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WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER

ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures
when exposed to certain light pattems or flashing lights. Exposure to certain

patterns or backgrounds on a television screen or while playing video

games, including games played on the PlayStation 2 console, may induce

an epileptic seizure in these individuals. Certain conditions may induce
previously undetected epileptic symptoms even in persons who have no

history of prior seizures or epilepsy. If you, or anyone in your family, has an
epileptic condition, consult your physician prior to playing. If you experience

any of the following symptoms while playing a video game — dizziness,

altered vision, eye or muscle twitches, loss of awareness, disorientation,
any involuntary movement, or convulsions — IMMEDIATELY discontinue use

and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:
Do not connect your PlayStation 2 console to a projection TV without first
consulting the user manual for your projection TV, unless it is of the LCD
type. Otherwise, it may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:
The use of software or peripherals not authorized by Sony Computer

Entertainment America may damage your console and/or invalidate your

warranty. Only official or licensed peripherals should be used in the
controller ports or memory card slots.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:
¢ This disc is intended for use only with PlayStation 2 consoles

with the NTSC U/C designation.
Do not bend it, crush it or submerge it in liquids.

Be sure to take an occasional rest break during extended play.
Keep this compact disc clean. Always hold the disc by the edges and

keep it in its protective case when not in use. Clean the disc with a lint-
free, soft, dry cloth, wiping in straight lines from center to outer edge.

Never use solvents or abrasive cleaners.

Do not leave it in direct sunlight or near a radiator or other source of heat.
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Six months pass since Old Miltia was destroyed by the appearance of Proto Q. In
response to the Gnosis phenomenon, which has been accelerating its rate of expansion
throughout the universe, the Galaxy Federation government and autonomous ;
states hurry to implement the grand anti-Gnosis Zohar Project.

However, the Gnosis began attacking major cities on planets throughout the
galaxy. While investigating this "Gnosis terrorism,” Shion learns that the inter-
stellar network UMN, and her father Suou Uzuki were involved with the
attacks. Knowing this, she quits Vector Industries and teams up with Scientia,
an anti-U.M.N. organization she came scross while investigating the Gnosis ter-
rorism, and begins working to expo=e Vector's secrets. :

Six more menths pass. The year is now T.C. 4768, and the final chepter of thi
saga is about to unfald...
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SETTING UP
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Set up your PlayStation®2 computer entertainment system according to the
instructions in its Instruction Manual, Make sure the MAIN POWER switch
(loeated on the back of the console) is turned ON. Press the RESET button.
When the power indicator lights up. press the OPEN button and the disc tray
will open. Place the Xenosaga®” EPISODE Ili: Also sprach Zarathustra disc on
the disc tray with the label side facing up. Prass the OPEN button again and
the disc tray will close. Attach game controllers and other peripherals, as
gppropriate. Follow on-secreen instructions and refer to this manual for infor-
mation on using the software.

MEMORY CARD (EME)(FOR PLAYSTATIONRZ)

To seve game settings end progress, insert 8 memory card (BMB)for
PlayStation®2) into MEMORY CARD slot | of your PlayStation®2 system. You
can load saved game data from the same memory card or any memaory card
(BMB)(for PlayStation®2) containing previously saved games.

CHANGING DISCS

This game consists of two discs. When playing for the first time, be sure to
start with OISC |, If the Disc Change screen appears, follow the diraections to
change dises.

Do not insert any dises incompatible with the PlayStation®2 system when
changing discs.

SAVING GAMES

Yellow plates that appesar in the field are Save Points. Press the @ buttan
when in contact with 8 Save Paint to open the Save Screen. which allows
gemes to be saved. Make sure 8 memory card (BMB) (for PlayStation®2) with
gt lesst B5KB of free spece is inserted in either MEMORY CARD slot | ar
MEMORY CARD slot 2 before saving. A maximum of fifty files can be saved.
However, when overwriting data, the overwritten data will be lost.

HF (Hit Points) and EP (Ether Points) are also recovered upon touching Save
Points, so even if you do not choose to save the game, do not miss these
chances to recover!

CONTROLS

"

DUALSHOCK®EZ ANALOG CONTROLLER CONFIGURATIONS

( L2 button R2 button o)

L1 button R1 button

directional
buttons

4\ button

left analog stick

(L3 button when pushed down) O button
SELECT button X button
ANALOG mode button O button
START button

right analog stick

(R3 button when pushed down)

\ J

The game only supports DUALSHOCK®Z analog controller, when connected
to controller port |, except for the two-player minigame. When playing the
two-player minigame. insert another DUALSHOCKEZ analog controller into -
controller port 2,

NOTE: Pressing the START, SELECT, Rl and LI buttons at the same time resets
to the Title Screen.




GAME CONTROLS

This section introduces the basic controls used in each part of the game.
FIELD

Directional buttans........ Walk
Left analog stick.

. MovE (angle determines speed)
..Search; Advance message

© button Cancel
® button Open Main Menu
® button Destroy target; Listen to conversation

button/BGEN button... Change target (conversation)

button ... [Move left analog stick while holding down] Walk

button ... ..Display trap location; [Press @ while holding down] Set trap
START button ... Pause/Cancel pause

SELECT button ... ..Change leader

MAIN MENU

Directional buttons/Left analog stick . Move cursor

@ button Select item

& button Cancel: Back

® button Return to field

® button........conn, Switch info: Display special items [items];

Change display (s« Lire); Change leader Formation];
Switch to Link phrase [Database)
button/BGEEE button .. .Change character [Equip/Stetus/Skil Linal;
2 Change phrase [Datsbase]
¥R button/IEEA button.. Change menu: Show summary

Right analog stick..............Change page
BATTLE

Directional buttons/Left analog stick . Move cursor

® button Select item/Action
& buttan Cancel: Back

button/E¥H button .. Display status
button/IEEH button....[Press ©/@/@ button whik halding down] Boost

FACE EVENT/MOVIE

@/ button...............c....Advance message (Face Event)
® button...... ...aKip [while paused]
START button Peuse/Cancel pause

SELECT button

.. Turn on/off Auto Mode (Face Event)

ABOUT HAKOX

As the game progresses, you will be able to play a minigame called "HaKox."
Refer to the game screen for instructions on how to play. HaKox settings and
clear records will be saved when the game is saved. After playing HaKox select
“Return to game.”" and don't forget ta save!

GETTING STARTED |

Three menu options will appear: "New Game.” "Continue” and “Data.” Use the
directional buttons or the |eft analog stick to choose an option, and press the

@ button to enter your selection.

ot
B = =
Play the story from the beginning. Before starting the game, first check for

Clear Data and configure the game settings.
CLEAR DATA CHECK

If you have a memaory card (BMB) (for PlayStation®2) with clear data from
Xenosaga Episode |I: Jenseits von Gut und Base. you can receive a bonus. To
load the data. first insert the memory card (BMB) (for PlayStation®2) into
gither MEMORY CARD slot | or MEMORY CARD slot 2. Note that game progress
will not be affected if you do not have clear data.

CONFIGLURE SETTINGS
Several settings such ss “Audio Output” and "Subtitles” may be configured

before starting the game. Use the directional buttons or the left analog stick to
select options end make changes. Press the @ button to enter the selections.

You can configure the settings after the game begins by selecting “Options”
from the Main Menu.

Load saved data and continue play. Insert a memaory card (BMB) (for
PlayStation@2) into either MEMORY CARD slot | or MEMORY CARD slat 2. and
select the appropriete slot. Review the story summary and press the @ button
or €@ button to continue the game.

Here you cen view event scenss, characters and more that appear in this
game, as well as review other stories in the Xennsage series. Be sure to
chopse save data to load when using the "Memory Code" and "Character it
Viewer" features. If you select "Skip" or press the € button, the screen will
proceed without loading any save data.

Memary Code............View event scenes that have appeared in the pame.
Character Viewer....\View characters, enemies and machine models for ESs.

Episode I....................Review the “Xenosaga Episode : Der Wille zur Macht" stary.

Episode ll................Review the “Xenosaga Episode |I: Jenseits von Gut und Base” story,




~_FIELD

Advance through the game by talking to people and searching verious places
and objects while moving through the field. When encountering enemies,
battles will take place.

Use the directional buttons or the left analog stick to move your charecter
(leader) about the field. Your character will walk when using the directional
buttons, but you can change the speed your character moves by tilting the left
analog stick at different angles. Alternatively, hold down the IR button while
using the left analog stick to have your character walk. You can change your
leader in the Formation Menu, or by pressing the SELECT button in the field.

Conversations esutomatically appear when
approaching people. Press the ® button to
continue the conversation. Important information
appears in red during conversations. Press
the @ button to learn more.

Approach certain objects in the field and press
the @ button to search them. If something
catches your eye, check it out! Doors and such
can also be opened with the @ button,

When entering stores in town or
touching blue plates, press the @
button to bring up the Shopping
Screen. You can use credits to buy
and sell recovery items. equipment
end more. ltems you purchase can
be immediately equipped.

O

When touching a green plate,
press the @ button to show the
UMN. Scraen, which allows you
to revisit aress you have
cleared. Note, however, that the
UMN. can only be used when
you have three or more party
members

DESTROY TARGET

Some objects in the field can be broken. ocee-
sionally resulting in the appearance of items
or even enemies. Breakable items are suto-
matically locked onto when you spprosch
them. Just press the @® button to break them.
If multiple objects exist, select a target to
break with the or IGEM button

TRAPS

If you possess & "Trap” item, you can set &
trap by pressing the ® button while holding
down the IGEM button. The trap can be
detonated by pressing the @ button once
more. Enemies ceught in the blast will be
temporarily immobilized. When battling
immaobilized enemies, you can attack first with
a slightly increased Boost Count or Anima
Level Treps cen be purchesed st shops, and
the number of treps you carry is shown in
“Traps," at the bottom-right of the socreen.

TRAP LOCATION
You can see where traps
have been set while hald-
ng down the IEEW buttan,

You can cantrol E.8. crefts during the game in addition to normal characters.
When & battle occurs while piloting an E.S., the E.S. Battle Screen appears. If
you win the battle. the characters piloting the creft are ewarded EXP and SP.
Eesch E.S. is operated by a main and sub pilot. Pilots cannot be switched
between E.S, crafts, The shilities of E.S. crafts change depending on items
they have equipped. and everything but HP and EN abilities sre affected by
pilot abilities:

DEX, EVA, AGI, LUCK sre determined by the main pilot
POW, ARM, EATK, EDEF are determined by the main and sub pilot




%__.

T r—

USING THE MAIN MENU

Press the @ button in the Field Screen to open the Main Menu. In addition to
using items, arming equipment end checking various data. you can also
configure game settings here.

MAIN MENU TOP SCREEN

Choose a menu and press the @ button to view that menu screen. You can
also press the W or 1A button while on the Main Menu Top Screen to view
the summary of the story so fer. Pressing the or IEBE button while on
other menu screens scrolls through the various menus.

I- Menu

2- BGuest
3- Credits
4~ Play Time

5- Currently available actions

B- Character Status Summary
Shows each character's participa-
tion/nan-participation in  battle.
Press the ® button to view different
data. The green bar indicates the
amount of EXP earned at the current
level. When the bar is full, the
character increases in level,

You can view and use items in your possession.
Items consist of “Consumable Items.” such as
recovery items and items that can be sold for
cash. and "Special ltems.” which are critical for
the plot to progress. Special ltems are
automatically used when necessary. but = list of
them cen be viewed by pressing the @ button

m
O

Medica can be used here. However, this cannot
be performed while piloting E.S. crafis.

»
5
W
B
7

You can use your SP to acquire new skills., "Tech” are battle skills that can be
used in battles. “Ether” are special skills that cause various effects, and
"Abilities” are skills whose effects take place immediately upon being learned.
In addition to these. some skills are automatically acquired when gaining a
level, Skills are divided into groups of four

|- Character

2- Line attributes

When you select a group in each

line. the line's attributes are shown.
3- Acquired Skills

Four icons represent the number of
skills within the group. The number
of lit icons indicetes the number of
skills acquired.

4~ Skills in Selected Group

This shows the skills that can be
learned in this group. their types, and
the amount of SP required to learn them.

5- Skill Lines

Skill lines are divided in twao: the A Line on the top and the B line on the bottom.
Press the ® buttan to see an overall view.

SKILL LINES

Skills are divided into two lines. The skills you
can learn in each line are different, so the line
you choose decides your character's ahility
type. In Shion's case. the A line is "Support.”
with skills that help allies, while the B line is an
"Attacker." with stteck skills. In general, the A
line is recommended for each character.

CONDITIONS FOR ACOUIRING SKILLS

Once you have mastered all the skills in & group. you can learn the skills in the next
group to the right. You can only acguire skills in groups that are connected to
groups you have mastered.

Skill Acquisition Example: Advancing Shion in Support

Gain SP in battle p  Master all Skill
-~ A-| skills

Master all Skill
A-3 skills

Master all Skill
» A-2 skills
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_ USING THE MAIN MENLI

EQUIPPING

Select to view the Character Equip Screen, or
E.8. Equipment to view the E.S. Equip Screen. To
change equipment. select an equipmeant category
and press the @ button. The Change Equipment
Screen will appear,

|- Eguipment Category

Types for ES. crafts are different than for
characters. Press the directional buttons or
left anelog stick left/right on the Change
Equipment Screen to switch between them

2- Parameters

When equipment has been changed, ebilities that
have increased are displayed in blue, while
ahilities that have decreased are displayed in red.
3- Details

Shows information on the equipment selected.
4- Num

Number possessed.

EOQUIPMENT CATEGORIES
E.S.
. Right-hand/Two-handed weapons: Affects sttack strength.

. Left-hand weapons: Affects attack strength,

. Armor Frame: Affects maximum HP amount.

B Generator: Affects maximum EN amount

. CPU: Affects the number of disks that can be inserted
- Disk: Produces various effects.

CHARACTERS .
. Weapons: Affects attack strength.
- Armor: Affects defense strength.

. Necklace: Produces mostly supportive effects.
. Bracelet: Produces mostly defensive effects
. Ring: Produces mostly offensive effects.

* When opersting E.S. crafts. left-hand wespons cannot be equipped while two-handed
weapnons are equipped

ALL EDUIPMENT/NEWLY ACOUIRED

"All Equipment” shows a list of sell the equipment you possess, while "Newly
Acquired” shows up to S0 pieces of equipment. in the order obtained (newest
items appearing first).

This sereen allows you to view detailed status of
each character and E.S. in your party. Press the
directional buttons or left analog stick left/right
to scroll between the "Parameter/Equipment”,

"Ether”, “Tech", “Ability" and "Special
Attack” screens for characters, and
"Parameter/Equipment”, "Disk". “Special

Attack” screens for E.S. crafts.

You can change characters with the and

IGER buttons

PARAMETERS

V.. Current Level ) | A

HP Current life value/maximum value. ARM
When the current value reachas 0 in DEX

battle, the charecter can no longer fight

CHARACTER STATUS

Parameters

Physical defense strength,
Physical defense strength of ES.

Accuracy rate

& z {21/, S— Evasion rate
.............. urrent ether value/maximum value,
AGI ., ..Speed f i
Consumed when using Ether and Tech PESC 10 pasiurr eclions
E .
EN..... ... Current energy smount of ES. craft EATK ~Ethar attack strengiy
PILOT...._.. Pilot and sub pilot sboard the ES EDEE. —Ethar defense strength
. - = LuCK Affects Critical hits. avasion rate and
sp ... Consumed when acquiring skilis.
EXP £ ? 5 i other things that involve luck,
.. Experiance points geined so far
o 2 PR G BREAK LIMIT _Rasistance to being broken.
) o hyzical attack strength, .
RESISTG Resistence to crystallization.
POW Physical atteck strength of ES 4
Items in red are for ES. crafts only.

SPECIAL ATTACKS

Special attacks increase in level in accordance
with the number of times used, and the number
of enemies defeated. When defeating an enemy
with a special attack, it is considered a "Finish
Strike,” and you will receive 1.5 times the normal
amount of experience. SP and credit.

You cean chenge party members. change
member orders and change leaders in this
screen. “Attackers” are members who partic-
ipate in hattles, while "Reserves” ere back-up
members. The attacker with the "L" mark is
the leader. and is shown when moving sbout
the field. Choose a charecter and press the
@ button to designate a leader.
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“._ USINE THE MAIN MENU BATTLES ~

[ W Battles occur when coming into contact with enemies in the field and in some
. ] events. Battle rules while piloting E.S. crafts are basically the same as regular

battles. This section primarily focuses on descriptions of character battles.

|

‘ \ There are locked doors in the field called

| "Segment Addresses." which contain treasure
boxes. Each door has & number and can only be
unlocked by "Decoders” with identical numbers.
You cen view information on Segment
Addresses, Decoders and obtained treasure
boxes in the Segment File. The Segment File
menu is not eccessible et first, but can be
obtained as the game progresses

CHARACTER BATTLES

Battles take place in a turn-based system. Characters with higher AGI values act
first. Battles are won by defesting all the enemies, after which the Results Screen
appears. If all the characters in your party are incapacitated, the game ends.

|- Boost Gauge / Boost Count

The blue gauge is for allies, the red
gauge for enemies

; DATABASE : 2- Action Sequence

; The battle participant icons show the
order in which the characters act. The
character with the "ACT" mark can
currently perform an action. The
farther a character is to the right. the
later the character's turn, Enemy icons
consist of the following three symbals:

Biological Machine E Gnosis

3- Command Menu

— Choose commands from here to perform during battle

OPTIONS ; 4- Character Status

- Break Gauges, HP and EP are shown for each character If a character is affected
by an abnormal condition, you can check the character's condition with the

or button.
COMMAND MENU

Various game-related data are recorded
here. You cen look up terms relating to
characters, locations and other categories in
the "By Category” screen, or search elphabetically
for keywaords in the "Alphabetical” screen. The
datebase gradually increases as the game
progresses. When new terms ere added, a
“Database Updste" message will appear on
the screen.

Game settings can be configured in this
screen. Press the directional buttons or left
anaelog stick up/down to select an item. and
left/right to change that item's setting. Press
the € button to apply the settings and return to

During battle, all actions are performed by selecting and entering commands from

the Menu Screen. When selecting the "Display the Command Menu. Each command requires certain conditions to be met in order
Adjustment” and pressing the @ button, the to be used. Commands that cannot currently be selected appear in gray. |
Display Adjustment Screen will appear. Attack........cooiciinrPEFfOPM @ physical attack with an equipped weapon. I
. i B (- e R fi Tech attack. |
Audio Output.........cooocooo .Set the sound output to stereo or monaural. Expend EP to perfarm a Tech sttac |
AL BRRBI .....oocoomrssemnsr s pimsrrmemsmiss Expend EP to use acquired Ether,
1 | | SUBERIBS . Toggle event maovie subtitles on/off. S ‘A . . . o ; S o :
) 4 : ; ecial Attack............l xpend HBoost ial Attack.
! ) Vibration Function........ Turn the vibration feature on/off P 2 BEaURL D RERIDRLBOREC]R BE
| Cursor Memary ... Ehonss Whether o ngtto hevehe Mol Mant [ e Use an item you possess. Only items usable in battle
cursor position remembered. can be selectad.
Display Adjustment............ Calibrate the screen position and adjust the BUard........ccmmiii Evade or guard attecks until your next turn.
mnnlitl:lr‘ brightness hased on the colors shown on the screen. F‘;I"ess the @ button Change Change with a Reserve Character. When switching
to display the calibration screen, and press the @ button again after calibrating characters, nao other sctions may be performed. &
to apply the setting.
Escapa........ccoooccie. FlEB from battle (cennot be stopped by enemies).

Default Return all Option settings to their original states.

However, characters cannot flee during event battles.




BATTLES

¥"  BOOST

"Boost" refers to cutting ahead in line in the
action sequence before the next turn, BOOEY

The Boost Gauge gradually increases when
attacking enemies with "Attack”. "Tech" and
“Ether”. When the gauge is full. your Boost
Count will increase by one. When you have a
Boost Count of one or more. you cen hold down
the IGEE or IEEA button to view the Boost Menu
next to the Character Status. Press the button
corresponding to the character you wish to
choose (in the above example: ® button, ®
button, @ button) to bonost that character.
Boost Stocks can normally hold up to three
Boost Counts. and carry over to following battles.

BREAK GUAGE

When damaged by certain attacks, a character's Break Gauge builds up. When
the gauge is full. the charecter is unsble to perform actions for two turns.
Broken characters cannot evade or guard, and are particularly vulnerable to
enemy attacks. Be careful to keep an eye not only on your characters' HP
during battle, but on their Break Gauges too. Break Gauges can be restored with
certain Ether. and return to O when battles end. Enemies also have Bresk
Gauges. so try to use them to your advantage.

ATTRIBUTES

All attacks have sttributes, to which different
enemies have different affinities. There are five
types of attributes: "Physical”, "Fire". "lce”,
“Lightning”, and “"Beam". Affinities to each of these
affects the amounts of damage enemies suffer.
Use "Analyze" to check enemy data and consider
attribute affinities when attacking.

ATTRIBUTE AFFINITIES
| B button....coeeens Weak...................Damage increased 1.5 times.
B button.....coooen Strong................Damage decreased by half.
B button Absorb Opponent's HP recovers by amount of damage inflicted.

B button....ccoomen Null.......cocvcc.No damage inflictad.

STATUS CHANGES

During battle, charscter conditions change
when characters suffer status sbnormalities
from special moves, or when their abilities are
enhanced by ether or other means. Press the
or butten to see how conditions have
changed. Conditions recover when time elaps-
es, items or Ether are used, or the battle ends.
There are two broad types of status changes.

STATUS AILMENTS STATUS ENHANCEMENTS
The following ailments affect E.5.5 and charactars: Safety ... Auto revive with S50% of HP.
Fist Down ...Decreaszed BTR. Best Ally. Auto revive with full HP.
Soul Down ... ... Oecressed EATK. HP Recover ... Rec ~ small emount of HP
Skin Dawn..........c.....Decreased VIT, with b turn.
Mind Down... e n e R EP Recover. E::ver'smail emount of EP
Balance Down. Decressed DEX/EVA. with Rattdien,
Break Recover....Hecover small amount of BL

The following allment effects E.S.s anly: wipeachinrn
F Mine._. s Time bomb that detonates ful &= CeReREREE]

sftar 4 turns, causing demege Offensive ... Incressed STR/EATK.

Defensive..... cressed VIT/EDEF.

The following ailments affect enemies only Balance Up . - reesed DEX/EVA
Heat.............Become target for all enemies BoostUp ... Boost gueoe increases
Hilbert..._... ... Oown; status effects on fastar.

type-M and G enemies Break Up.............. Bresk damsge dramatically

impraved

The fellawing silments sffect characters anly: Absolute Critical...... Attacks will ba critical.
Break ... ~Immabile far twa tur MNull Physical ... Jmmune to physicel attacks.
Paison - 20% ﬂf HP demage in Null Bresk...................Jmmune to Bresk damege.

bl Atteck Up /EATK drematically
Slow...... ..Decraased AGI. i

Seal Boost.. Mneble ta boost, Defense Up......... IT/EDEF dramatically

Seal Tech ... ..Unable to use Tech. mproved.

Seal Ether . ..Unable to use Ether spells. Absolute Evasion svade enamy attacks

Crystalli: Randerad i i Absolute Defense...... Will guard sgeinst enemy
after three turns attacks,

Reflect Damage.........Same amount of damags Absal R "l Ravenge will oecur.

cted reflects back

Abzolute Counter...... Counter will ooour.

After you win & battle, the Results Screen sppears. showing character status and
EXP and SP earned for each character (Reserves receive 80% of the EXP and SP
that Attackers receive). If a character's EXP reaches a certain value, the character
will gain a level, and if a new skill is acquired the skill name will be shown. Credits
obtained are also shown, as well as the names and amounts of any items obtained.
Incapacitated characters will recover with | HP when the battle ends.




< BATTLES

E.S. BATTLES

When battles occur while piloting ES.s, the ES. Battle Screen appears. Battles
are basically governed by the same rules as for character battles, but there are
no boosts or breaks. Also, E.S.s incapacitated during battle cannot be revived, so
keep & close eye on your HP.

I- Enemy

Total number of enemies encoun-
tered. Only up to five enemies are
shown on the screen at a time.

2- Energy (EN) Gauge

Energy consumed when attacking.
3- Command Menu

4- E.S. Status

You can check status changes with

the or button.

5- Anima Gauge
Mumbers to the right indicate current Anima levels.

COMMAND MENU

When selecting attacks or special attacks, press the directional buttens or the
left analog stick left/right to choose an enemy.

PAENEK . cooevoeiosciiiiasins Attack with equipped weapons. Each weepon consumes &
certain amount of EN. If at least one weapaon is selected, you can begin attacking
with the button even if a lot of EN remains

P15 11 5 - E———— Anima cen be awakened if your Anima Level is | or higher.
Special attacks are performed while Anima is awakened.

Special Attack........ ...Appears only when Anima is awakened. Only one special
attack can be performed per Anima awaekening.

HemS.....iimin ..Use an item you are carrying. For items that affect a single
person, use the dlr‘ectunnal buttons or the left analog stick to select a character

Charge.........ccome .Recover 15% of your maximum HP, and evade or guard
until your next turn.

Escape.... ..Disengage from combat (cannot be stopped by enemies).
However, E.S.s cannot disengage during event battles.

Example when attacking with the “Attack” command: With E.S. Asher

> >

Choose a target and Choose and enter Attack with your
select “Attack.” weapons until EN weapons in the order
runs out they were selected.

LIVE HELP NOW AVAILABLE ONLINE!

Ever get stuck and just need that extra edge to beat the level?
Having problems getting your game to work properly?
Now you can get one-on-one help from NAMCO BANDAI Games America Inc.
using your web browser!

Simply go to livehelp.namco.com for more details.
Live Counselors available from 9am-5pm Monday-Friday Pacific Time.

NAMCO BANDAI Games America Inc.
ATTN: Customer Service
4555 Great America Parkway, Suite 201
Santa Clara, CA 95054

Before returning any defective materials to us, please contact us for a Return Merchandise
Authorization (RMA) number. You can reach us at the address above, via e-mail at
support@namcobandaigames.com or contact us at (408) 235-2222, Please note that any materials
sent to us without an RMA number will be refused and returned. We highly recommend that you use
a traceable and / or insured method of shipping the materials to us.

Namco Bandai Games America Inc. Online:
www.namcobandaigames.com
Visit our Website to get information about our new titles.

LIMITED WARRANTY

NAMCO BANDAI Games America Inc. warrants to the original purchaser that this NAMCO

BANDAI Games America Inc. game pack shall be free from defects in material and workmanship for a
period of ninety (90) days from the date of purchase. If a defect covered by this limited warranty
oceurs during this 90-day limited warranty period, NAMCO BANDAI Games America Inc. will repair or
replace the defective game pack or component part , at its option, free of charge.

This limited warranty does not apply if the defects have been caused by negligence, accident,
unreasonable use, modification, tampering, or any other cause not refated to defective material or
workmanship.

LIMITATIONS ON WARRANTY

Any applicable implied warranties of merchantability and fitness for a particular purpose, are
hereby limited to ninety (90) days from the date of purchase and are subject to the conditions
set forth herein. In no event shall NAMCO BANDAI Games America Inc. be liabie for
consequential or incidental damages resulting from the possession or use of this product.
The provisions of the limited warranty are valid in the United States only. Some states do not
allow limitations on how long an implied warranty lasts, or exclusion of consequential or
incidental damages, 50 the above limitation or exclusion may not apply to you. This limited
warranty provides you with specific legal rights. You may have other rights which vary from
state to state.
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