Soul Reaver
itself; others require a specific elemental Reaver.

To unlock a barrier with the Soul Reaver;

Some elemental Reavers can be inserted
into specially-marked platforms, to trigger
events critical to the solution of puzzles
To activate an elemental-Reaver platform:
i

Certain objects can be activated only
when struck with a specific elemental
Reaver projectile.

To shoot a target with the

Soul Reaver projectile:

wn

Summon and imbue the Reaver (if necessary), then stand in front of the

barrier and press the B button to &
insert the Reaver into the symbol- -
keyhole. If the Soul Reaver is
correctly imbued, the barrier will
be unlocked.

Summon and imbue the Reaver (if
necessary), then stand on the
platform and press the B button to
insert the Reaver downward into the
symbol-keyhole.

Summon and imbue the Reaver
(if necessary).

Hold the R2 button to enter look-
around mode.

Hold the A button to gather the Soul
Reaver's power.

Use the left analog stick to aim the
cursor at the target object.

Release the A button to shoot the
Reaver projectile.
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KﬁZiEL’S ABILITIES | PHASING THROUVGH GATES

In the Spectral Realm, Raziel is able to

iy briefly dissolve his physical form and
L1 DG l pass through certain permeable barriers

- like gates and fences ~ which are
otherwise impenetrable.

To phase through a gate or fence:

I. While in the Spectral Plane, push
against the barrier. Raziel will
dematerialize and pass through.

I. Press the X button to jump.

2. While in mid-air, press the X button
fio again to grab hold of Raziel's wings,
’ and continue holding X button to glide.

3. Release the X button at any time to
drop to the ground.

4. To slow Raziel's forward momentum Note: gates niust be permeable from floor to ceiling in order for Raziel to phase through.
| and float straight downward, hold the

R! button while gliding.

Raziel can gain additional lift by gliding over updrafts, where they occur. SWITIIITIG
To get the maximum boost from an updraft, it may help to hold R1 while Raziel can only swim while in the
gliding through it. Material Realm. Water in the Spectral '
Realm has no buoyancy; it is as
. ephemeral as air. Therefore Raziel
N SIMEAKIIG cannot swim while in Spectral, and is
op By sneaking, Raziel can move carefully over forced to walk along the bottom of
S othenwise precarious terrain. Sneaking also T flooded areas. While in Spectral, he will
= enables Raziel ta move silently, potentially not be able to reach areas only
ey ovoiding enemy detection. accessible from the water’s surface
To Snaak: To swim in the Material Plane:

I. While in the water, tap the X button once to swim one stroke; or tap

‘ |. Press and hold the R1 button while L : }
the X button repeatedly to swim with quick, successive strokes.

moving Raziel.
’ Raziel cannot fall off ledges or platforms 2. You can also hold the X button to swim at a constant speed.

while sneaking.

To'jump out of the water, or propel yourself with a burst of speed underwater:
I. Press and hold the L2 button to coil back in the water.

CROV CHI ﬂG/CKﬁWLiHG : 2. Press the X button to propel Raziel out of or through the water.
[ * 1. Hold the L2 button to crouch. - To climb out of the water:
o) 2. Crawl'by holding the L2 button while moving Raziel. 1. Swim to a low bank or ledge.
i ~  Raziel cannot fall off ledges or platforms while crawling. .'1 2. Move Raziel toward the edge to pull up onto it.
' Note: some ledges are too high to pull up onto. To reach high ledges,

propel Raziel up out of the water using the L2 + X buttons.
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SCALIMG WALLS

Raziel is able to climb certain walls
which are distinctively etched.

Scaling walls is only possible while in

the Material Realm. Raziel cannot grab

onto scalable walls in Spectral, and if he

transitions to the Spectral Plane while

climbing a wall, he will automatically

drop to the ground.

Raziel cannot engage in combat while scaling a wall. If there are enemies
present, it may be wise to dispatch them before climbing. This is
particularly true for enemies that can shoot projectiles - if a missile strikes
Raziel, he will be knocked off of the wall.

To scale walls:
. Press the X button to jump onto a scalable wall surface.

. Move Raziel across, up or down the wall using the left analog stick.
Raziel automatically pulls up onto ledges when he reaches the top
of the wall.

. Press the X button to.drop off the wall.

FiRiNG TELEKIMETIC FORCE
PROJECTILES

When not equipped with the Soul

Reaver or carrying another weapon or

item, Raziel can gather and fire a blast

of telekinetic energy from his hand.

Enemies struck by the sphere of force

are propelled backward - and may be

injured if they strike a wall or other

damaging obstacle - but the projectile

itself does little damage. You must aim

the force projectile manually, like all

other projectiles,

To cast a telekinetic force projectile;
. Hold the R2 button to enter look-around mode.
. Hold the A button to gather the projectile’s power.
. Use the left analog stick to aim the target cursor.

. Release the A button to hurl the projectile.
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COLLECTING AND
USINnG OBJECTS

There are four basic types of objects found in SOUL REAVER 2:
» Weapon objects that can be picked up and carried.
o Large rotatable and moveable objects that can be reoriented or relocated.
o Contextual objects, such as doors and switches, which can be operated.
s Puzzle objects which can be picked up, carried, and placed.

Raziel can ONLY interact with objects while in the Material Realm!

In the Spectral Plane, physical abjects are insubstantial and cannot be
manipulated ~ therefore OBJECT INTERACTION [S IMPOSSIBLE WHILE IN
SPECTRAL. Raziel cannot pick up weapons, move or rotate objects, open
doors, or use puzzle objects. Any carried objects are automatically dropped
when Raziel shifts into the Spectral Realm.

WEAPOT OBjECTS

Throughout the game, Raziel
discovers various weapon abjects
~ either placed in the
environment, or dropped by
enemies - which he can pick up
and arm himself with. These
objects generally fall into 2
categories: one-handed weapons
(such as swords and torches), and
two-handed weapons (such as
poleaxes and staves).

To pick up a weapon abject:
1. Move Raziel near or over the object.
2. Press the W buttoni to pick up the object.
To put dewn an object:
I Hold the L2 button to crouch, and press the B button.
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LARGE ROTATABLE
ATID MOVEABLE OBjJECTS

As he explores the ruins of Nosgoth,
Raziel will encounter a variety of
moveable and rotatable objects, which
he can reposition or reorient to

solve puzzles.

To turn a rotatable object:
. Position Raziel next to the object,

1
i 2. Press and hold the M button to
grab onto the object, and use the
left analog stick to rotate the object clockwise or counterclockwise

3. When the object is correctly oriented, release the M button to release
the object.

To grab and reposition a moveable object:

1. Position Raziel next to the
moveable object.

i 2. Press and hold'the M button to
embed Raziel’s claws into
the object.

” 3. While holding M, use the left
analog stick toidrag the object
forward, backward, left or right.

g
B

5\

Note that moveable objects are often
constrained by their surroundings - they cannot be dragged over rises or drops in
the terrain.

4. Release the M button to disengage the object.

Note: some free-standing moveable objects can also simply be shoved, by
standing next to the object and tapping the M button. {t'is also possible to shove
some objects using Raziel's Telekinetic Force projectile.

contextvaL OBJECTS

Raziel encounters a variety of interactive objects in the environment,
including doors and switches.

To operate contextual objects:
I. Move Raziel'next to the object.
2. Press the l'button to interact with, the object.

Note: some lever-type switches require Raziel ta/hold the switch i the "on"
position in order to unfock or open o gate. If he releases the mechanism too
eqrly, the barrier will close. To operate these switches, hold the B button to pull
the lever until the gate audibly locks into the open position.

PUZZLE OBjECTS

Qver the course of his journey, Raziel
will discover a variety of puzzle objects.
Like weapons, these objects can be
picked up and'carried, but each one
serves a unique purpose in the solution
of a specific puzzle. Because each has a
distinet function, these objects can take
various forms - from reflector disks
which must be positioned-to bounce
sunlight onto targets, to emblem "keys"
which trigger eventsior open doars.

Note that while carrying: puzzle objects, Raziel's other mechanics are limited.
For instance, he cannot engage in combat, open doors or manipulate other
objects, climb scaleable walls, or open his cowl to devour souls.

To pick upa puzzle object:
|- Move Raziel next fo the object.

2, Press the Mbutton to pick up the object.
To use or place a carried puzzle object:
I. Move Raziel next to the receptacle for the puzzle abject.
2. Press the M button to plage the object in the receptacle.
To drop a carried puzzle object:
I. Crouch using the L2 button and press the Il button to drop the object.

Note however that most puzzle objects are magical, and - ance abandoned - will
promptly disappear and reset to their point of origin. Consider carefully before
dropping an important puzzle object!
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COIIrlB ﬁ"r For heavy attacks:

I. Press.the A button to execute a heavy attack on an enemy.

SOUL REAVER 2's combat system encourages and rewards strategic 2. Tapithe A button repeatedly to execute a combination of heavy attacks.
manoeuvres. Both Raziel and his opponents are able to deliver
combinations of light and heavy blows, dodge, evade, and block attacks, : .
and launch counter attacks. DODGIING AIND DUCKIIIG ﬁTTﬂCF\S
Dodging enemies’ attacks is one of the fundamental skills of combat.

: g Against the most formidable enemies,
AVTOFACING ENEMIES dodging becomes almost essential to
The key to success in combat is the ability to engage your apponent face to evade blows and effectively
face. SOLIL REAVER 2 features an autoface button to simplify this process. counter-attack.

By autofacing, Raziel can more easily move laterally around enemies,

L. Inautoface mode, press the X button
making it possible to dodge blows and swiftly counter-attack. Y

while moving Raziel away from,

To autoface: toward or to the side of the enemy: o
I. When near an enemy, press and hold the R1 button to automatically Raziel can also crouch while in ’f\g,}/
face the closest apponent. The enemy that Raziel is currently facing autoface mode, to duck enemies’ high
will be highlighted. attacks. If this strategy is-overused, though, enemies will respond by
- To face a different enemy: targeting Raziel with low attacks.
I. Release the R1 button, then re-press and hold the R1 button to s
automatically face the next closest enemy. BLOCKIIG
To exit autoface mode: Raziel can block enemy attacks using his arms or currently-equipped
I. Release the R1 button. weapon. Blocking can be a powerful method of defence - but if Raziel
»l relies too heavily on this strategy, enemies will respond by using heavy,
Ve unblockable attacks against him.

SIMMGLE AnDb comBination attacks

Raziel can deliver a variety of light and
- heavy attacks. Light attacks are faster
{ and more responsive than heavy attacks,
but do less damage,

I While autofacing an enemy; pressithe L1 button to block an enemy attack.

LvnGinG attacks

Lunging attacks cover more distance than any single combination attack,

For light attacks: and generally do more damage, but are more difficult to execute.

I. Press the M button to deliver a To perform a lunge attack:
light attack with Raziel’s claws or

the weapon he is currently holding,

I. While autofacing, press the X button and move toward the enemy to
> [tinge forward - then quickly press either the M or A button to
2. Tap the M button repeatedly to execute the attack.

execute a combination ofi light attacks.
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Raziel can also execute a crouching lunge attack which, when performed
properly, will trip up most enemies.

To perform a crouching lunge:

I. When autofacing an enemy, hold the L2 button to crouch, then tap
the A button while pressing the left analog stick toward the enemy

FATAL BLOWS

Once an enemy has been weakened into
a stunned state by a combination of light
and heavy attacks, Raziel can dispatch
the enemy with a fatal blow.

To execute a fatal blow:

I. While near a stunned enemy, press
either the M or A button.

USING PROJECTILES

All of Raziel's weapons, including the
Soul Reaver, can be utilized as projectiles.
Projectiles must be manually-aimed while
in look-around mode.

To switch to projectile-mode, and aim at
target objects or enemies:

. Press and hold the A& button while
in look-around mode (holding the
R2 button).

. Use the left analog stick to aim the'target cursor.
. Release the A button to shoot or throw the projectile.
To cancel without shooting or throwing the projectile:
I. Release the R2 button to exit look-around/aiming mode.

Note that projectifes can be sed not only for combat, but for puzle-solving purposes as well
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THE SPQCTRQL
ATID MATERIAL REALIMIS

Following his execution, Raziel was transformed into a creature of the
Spectral Plane, the realm of the dead. Through force of will, he is able to
gather matter to his spirit-form, and make himself manifest in the world of
the living, known as the Material Realm.

® The Spectral Realm is a darker,
more twisted version of the Material
Realm. As Raziel passes from one
plane to the other, the world warps
around him, distorting and
reshaping itself. This terrain
distortion may open a path in one
plane which is otherwise
impassable in the other.

Some of Raziel's mechanics are only
effective on one plane or the other.
In general, physical actions that
require interaction with objects or
terrain are only functional in the
Material Realm.

Different creatures inhabit the
Material and Spectral Realms. But
some creatures — like Shades and
Demons - are able to shift planes to — :
pursue Raziel. SPECTRAL REALM

In the Spectral Realm, time is irrelevant. While Raziel is in the Spectral
Plane, time stops in the Material Realm:.

While in the Material Plane, Raziel constantly burns spirit-energy in
order to maintain his physical form. To sustain his existence in the
Material Realm, Raziel must feed on the souls of his enemies to
replenish his spirit-energy. If Raziel becomes too damaged or fails to
feed, he will automatically be shunted back into the Spectral Realm.

In the Spectral Plane, Raziel's spirit energy gradually recovers. He can
accelerate his recovery by devouring the lost souls wandering the
Spectral Realm, and consuming the souls of his spectral enemies.
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o At any time, Raziel can easily abandon his physical manifestation, and
voluntarily shift from the Material Realm back to the Spectral Plane.

e In the Spectral Realm, Raziel can only shift back to the Material Plane if
his energy is fully restored, and he has a planar portal at his disposal.

SHiFTIinG FROM mATERIAL
To sSPECTRAL
To shift from Material to the Spectral Realm:
I. Press the SELECT buttonto open the Select menu.
2. Highlight the Shift icon.
3. Press the M buiton to shiftinto the spirit realm.

SHiFTinG FROM SPECTRAL
To matTERIAL
To shift from Spectral to the Material Realm:

I. Ensure that Raziel is at full health,
and locate a planar portal,

2. Stand in the center of the portal.

3. Press the SELECT button to open
the Select menu.

4. Highlight the Shift icon and press
{ the M button.

f Note that if Raziel's health coil is not full, the Shift icon will be disabled. Raziel
i must regain full health (by feeding on souls and discorporated enemies in the
' spectral realm) before he can use the portal.

B S
TIME TRAVEL

Moebius the Time Streamer ~ an ancient
human sorcerer gifted with the power to
bend time - constructed Time Streaming
Devices to travel to various ages of
Nosgoth’s history,

The success of Raziel's quest depends
on his ability to find'and unlock these
chambers, to be delivered to the different
eras in which his destiny unfolds.




TMMOSGOTH’S
IMHABITANITS

SLUAGH

These craven scavengers prowl the Spectral Realm, preying on the lost souls
wandering in the spirit world. They tend to travel'in packs in order to
corner and overwhelm their prey. The smaller Sluagh are cagey and evasive
in'combat; their larger brethren are more swift and aggressive.

SHADES ’

These soulless shadow-creatures are able to manifest at will in either the
Spectral or Material Realms. They are easy prey, but often confound Raziel
by stealing the elemental energy from fonts and Reaver-barriers, thus
forcing Raziel to confront them before he can proceed.

THRALLS

These ancient, undead warriors are charged to eternally guard Nosgoth's
ancient shrines, and challenge any intruders. Some Thralls exhale
projectilesat Raziel, and will strive to keep their distance, but will attack if
cornered. Thralls sometimes carry emblem-keys which Raziel needs in
order to progress.

VAIMPIRES

In'the historical eras that Raziel visits, he discovers that Nosgoth’s early
vampires were persecuted and eventually hunted to extinction. Out of self-
preservation, the vampires have retreated from the world, and Razie
therefore encounters few of their kind.

VAMPIRE HUITTERS

These are the soldiers of Moebius's mercenary vampire-hunting army.
Swordsmen are slower than their comrades, but more formidable. Pikemen
are swift, but their attacks are not as powerful. Cannoneers can be
fearsome from a distance, but have only limited close-range fighting ability.

ATTACKR DOGS

Both the Vampire Hunters and their descendants, the Demon Hunters, use
attack dogs which they've outfitted with cruel-looking weapons. Dogs are
able to sense Raziel from a longer range than most enemies.
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SENTRIES

These guardians, often mounted above doorways and archways, will
destroy any creature that tries to cross the threshold. A single blast from a
Sentry will unerringly shunt Raziel into the Spectral Realm. Sentries can
never be destroyed, but can be disabled by a specific weapon’s projectile.

DEMOIIS

The Demons plaguing Nosgoth are able to rip through from the Demon
Realm into the physical world at will. As the spiritual health of the land
declines, the barriers between the Realms are weakened, and become more
easily permeable,

Raziel has to contend with several forms of Demon, each armed with its
own distinctive attacks, and will often find himself ambushed and trapped
by impassable Demon barriers which force him into combat. Demons are
also able to shift between Material and Spectral at will, and can thus
pursue Raziel from one plane to the next.

DEmMOMN HUMNTERS

With the vampire threat exterminated, Moebius's mercenary army evolved
and turned their attention to the Demons now menacing Nosgoth. These
Hunters are more skilled and aggressive than their ancestors.

As with the Vampire Hunters, the swordsmen tend to be slower, but more
powerful; the pikemen are swift, but not as strong; and the cannoneers are
formidable from a distance, but have limited close-range fighting ability.

mutTamnts

These degenerate creatures evolved in the decades following Kain's fateful
decision at the Pillars. They shamble on one deformed limb while attacking
with the atrophied claw of another.

SARAFAIT WARRIORS

The Sarafan are a monastic sect of warrior-priests, made legendary by their
holy war against the vampire menace, in Nosgoth’s early history. The
Sarafan are formidable enemies, renowned both for their ruthlessness and a
fanatical devotion to their crusade. Sarafan warriors are sometimes aided
in combat by spell-casting sorceresses, who will attempt to flee if cornered.
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LIMITED WARRAITY

Eidos Interactive Limited reserves the right to make improvements in the product described
in this manual at any time without notice. Eidos Interactive Limited makes no warranties
expressed or implied, with respect to this manufactured material, its quality,

merchantability or fitness of any particular purpose. If any defect arises during the 90 day
limited warranty on the product itself (i.e. not the software programme, which is provided
‘as is') return it in its original condition to the point of purchase. Proof of purchase required
to affect the 90 day warranty.

THIS LIMITED WARRANTY DOES NOT AFFECT YOUR STATUTORY RIGHTS.

All character and company names included within this title are all fictitious and any’

similarity with any existing people or organisations are purely coincidental.

Soul Reaver 2 ® 2001 Crystal Dynamics, Inc. Published by Eidos Interactive Limited. Soul

Reaver, Crystal Dynamics and the Crystal Dynamics logo are trademarks of Crystal

Dynamics, Inc.

MNeed any Help?

Why not call our recorded gameplay helpline on:

09067 535060"

* Please note that this call is more expensive than a normal call and at the time of
publication Is charged at 75p per minute at all times, Callers must legally be aged 16 or

over. This service is provided in the LUK by Eidos Interactive Limited, Linit 2,
Holford Way, Holford, Birmingham B& 7AX.

Web support at WWW.EIDOS.COM
Technical helpline 0121 356 0831.

For queries regarding the replacement of discs or manuals (after the 90 day
warranty period)

or other non-technical and non-gameplay queries, please contact Customer Services at
CLISTSERV@EIDOS.CO.UK or alternatively via mail at the address below:

Eidos Interactive Ltd

‘Unit2

Holford Way

Holford

Birmingham B& TAX
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Customer Service Numbers

e Australia—— 1902 262 662

Calls charged at $1.65 (ncl G51] per menute. Please call thess Customer Service Mumbers anly for Play$iatan Hardware Support.

o Osterreich —— 0450 99 000 500

Diee A umtee dieser Hummer kostet max A Groschen/Sek, Bel allen fragen rund um die MayStation keataktieren Sie bitte den Kundensernvice

» Belgique/Belgi€/Belgen — 011 301 306

Veillez appeler notre service clienbie & ces numbros sedement paur e assistance technigque concemant b PlayStation.

s Danmark ——— +45 33 26 68 20

Aben Mans-Tors 16,00-19,00, Du bedes ringe til dette kindesendconimmer loe support 1l din PlayStation,

® Suomi ——— 0600 411 911

4,70 fimimin + ppm avainna adk 17-21,7 Soita pdikin asiak ihin wain Flaystation-laitei warten,

s France———— 0803 843 843

Veuillez appeler notre sarvice clientide & ces mimiros seulement paur une assisitance technigue concemant b PlayStation.

e Deutschland — 01805 766 977

Wi wlien Fragen mnd um die PlayStation kontakteren Sie bitte den Kundenservice.

e Greece —— (00 301) 677 7701

0-FT08IA 0 FIAGA 0y 0. AET E'0. P 0EOE 1AFOO0 o0 AE- DAOEIE @ O0UDERE AE 0BG I6A0BT. Faystatan,

e Ireland —— (01) 405 4022

Please call these Customer Service Numbers onby for PlayStatian Hardwease Suppor.

e [talia 848 82 83 84

Chiamare i numeri del'assistenza cienti solo per probemd tecnid riguardanti ['hardware della PlayStation.

* Malta 344 700

¢ Nederland —— 0495 574 817

Wi verzoeken u daze klantensenicenummers alleen te belben indien u advies wilt wagen over PlayStation apparatuue.

e New Zealand — (09) 415 2447

Prease call these Customer Serviee Numbers anly for PlayStation Hardware Support.

= Norge 2336 6600

» Portugal — (01) 318 7450

P fvar contacte o sequintes nimeras do nosso Sendgo de Atendimenta ao Cliente se ther akjuma dinvda ou poblema com gualguer produto de hardwase PlayStation

e Espafia —— 902 102 102

Por Lavor, llama a los siguientes rmeras de nuestro Servicio de Atentian 4l Cliente 5 tienes problemas con cuslquier producto de hardware relacionato con |3 PlayStation.

s Sverige — 08-587 610 00

Wanligen ring Taljande kundtjinstnummer enbart om problem uppstie pd PlayStations programuira.

s Schweiz/Suisse —— 0900 55 20 55

Kinder und lugendliche sallten vor dem Anrufen der Hotline e Eltern ader Erzlehungsberechiigen um Erlasbnis hagen,

* UK 08705 99 88 77

Plaase call these Customer Service Mumbers only for MlayStaticn Hardware Support. Calls may be recarded for training parposes
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