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= GETTING STARTED = ‘ © ©DEFAULT CONTROLS=

PLAYSTATION®2 COMPUTER ENTERTAINMENT SYSTEM - DUALSHOCK®2 ANALOG CONTROLLER CONFIGURATION

.f.

R

ﬁ —— R2 button
Ebutton———— i R1 button

1

ot

§ v
r e

directional -
buttons

controlier port 1 —————————

praabiede i, _ [ L L A button
Ieﬂanalogslick—‘ QO button

Set up your PlayStation®2 computer entertainment system according to (L3 button when pushed down) % b

the instructions in its Instruction Manual. Make sure the MAIN POWER ' SELECT button —— utton
switch (located on the back of the console) is turned on. Press the RESET ANALOG mode button y [ button
button. When the power indicator lights up, press the open button and START button :
the disc tray will open. Place the Gladius™ disc on the disc tray with the right analog stick
label side facing up. Press the open button again and the disc tray will (R3 button when pushed down)
close. Attach game controllers and other peripherals, as appropriate.

Follow the onscreen instructions and refer to this manual for information

on using the software. 3 I WORLD MODE
- M button: Press to view info about your school.
A button: Press to rest (only at night).
% button: Press to enter a town or talk to an NPC.
. left analog stick: Press to move your character.

- ——

SCHOOL MODE

® button: When viewing info about your school,
press to return to World Map.

% button: Select category.

directional buttons/ Press 4 or 'r
left analog stick: to choose category.

right analog stick: Press < or » to rotate your character,
or press 4. or ¥ to zoom in or out.

L1 and Rt buttons: Press to scroll through gladiators.
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©e PREPARING TO PLAY=
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BATTLE MODE

B button: Used during some Swing Meter attacks; or befol
initiating combat, place cursor over any gladid
i and press to view character-related information

- g =

A button: Used during some Swing Meter attacks; or before
initiating combat, press to see a description of
the selected skill.

-+
® hutton: Used during some Swing Meter attacks or to -
cancel an action.

MAIN MENU

® button: Used during some Swing Meter attacks, to initiaté
- an attack, and to activate or accept an action.

left analog stick: Move battle cursor. N MENU
light analog stick: Rt Srdaooni Caniers: the START button at the Title screen to access the Main Menu and
directional buttons: Press to select a skill from the Skill Selection bar

or to scroll between status effects when viewing
character-related information. 3

i L1 button: Press to view complete list of battle commands,
When viewing character-related information,

4! g
- press to cycle through innate skills, item statuses
and status effects. n ects/Music Volume and the Voice
) 4, ) Volume, to turn Vibration and Subtitles on/eff, or to Show/Hide the
L2 button: E::\Zs lw \-;low ctomha: |[n‘1€tllanfve stack. When Combo Meter. ® NOTE: Hiding the Combo Meter enables you to play
1 "[: ("la!"é]l(‘ A ak(ll information, PiESy t Gladius like a traditional role-playing game where you select the actions you
: cr;e[ I'D"gﬁ '"l"‘“e skills, item statuses ~ want to make and they are automatically performed for you on the battle-
Rt R SIS L field. You can Hide the meter at anytime, except in battle.
gt R1 button: Press to view your character's y VERSUS
3 ine i i
i line of site during battle. Select to pit your school against another player’s school in a single
ot | battle. See Multiplayer on page 33 for more information regarding the Versus
! R2 button: Press to alter the path/line that ’ﬂt omd page 33 » .

mode. ® NOTE: You must progress to Chapter Two in the single-player
mode to unlock Versus.

your gladiator takes in battle. ‘— Y

START button: Pause game. 7 (i e Save

= 3 - To save your progress you must have a memory card (8MB) (for

: y PlayStation®2) inserted into MEMORY CARD slot 1 or MEMORY CARD slot 2.
. Once your memory card is in place, press the START button at either

- the Town screen or at the World Map screen. At the Pause menu,

pss the left analog stick or directional buttons ' to select Save

ame. You must have 363KB of free space to save your game.

- SELECT button: Same functionality as the

@ button.




The bloody conflict between the lands of Nordagh and Imperia, known
simply as the Great War, gave rise to a vengeful Dark God, which nearly
destroyed all of mankind. Decades later, the horror of the Great War has
passed and now an uneasy peace has settled over the lands of Gladius.

Combat across all lands is confined to the gladiator arenas. Schools
. of warriors from surroundmg regions train rlgorouqu in local chg,l:es

' the High Tournaments — the ulllmam showcase for a school of g,ladiato 5.

The story of Gladius starts just as two schools begin the pursuit of

'~ the Championship. It follows the epic saga of two young heroes: Ursula,

. the daughter of the barbarian king from the land of Nordagh; and Valens,
d’le son of Imperia’s greatest gladiator. Become one of these characters
and embark upon a spectacular and brutal journey to fulfill their destlni
to keep the world from heading into another disastrous war,

T an ik e
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daughter of the barbarian

of Nordagh, Ursula possesses
ious magical powers that

in her family can explain.

se of this her father has
Ursula sheltered in his castle
of her young life. But she is
spirit who longs to see the
This, along with her strong

e 1o prove herself to her

er-protective brother Urlan, is
at drives Ursula to compete in

gladiator games. But her
liny will pull her towards
ething much greater.

VALENS

Growing up in Imperia with
prominent parents allowed
Valens to become a well-rounded
young man. He is educated in
literature and the arts and is also
a very talented warrior. But when
his father Munio (the greatest
gladiator in Imperia) is murdered,
the land's most triumphant
school is sent into disarray.
Valens, along with help from his
childhood friend Ludo, vows to
return the school to its former
greatness. But along the way he
finds that following in his father’s
footsteps requires much more
than just running a successful
gladiator school.




< SUPPORTING CAST=

LUDO - K] = ik Wise, well-educated and worldly, Usus has
g ! 4 1 AN years of experience in the gladiator games,

Growing up beside valgns e_illowed Ludo to 3 = He is often coarse in his language but cares

S0y the fipesy (_’d“ca"o" m hmh_the art o_f s ) g deeply about training gladiators and helping

battle and more intellectual pursuits. Ludo is B them reach their potential.

a fiery warrior who fights with passion and

always speaks his mind, which often leads

him into trouble.

- KING ORIN I1
URLAN i ~ King Orin 11 is the strong leader of Nordagh.
Ursula’s twin brother and a strong and E ~ He is deeply concerned for the welfare of

powerful barbarian prince, Urlan's main ~ his daughter, Ursula, who's destiny he keeps
duty is to keep his sister safe. Unlike a secret from her. He has charged his only
Ursula, he is content to remain in h . son and heir Urlan to protect her.
' Nordagh and follow the path that their
g father has laid out before them. ]
! MUTUUS

EIJI i A A righteous, proud, and nationalistic Imperial,
Eiji is a mercenary for hire who roams the 1 Mutuus may be getting older but he still acts
Windward Steppes looking for work. A & like he is in the prime of his life. A contempo-
cunning archer and a clever manipulator, 3 rary of Valens' father Munio, Mutuus is a suc-
she can always find a job, but her smooth cessful warrior in his own right.

talking can get her in over her head. P!

GWAZI NYPHELIA

A large, hulking warrior from a myste- 1 Mystery surrounds the powerful sorceress
rious land, and a man of few words, Nyphelia. Her magical powers maybe renown,
Gwazi is an enigmatic character, His t but her intentions are hidden.

strength and ferocity in battle make

him a valuable ally.




GENERAL MECHANICS,
RANDOM ENCOUNTERS AND NPCS

When not involved in an arena battle, your school will travel from town

to town and region to region using the World Map. However, the land of
Gladius is not always safe, and much can happen along the way. As you
venture along the path, your school may meet up with non-player charac-
ters, or NPCs, who you can talk to and learn about the various comings

and goings of people in the region. Some NPCs may even present you side
quests or offer to sell you items at a special price. Your school may even
engage random encounters in the wilder regions. Unlike the arenas, these
battles could result in the permanent death of characters in your school,
“Fortunately, it's possible to back out of such encounters. 5
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TALISMAN OF TRAVEL

Before your school can move between regions, you will have to wina
Talisman of Travel. To win these special talismans, your school must be vic-
torious in the Region League Tournament for each land (see Tournaments,
page 28, for more information).
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THE REGIONS OF GLADIUS

Imperia
Imperia, the central land in
Gladius, extends across the
fertile central valley to the
golden coast of the Aeonis Sea.
During the expansion years,
Imperia used its large standing
army and strong agricultural
economy 1o become the leading
government and culture.
The conquering power of
Imperia remained unchallenged
by all lands except one, Nordagh.
This land from the north fought
Imperia to a standstill during the
Great War. During the peaceful time since the war, Imperia re-instituted
the national gladiator games. Now, the great military strength of Imperia is
put to use as entertainment.

Nordagh
Home of the mighty Barbarians,
Nordagh is harsh and rugged,
filled with deep forests and
snow covered mountains. The
culture of the Barbarians has a
deep history of magic, and it is
also rumored that some warriors
from this kingdom have been
granted strange powers.
Nordagh's involvement in
the gladiator games has been ’ i
increasing in recent years, as the T g T
people of Nordagh and Imperia
become more comfortable with their "peaceful” co-extence. But a simm
ing antagonism still exists for many northerners who wait for the day
i Imperia will return to its violent past.

B e R s,

dward Steppes
barren and seemingly
s plains of the
dward Steppes were
tually uninhabited for many
ars, but that changed when
ndful of adventurers
ed trails through the
sing Baitan Mountains.
This finally opened the rest
the lands to the massive

~ plateau of the Windward
* Steppes. Unlike Nordagh and

Imperia, however, the Steppes never became densely
ted; instead, its citizens live in traveling tented communities.
adventure seekers and expertly trained gladiator schools spend their
time wandering through these plains.

ern Expanse
the sea to the south of
a is the dry, arid land
thern Expanse,
sparkling cities adorn
stline. Not much is
about this desert
, but it is rumored to
ce of dark magic.
- Even after the Great
r, Imperia’s presence is still
in the Southern Expanse,
the land'’s history has been
er altered. The grand
ecture and mystique of the major cities have never been fully
d, and now there are fewer heavily populated areas as many chose
don the cities in fear of another Imperial attack.




ers are free to maneuver around the arena during battle. When
ng the cursor, the movement arrow is separated into two different col-
s (white and gray). The first section of the arrow (white) designates how
r a character can move without being interrupted by another gladiator.
e second section of the movement arrow (gray) shows the completion of
ment if it continues uninterrupted. After the character’s interleaved
is finished, the remaining arrow (if any) turns blue, which gives the
the chance to change the move or continue on. Be cautious: your
ed movements may be interrupted or blocked by opponents during
r turns.

RGETING

orange targeting cursor has many different uses in Gladius. First, as a
er moves it around the arena, the cursor gives views of the opposition's
ation. Players can select any unit in the arena with the cursor, and
press the [l button to get information on that unit, including hit
ts, skill points, status effects and more. At the beginning of a character's
any opponent within attack range of the move-to-attack skill will have
orange cursor around them.
As players scroll through skills, shadow squares may appear on the
pund to inform the player of that skill's effective range. The selected skill

- can be performed on any character or object with a orange target under-

- neath them. Now an attack can be made. Also, if you're performing a ranged
attack with an Archer, Peltast or Gungnir and don't see the orange target
appear underneath the enemy, this means there is something obstructing

: | i adiator’s view. Press the Ri button to toggle a line-of-sight indicator to

L Target Reticle 6. Skill Points 1 8 . see %\rlhat is blocking their way. ® NOTE: There are also defensive skills and

2 Enemies Within Range 7. Offensive Affinity Bar . other skills that require players to target themselves.

3 Health Bar/ Health Points 8. Status Effects

4 Shield Points 9. Character Amows : L gﬂ"ACK'NG otk o 1 : :

] ] ; . i ce an opponent is within move-to-attack range or two characters are in

5 Defensive Affinity Bar 10. Skills Selection Bar adjoining squares, combat may begin. Every character in Gladius has a stan-

dard move-to-attack skill that does basic melee damage. To use one of a

variety of melee attack skills, two characters must be in adjoining squares

; ] when the turn begins. ® NOTE: There are several kinds of attack skills that

B 3 do not require characters to be in adjoining squares. Distance attacks using

4 A ~ bows, spears, and magical spells have a range of attack, so an opponent can
% % be attacked as long as they are within attack range.

BASIC FIGHTING MECHANICS
Gladius is a turn-based role-playing game (RPG), which includes the e ACC URACYG@

element of movement in a 3D world during battle. The game uses an T 8 After selecting an attack method and highlighting an enemy with the tar-
interleaved system of turns, which allows for multiple characters to move * = geting reticle, an Accuracy icon will appear above the enemy's head. The
at once, after orders have been given to those characters. It speeds up L number inside the icon indicates your gladiator's chance of hitting the
non-combat movement during battles, keeping the focus on attacking and = enemy using your selected attack. To the left of the icon is the

using various hit meters. " enemy's health bar, which is on top, and their defense Affinity

" bar, which is underneath that. The health bar flashes to

FV?F "




indicate how much damage is inflicted after you land a successful hit. The |
defense Affinity bar flashes to indicate how much defensive Affinity the
enemy will gain. However, if you are attacking the enemy with a weapon
that is powered by the same Affinity as the enemy’s defensive item(s), the
bar will flash to indicate how much defensive Affinity you will take away

from the enemy.

SKILL SELECTION

At the bottom right of the screen is the Skill Selection bar. Players can
navigate through the icons that separate the skills into different types.

Or, press the Li button to see a list of all skills of the selected type, and
then press the directional buttons to select the chosen skill. Skills will be
discussed in greater depth in the next section. For now it is important to
know that there are many different kinds of attacks that gladiators can
perform, and each one of these is a skill.

FACING AND ENGAGING

It is important to remember
the advantages and disadvan-
tages of characters engaged in
combat. Two gladiators stand-
ing in adjoining squares that
have attacked or defended one
another in a previous turn are
engaged. The character will
take a different stance once
engaged. This means that if a
character i$ attacked from the
side or rear, they will receive
extra damage. If multiple oppo-
nents surround a character, it
is a good idea to move the sur-
rounded character out of harm's way. Otherwise, that character may
receive extra damage from the side or back from the gladiators that are
not engaged. ® NOTE: Some characters have innate abilities that allow
- themselves to always face their attacker.

FACING AND ENGAING

CROWD METER |
Any gladiator combat that takes place in an arena will be affected by the
* crowd's enjoyment. Each school taking part in a battle has a crowd meter

that appears on the edges of the screen after each gladiator’s turn is com= =

i S e i T3 2 e e e TR T A A, Wi 4. b
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The meter is color-coded to indicate the gladiator's school, and it also
the small arrow above each gladiator's head. Depending on which
you are battling in, different battle tactics and different gladiators will
ve a variety of responses from the crowd. Positive crowd reactions can
a school a variety of boosts during battle. From better accuracy to
creased movement, schools that win over the crowd will have a much
ter chance of winning the battle.

RRAIN MODIFIERS

ther important aspect of
bat are terrain advan-
Players must navigate
y different kinds of
fructions in arenas that
hinder or even help
in combat. The sim-
gst objects prevent play-
from moving through
ares or landing ranged
. Other objects allow
ayers to stand on them,
ving them sight advantages
using ranged attacks or
uses to damage when
ng melee attacks. When an attacking player is standing higher than his
get, he will receive a substantial bonus to his attack. Conversely, if a play-
attacks an opponent who stands on higher ground, the strike will be
weaker. It is important to keep this in mind throughout a battle and avoid

TERRAIN MODIFIERS

~ falling prey to terrain disadvantages. ® NOTE: Having too great a height dif-
ference will prevent you from attacking at all.

BATTLE OBJECTIVES o]
Players will encounter several battle types throughout &
the gladiator games. Each arena hosts a variety of

battles that best reflect the region and its people.

Standard arena combat consists of two schools

trying to defeat all the members of an oppos-

ing school. Other battle objectives include

timed battles where teams are required

to score the most points of damage

or break the most barrels, as well

King of the Hill matches where

~ the object is to remain

anding on the highest
‘point of the arena for the

Jlongest time. There are

s0 Rival Nations con-
where teams




compete to destroy an opponent’s statue while they in turn must protect
their own. At times there will even be treasure chests filled with valuable
items littered throughout the arena. As you delve deeper into the gladia-
tor games, even more battle types will be revealed. ® NOTE: Before bat-

tle, be sure to heed the League Officer's advice when they provide tips on

how to win.

e SKILLS =

Skills are actions or innate abilities used on the battlefield that provide
permanent bonuses or advantages. As gladiators fight they gain Job Points
that are later used to purchase new skills. There are more skills available
to each class than can ever be purchased in one career, creating a tremen-
dous amount of variety. All told, there are over 1,000 skills in Gladius. An
icon in the Skill Selection bar designates each skill, and they are broken
down into the following types:

Attack:
General melee skills that focus on physical damage.

Affinity:
Skills that focus on tapping into the power of the
Affinity gods to boost the power of attacks.

Combo:

Dynamic skills available to all classes that enable
characters to land multiple strikes. Proper execution
requires players to enter specific button combinations.

Innate

Once purchased, these skills are never directly triggered by the
._but rather happen automatically depending on the skills’ intes

uses. Innate skills are available for both attack and defense.

Special:
These contain magical spells, songs and unique other
worldly skills.

SKILL POINTS

~ Skill points regulate skill selection. Every gladiator starts a battle with five y

- skill points, which are represented by the diamonds in the center of the

- gladiator battle interface. If a gladiator uses an active skill during battle,
thEY use a certain number of skill points. Most attack skills have a cost,
whu:h generally increases with the power, range and accuracy of the skill. -

: “"‘-LF‘, :;J.r

: ;-.,'*t .

_‘."'EL alalpic '
liators earn one SP at each turn, which can be used immediately to
te less powerful skills or saved to activate more powerful skills. It is
ortant to keep a variety of attack skills active for each character, so no

er how many skill points a character has they are able to use an
ck skill.

INITIATIVE STACK
holding down the
button during a character’s
Irn, you can view the
ve stack, which shows
upcoming order of
irns for all gladiators on
battlefield.

,TATUS EFFECTS

y skills have status effects
alter a gladiator’s attrib-
es. Status effects can be
ther positive or negative, and they can be inflicted upon opponents, team-
or one's self. Positive status effects can increase the damage a gladia-
r deals with each attack or increase their defense. Negative status effects
include reducing movement, lowering accuracy, poisoning, bleeding and
any others. Status effects usually last for a limited time. To check for sta-
effects on characters, target them and press the ll button. A green icon

INITIATIVE STACK

~ with a plus sign (+) means one or more positive status effects are currently
~ affecting that character, while a red icon with a minus sign (-) means one
- or more negative status effects are currently affecting that character. These

icons also appear above the skill points during a character's turn.

© SWING METERS=

A swing meter is a mechanism by which you can influence the success and
power of the various attacks attempted during battle. Swing meters come in
many varieties and may require multiple button presses for success. These
meters allow you to have better control of your gladiator's actions and the

~ amount of damage they deliver with each attack, instead of his or her fate
- being determined by a random roll of the dice. ® NOTE: If you prefer, you

can play Gladius without using swing meters by turning this function off in
the Options screen from the Main Menu.

HIT METER

For every strike attack or move-to-attack there is the standard meter,
which is represented by a long horizontal bar with a yellow area run-

“ning most of its length. At the very end of the bar is a red area, or
_ critical zone, and just beyond that a blue area. After a brief count-
~ down, a vertical bar, or icon, will begin to move along the hori-
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zontal bar To deliver a hit, press the % button to stop the icon from m
ing. Stopping the icon in the yellow area delivers a standard attack. Sto
in the red area, or critical zone, delivers an unblockable attack for high

damage. Going past the red area into the blue area delivers a weaker attac

COMBO METER

For combo attacks the horizontal bar will be broken down into multiple

“hit" sections, one for each hit of the combo. The strength of each strike
the combo is determined by the player's mastery to stop the icon in the

appropriate spot. If one of the combo hits is performed after the icon goes
past the red area of any section, the combo ends and not all the hits of the

combo attack will be performed.

OTHER METERS

A variety of meters will accompany different kinds of skills, and certain

skills have specific swing meters associated with them. The following pro-

vides descriptions of some of the other meters in Gladius.

Fast Button Meter: Press a sequence of buttons in the order shown as
fast as possible to power an attack.

Status: Perform a hit in the critical zone to add a status

(poison, stun and the like) to an attack.

Masher: Press two buttons as quickly as possible to power

an attack.
Breakout:

s AFFINITY ATTACKS =
BACKGROUND ON THE GODS

In the realm of Gladius there are six Affinity gods, four tied to the natural
elements — Earth, Air, Fire, and Water — and two that were born from
mankind's desires — the Light and Dark Affinities. Any character is able to
benefit from the added power of the elemental Affinities during combat,

This is actually a defense tactic that is performed like 4
the Masher. Used when a gladiator is being attacked
with skills like Pulldown and Trample.

but the Light and Dark Affinities are special, as they are more selective in

. who may wield their might.

- AFFINITY POWER ATTACK

~ To use an Affinity power for offense costs offensive Affinity power. The

current Affinity charge is shown beneath your Skill Point display. Each
circle represents 20 Affinity Points. You gain offensive Affinity power by

S

using an infused item to strike an opponent. For example, to accumulate
Air Affinity points, you need to use a weapon aligned with the Air Affini Ly

e

e items you have equipped determine the amount and elemental
f charge you gain. Mostly, your weapon will determine the amount of
ve charge you gain with each attack. Certain accessories,
er, can add to your charge or even let you gain charge with an
ped weapon.

Earth (stun) /
Water (slow)

Fire (burn) /
Wind (freeze)

Light (blind) /
Dark (drain)

DEFENSE AGAINST AFFINITY ATTACKS

you are equipped with an item that lets you gain defensive Affinity
er, and you are attacked with a weapon that is charged with the same
finity, you will take little or no damage. ® NOTE: Placing your cursor
another gladiator lets you see that gladiator's defensive Affinity type
current charge. Each point of defensive Affinity charge will cancel out a
point of damage from an Affinity attack of the same type.

ACQUIRING DEFENSIVE AFFINITY CHARGE

Defensive charge is gained whenever you are attacked, if you have an item
at is infused with defensive Affinity. The type of defensive power you gain
be determined in a few ways. First, you can acquire defensive charge
based on all the infused items you have. For example, if all your defensive

items (armor, shield, helm and accessory) are aligned with a Fire Affinity,
~ you will accrue a Fire Affinity charge. Or, if you have items that are aligned
- with different Affinities, the defensive power you gain is determined by the
- item with the highest charge rate. For example, if your armor is infused

with Air Affinity 6 and your shield is infused with a Water Affinity of 10, you

‘will charge against your shield because its charge rate is greater. However, if
- two or more of your defensive items are infused with the same Affinity, the
: _:combined total of those infused items determines which Affinity charge you- ;-.
- will gain. For example, if you have armor infused with Fire Affinity 6 and a 3
- shield infused with Earth Affinity 4 and a helm infused with Earth Afflnity,!} §.t
- you will charge Earth Affinity (4 - 3 = 7, which is greater than 6).
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. 4 tors, read journal entries, see badges won by your school and access a
. % ABILITI ES o 4 f enemies faced in battle. Additionally, you can check a complete list of
GENERAL DESCRIPTION . lics attributed to the entire school and see the Affinities possessed by

; . gladiator.

Each gladiator has a set of specific attributes that governs his or her per-
formance in the arena. These numbers increase as the character gains LOPMENT
experience in the arena, making that character a more powerful warrior. ; !
Skills, items, and statuses do not directly affect abilities but are instead - us allows you to develop the gladiators in your school to reach peak
applied as modifiers to these abilities. In the world of Gladius, each gladic ng form. Select Gladiators from the School screen, and then choose the
ator has the following abilities: tor you want to customize from your available list to view and alter
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HIT POINTS (HP): Tracks the amount of health left before a gipment
character is knocked out of combat. ; m here you are able to view and/or equip your
- ] tor with items, including weapons, shields, armor,
DAMAGE (DAM): Shows how many points of damage this character and accessories. As you acquire items, they
: delivers with unmodified basic attacks. i placed in your inventory, which you can
- i from this screen. ® NOTE: Not every ¥
POWER (PWR): Determines how effectively a character deals of equipment is useable by all classes. ’
damage with each attack. 3 those items highlighted in white are
3 . able for use by the gladiator you are
ACCURACY (ACO): This is measured against your opponent’s fuipping. See Items, page 26, for
DEFENSE to determine the likelihood a charn i more information.
will land an attack.
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your characters "level up” as a result of
ing Experience Points (XP) after victorious
les, they receive Job Points (JP), which you
spend on new skills. Visit this screen between
haltles after your gladiator levels up to see how
- many |P you have and what new skills are avail-
~ able for purchase. In addition to regular attack
- skills, you can also buy Affinity-based skills. To
use an Affinity skill the gladiator must be
'_ equipped with a weapon of the same Affinity.

DEFENSE (DEF): Measures how good a character is at avoiding o
blocking incoming attacks.

INITIATIVE (IND): How quickly the character's turn comes up ind
initiative stack.

o1k

CONSTITUTION (CON): A modifier that helps determine the amount
of Hit Points (HP) a character has,

MOVE RATE (MOV): Determines how many squares a character
can move and how quickly he traverses

those squares. 3 HIDE

~ After purchasing a skill, you cannot "unlearn”
"~ it. However, if you find you aren't using a
- particular skill, you can "hide" the skill from

©o SC HOOL«= ~ appearing in your Skills Selection bar. When

~ viewing a gladiator’s skills (Available and
Building a gladiatorial school is the primary element of play in Gladius. A - Learned), press >on the directional but-
school is a collection of gladiators who train and fight together in the ' tons to choose the Learned column. Now,
games. Your school begins with only two members, the hero and the s 4 or 'Y to select the skill you want
sidekick (Valens/ Ludo or Ursula/ Urlan). As play progresses, you must hide, and then press the x button. If
new warriors to your school to battle in other towns and arenas. Multipl Ou wish to reactivate a hidden skill,
menus are available at the School screen that enable you to view your ‘repeat the process.
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skills wisely. It's recommended that you save a portion of your earned JP.
for later in the quest to buy more effective skills. i

Customize 3

Select Customize to change the color of your gladiator's armor, clothing,
skin or hair color.

Statistics

Select Statistics to find out how well a particular gladiator is performing
overall. From here you can find out everything you need to know about
your gladiator, which could influence whether you want to keep them in
your school or not.

Expel
As you play through Gladius the size of your school increases. However,
your school tier (Amateur, Semi-Pro and Professional) limits the number of

recruits you can have at any given time. There may be instances where you

need to acquire a particular gladiator for a special battle. If you have no
more room left in your school, you will have to expel or dismiss one of
your teammates. To do so, select Expel from the School screen and
eliminate the gladiator of your choice. ® NOTE: You can return to the
spot where you expelled a gladiator and re-add him or her to your school.

Questions

If you have questions about the game, you can probably find the answers
here. There are five categories to select from: Battle, General, League,
School and Shop.

JOURNAL

Your school’s journal keeps a persistent
account of all the stories and rumors you've
heard throughout your adventure, as well as
documenting all your school’s quests. For

your convenience, you are able to access these
~ journal entries at any time in the school.

INFO SCREENS

In addition to your journal, you will
find other helpful information about

. your school:

Badges
Enables you to view all the
* badges your school has earned so
‘you can better track your progress.

@ NOTE: You cannot retrieve any JP once you spend it, so choose your

i

you to view valuable information about all the enemies you have
in battle.

tics
d out how well your school is doing as a whole, you should access
screen. From here you can find out everything you need to know about
iur school's performance in battle. ® NOTE: This is different from the
dividual gladiator statistics.

ities
all the gladiators in your school and the Affinities they are aligned with.

©° GLADIATOR CLASSES=

us is a class-based game. Overall, a gladiator’s class determines what
character can do in battle. These classes give innate bonuses to certain
1sses when they face another type. And it also, in turn, puts
tain characters at a disadvantage when facing the opposing class.

S CATEGORIES

s are broken down into logical categories that allow for skills to
a logical group of opponents. The core rock-paper-scissors relation-
p of the classes implies that Heavy gladiators have an advantage over
ium; Medium gladiators, in turn, have an advantage over Light; while

Light gladiators have an advantage over Heavy gladiators. Here's how the

ot

es breakdown.

Heavy
Centurion, Cyclops, Minotaur, Ogre, Samnite, Yeti

Medium
Ursula, Valens, Barbarian, Legionnaire, Murmillo, Undead Melee

 Light
Bandit, Berserker, Dervish, Mongrel, Satyr, Secutor

Support
Amazon, Archer, Gungnir, Peltast

-
Arcane e
Channeler, Galdr, Mongrel Shaman, Summoner, Undead Caster

Beast :
Bear, Greater Bear, Greater Cat, Greater Wolf, Plains Cat, Scarab,
Scorpion, Wolf

-WIF.- Support and Arcane are treated as Neutral gladiators. These units
ot have an advantage or disadvantage against other classes,
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= ITEMS=>

When you begin your adventure the gladiators in your school will be
equipped with only the basic necessities. However, Gladius contains
hundreds of useful items for you to acquire, either by purchasing at a
town'’s shop or from a roaming vendor on the World Map, winning a

grant a character skills for as long as the character wears or wields the
item. The list of items is as follows:

Weapon
Swords, javelins, axes and the like. In some cases you will

-

* Affinity attack.

Shield
These items are used for protection against enemy attacks,

of sizes. Most shields can be broken during attacks (and are
gone forever), while others are indestructible.

: Armor
These items come in various sizes and are made from a

variety of materials.

Helmet

Like shields and armor, helmets come in many shapes and
sizes. They can also be broken and lost forever like shields,
when hit with special skills.

LT

F Accessory

i Additional items made for all parts of the body. Some
§os accessories are simple armbands made for protection in
oot battle, while others, such as the Heirloom Pendant, keep

the crowd from reacting negatively to one’s actions.

in the game. There are many items that can only be used by a certain

gladiator class. For example, a Bandit is unable to equip a Spiculum

: E (plain javelin) as it is a weapon specifically made for the Gungnir and
- * Peltast classes.

.

battle, beating a league, or receiving as a reward for completing a quest.
Items can affect offensive or defensive abilities, and certain rare items can

find weapons that are aligned with certain Affinities, making
them even more powerful when used in conjunction with an

and are made out of a variety of materials and come in a variety

@ NOTE: Be aware that not all gladiators are able to equip every item .

" Players will learn all about the different regions 'y

er a Purchase
you buy an item for a specific gladiator, you are given the choice to
p the item after you make the purchase. If you want to equip the item
ediately, select "Yes" when prompted.

can also equip your gladiator by selecting your school from the town'’s
screen. See School, page 22, for more information.

o LEAGUE OFFICE=

fight before the Emperor
the High Tournaments a ,..— ¢
ol must prove itself !
orthy in all lands. In Gladius
e games are held in four
gions: Nordagh, Imperia,
indward Steppes, and the
thern Expanse. Towns in
h of the territories have
as that host battles. The
are overseen by a
em of league offices at
~ each location. The officer in
' charge helps guide schools Al msilll
~ through the myriad of battles
- available. The goals for the player are straightforward: prove yourself in
~ each land by earning a certificate of completion from each arena there. Each
~ location will have a number of leagues that host a number of battles,
creating a tiered system. To beat a location you must win a certain number
of leagues, and to defeat a league you must best a
number of battles. The final requirement
for finishing a location is to earn three By
badges that capture the unigue flavor Poit! ;‘y e 2
of the region. To create variety in each I 2
location the number of battles and b7p .
leagues differs from town to town. To ' [
make it even more interesting, there are _—— I
many different requirements for entry to J-/
a battle or league: class, level, popularity, i |
gender, completion of other battles, and so on. | A
A league makes its money by hosting encounters Er/‘ / {
at the local arena. To distinguish themselves, A
leagues typically focus on hosting battles of a i :
particular theme. Themes can revolve around f
gladiator classes, props, staged or circus battles,
~or even as a forum for school-to-school matches. f

LEAGUE OFFICE

- by the kinds of battles they host.

e R L T




H#

e e

'.‘.".' J"JP ‘ i

.

GAME PROGRESSION

Progressing through Gladius depends upon winning battles and tourna-
ments, which begin at the town level and continue through each region,
before reaching the final tournament in Caltha. At its core, Gladius uses a
tier rating system to divide each school into a separate tier rank. As you

iE
‘-_F‘\—J‘-—- -
T A

begin your quest, your school is given an Amateur rating, meaning your 3

gladiators are low-level fighters without much experience. As you begin
winning battles and gaining experience points, your gladiators’ level will
start increasing, and they become much stronger. As your gladiators’ level
increases, they earn Job Points (see next page) that can be used to pur-
chase skills, such as combo attacks and Affinity attacks. Additionally, as
your school moves from region to region, its tier increases, making it
stronger and able to challenge tougher opponents for even greater
rewards. Also, as your school’s tier increases, you are granted more slots
to recruit additional gladiators to increase the size of your school.

@ NOTE: To see detailed entrance requirements for a League battle, go to

the League Office in any town and press the A button.

TOURNAMENTS

To participate in tournaments, a school must first accrue the proper
amount of League Points (Cups) and/or badges. The three types of tourna-
ments are as follows:

Town League Tournament

When a school has defeated the required amount of league battles within
a town, it must beat the town tournament to earn their certificate for that
specific town. Once the school wins all the town tournaments, it will be
offered a chance to battle in the regional tournament.

= L o
Region League Tournament L

After a school has defeated all the town
tournaments within a region, and before it can
move onto the next region, it must win the
regional tournament. After winning all the
regional tournaments, the school will be able
to participate in the most prestigious tourna-
ment of all: The High League Tournament.

High League Tournament
When a school has won all the league bat-
tles, as well as the town and regional
tournaments, it will be able to compete in
the biggest tournament of all: the High
League Tournament in Caltha. It is here
that a school will attain its greatest glory,
should it survive intense competitions
against the most powerful schools the
world has to offer.

i) por

. b L
INT SYSTEM _
st aspects of battle and advancement in Gladius are based on various
systems. To reach your goal of becoming the most dominant school in
game, your gladiators must increase their level and develop their skills
ing Experience Points and Job Points. Additionally, to advance
gh the league and tournament systems, your school must accrue the
amount of Encounter Points, League Points and earn a percentage

0 ularity,
| -~
erience Points (XP) | " =
gladiators earn | EXPERIENCE
erience Points (XP) after MUNIOS SCHOO
ressfully winning and sur-
g battles. Since your
re school is graded on a
system, it is necessary to
e your fighting lineups
i each battle. This way you
assured that all your glad-
will level up at a con-
ent pace and not inhibit
school's growth.
" NOTE: Gladiators who aren't participating in battle still receive a small
e of XP earned after the fight is over. However, it is still wise to rotate
fighting lineup from battle to battle.

EXPERIENCE POINTS

b Points (JP)

ter your gladiator has leveled up, he/she will receive a proportional
amount of Job Points that you can use to "purchase” new skills, such as
“combo attacks and Affinity attacks. After your gladiator levels up, proceed
“to the School screen and spend your |P to buy more advanced skills,

Encounter Points (EP)

* Each league battle in Gladius is worth a certain number of Encounter Points
~(shown as a yellow tally mark next to the battle description on the League

‘page). These points are awarded to a school after they are victorious in
ttle. Once your school has accrued the required amount of EP, it will be

~awarded League Points (Cups).

‘League Points (LP)

- When a school completes a league, it is awarded a number of League Points
“(Cups). Before a school can participate in any tournaments, it must first

accrue the required amount of LP, which are in addition to other prereq-
uisites such as badges, school tier, and so on.




oo Tnin o F Deiiwilh St o dmid A

Siriririricinis
# d B sl b b
o -

9-SHOP~@

ery town in Gladius has a
hop where you can go to
ase equipment for your
diators, including weapons,
hields, armor, helmets and
cessories, as well as to

POPU[ARITY

A school's popularity is tracked on a location-by-location basis, rising as

you win challenges in each arena. In many areas of Gladius popularity is
used to determine the availability of items, recruits and leagues. For
example, there are some league battles that require your school to achieve

a set popularity percentage within a town before you can participate. You =
can view your school's current popularity in any given town at the League =
Office, where it's represented with a blue gem (see Gameplay Icons, page
32) and a percentage value of the total popularity earned in that location, the latest gossip or

@ NOTE: The onscreen crowd meter helps determine the popularity of s, or to sell items in your
your school. chool's inventory.

RECRUITS

As you build your school it will
be necessary to recruit other

RCHASE

/0 purchase an item, select a

adiator, and then select one

f his or her slots, such as
Veapons, to view a list of items. Depending upon the class (Barbarian,
dit, Gungnir), only a select amount of items will be available for
- purchase. These items appear in bold white. Once you've highlighted an
item you are interested in, its image and name will appear. To see a more
depth description about the item, press the A button. ® NOTE: You can
ew descriptions for any item in the list, regardless if your chosen gladiator
“can purchase the item or not.
When viewing an item you may notice your attributes in selected cate-
gories changing positively (green) or negatively (red). For example, the val-
- ues for your gladiator’s Damage (DAM) and Accuracy (ACC) might fluctuate as
\rou scroll over various weapons (to see exactly how particular attributes
- are modified, press the B button while viewing the selected item).
Depending upon the gladiator and their intended role in your school, you
may choose to purchase a weapon that lowers their Accuracy, but increases
their Damage. Another factor to consider is if the weapon enhances any of
that gladiator's Affinity attacks. Using Affinity attacks while using weapons
that draw power from the same Affinity will potentially mean even greater
~ damage dealt toward your opponent. ® NOTE: Shops will change their
inventories from day to day, and may even change their prices for items
- depending on your school's popularity, the gladiators in your school and
how many quests you have completed. Be sure to visit shops upon your
" arrival to and before departure from any town.

warriors to not only increase

the size of your school, but to

meet requirements for

battle. As most league battles

impose certain requirements

that participants (schools) must

meet, such as having gladiators

of a particular class, level or RECRUITS

gender, if you do not meet the \ -

base requirements, you will be

unable to compete. The recruiting system in the game is tailored to meet

your fighting strategies. You have the option to either rent gladiators for

certain battles or to outright buy their loyalty to your school. The cost of

doing battle is fairly minimal if you simply want to purchase a gladiator

for a single use, while recruiting a warrior for your scheol full-time will

cost significantly more. Be aware that all rented

gladiators will behave as NPC combatants:

while they will fight for your side

during the upcoming battle, you will

not have direct control over their

actions, It's important to know

that you can expel gladiators you

have recruited to make room for -

needed gladiators. ® NOTE: As - - {8

your school grows, more slots will e ;RUMORS

become available to you, enabling y : In most cases you'll have the option to talk with the shopkeeper about recent

you to add up to 20 gladiators total. : ! - events, to hear gossip, or to learn about the history surrounding the town and
the arena itself. A transcript of what you have heard is accessible through

the Journal portion of your character’s customization page.

UESTS

‘While in the shop, you may also learn about various quests your
school can embark upon. In addition to providing a break from

- - ’t'-_l— i I-‘—I_" -
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the gruelmg Ieague battles. quests allow playvers to battle enemies Iocated
within the world to obtain unique items, acquire information you would
otherwise not know by simply competing in an arena, and receive pricing
discounts on items within the shop.

SELL

In addition to buying new items
for the gladiators in your
school, you can also sell items
from your.nventory. To sell an
item, press the M button while
at the Main Shop screen to
access your school's inventory.
Press the directional buttons
A or ' to select the appropri-
ate equipment slot/item, and
then press the ¥ button. Next,
select the item you wish to sell

and press the ¥ button again.

©e GAMEPLAY ICONS=

While playing through Gladius you will notice various icons within
certain menus and charts. Below is a list of icons you should become
familiar with.

Accessories Level

Rating Dinari (money)

‘Day meter School popularity

Current experience points School tier (amateur)

Experience points needed
for next level

Badge/certificate School tier (pro)

Job points Accuracy

School tier (semi-pro) -

S ;--st-;_..

< MULTIP LAYER»@
ius features two multiplayer modes, Co-op and Versus, with each
ing two players.

-OP
us' Co-op mode enables two players to participate in the Story mode
play through the game fighting side by side. Player one is the main per-
in in charge of initializing all the movement made by the school, including
ting the World Map and manipulating the menu screens. Once player
has initiated a battle in one of the arenas or the school is attacked dur-
random encounter, the other player may then join in by pressing the
button on his or her respective controllers at the character-selection
en. Beginning with player one, each person will pick one gladiator at a
until all the slots in the gladiator queue are full. Depending on the
e and the controller you are using, it is possible to control more than
gladiator during a contest. If either player wishes to reselect their
ators, press the @ button to return to the previous screen,
Once the combatants are chosen, each player will then place their
iator(s) on the arena grid and battle as normal. Upon completion of a
attle, all gladiators will receive the appropriate XP, and the school will
ceive any prizes or awards.

[ERSUS
s mode enables two players to compete in a one-time battle. To begin,
lect Versus from the Main Menu screen. At the following screen player
e will be prompted to load their school from the memory card inserted
0 MEMORY CARD slot 1 or MEMORY CARD slot 2, and then player two.
Next, player one will select an arena from the available list. Once the arena
~i5 chosen each player will simultaneously place his or her gladiators onto

* the arena grid, and then proceed to battle as normal. Please note that in
- Versus mode you will not receive any prizes, awards or XP after the winner

is declared. ® NOTE: You can only access Versus mode after your school
~ has progressed to Chapter Two in the Story mode.
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OW TO CONTACT LUCASARTS‘@

s has set up a variety of services
de you with information about
st games, hint and gameplay

2, and technical support.

need a hint, you may call our
ted Hint Line. This service costs
per minute, requires a touch-tone
and you must be at least 18 years
have a parent’s permission to call.
imber is 1-900-329-JEDI (1-goo-329-
The option to speak with a live
Operator is also available from this
. Hint line operators are avail-
 during regular business hours,
- Friday 9:00 a.m. to 6:00 p.m.
Standard Time). (Average call
is three minutes.)

la
Hint Line is also available to our
lian customers. This service costs
g (U.S.) per minute, requires a touch
phone, and you must be at least 18
old or have a parent’s permission
call. The number is 1-goo-677-]EDI (1-
-5334). Hint line operators are
ilable during regular business hours,
day- Friday g:00 a.m. to 6:oo p.m.
[Pacific Standard Time). (Average call

length is three minutes.)

- WHERE TO FIND US ONLINE

Visit the LucasArts Technical Support

Web site at support.lucasarts.com. From

there, you can receive online technical
port through Yoda's Help Desk,

!u'owse technical documents, or leave a

sage for an online representative,

"YODA'S HELP DESK
- We are proud to feature Yoda's Help
Desk, an interactive knowledge base,

which is available in the Technical
Support section of the LucasArts Web

site at support.lucasarts.com. Yoda's
Help Desk offers solutions to technical

based on information you

provide. Visitors to Yoda's Help Desk will
be able to receive technical support 24
hours a day, seven days a week. If
Yoda's Help Desk is unable to provide
you with a solution to your problem,
you can send an e-mail message to an
online representative.

TECHNICAL SUPPORT PHONE NUMBER
This number is for technical assistance
only. Hints will not be given out over
the Technical Support line.

You can reach our Technical Support
department by calling 1-415-507-4545. We
are available to help you Monday-Friday,
9:00 a.m.- 6:oo p.m. (Pacific Standard
Time).

TECHNICAL SUPPORT FAX

For your convenience, we also offer the
option of faxing us with your technical
questions at: 1-415-507-0300. When send-
ing us a fax, please include your name,
return fax number with the area code,
and a voice phone number so we can
contact you il we experience any prob-
lems when trying to fax you back.

TECHNICAL SUPPORT MAILING
ADDRESS

LucasArts, a division of Lucasfilm
Entertainment Company Ltd.
P.0O. Box 10307

San Rafael, CA 94912

Attn.: Product Support

LUCASARTS COMPANY STORE

Safe, quick, convenient shopping is just a g ¥

click away. Visit our secure online store $
at store.lucasarts.com for great deals on s :
games and unique items you won't ﬂng'- W g
anywhere else-hats, T-shirts and so
much more, r
Place your order online or call u.:s 5, &
toll-free at 1-888-LEC-GAMES. (Technical
support is not available on this line.) :
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© SOFTWARE LICENSE AND =
LIMITED WARRANTY

PLEASE READ THIS LICENSE CAREFULLY BEFORE INSTALLING OR USING THE SOFTWARE. BY USING

THE SOFTWARE, YOU ARE AGREEING TO BE BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO
NOT AGREE TO THE TERMS OF THIS LICENSE: DO NOT INSTALL OR USE THE SOFTWARE, DELETE
THE SOFTWARE AND ALL RELATED FILES, AND PROMPTLY RETURN THIS PACKAGE AND ITS CON-
TENTS TO THE PLACE OF PURCHASE FOR A REFUND OR EXCHANGE SUBJECT TO THE RETURN POL-
ICY OF THE RETAILER.

The computer software, artwork, music, and other components included in this product,
as such may be updated (collectively referred to as the "Software”), are the copyrighted proper-
ty of LucasArts, a division of Lucasfilm Entertainment Company Ltd. and/or its affiliated entities
or divisions, and its licensors (collectively referred to as “LucasAris™). The Software is licensed
(not sold) to you, and LucasArts owns and/or controls all copyright, trade secret, patent and
other proprietary rights in the Software. You may use the Software only in connection with a
Sony PlayStation 2 computer entertainment system. You may not (1) copy (other than once for
back-up purposes), distribute, rent, lease or sublicense all or any portion of the Software: (2)
madify or prepare derivative works of the Software; (3) transmit the Software over a network,
by telephone, or electronically using any means, except in the course of your network multi-
player play of the Software over authorized networks; (4) engage in matchmaking for multiplay-
er play over unauthorized networks: (5) desien or distribute unauthorized levels; or (6) reverse
engineer, decompile or disassemble the Software. You may transfer the Software, but only if the
recipient agrees to accept and be bound by the terms and conditions of this Agreement If you
transfer the Software, you must transfer all components and documentation and erase any
copies residing on the game console and/or computer equipment. Your rights in and to this
license are automatically terminated if and when you transfer the Software

LucasArts warrants to the original consumer purchaser only that the media furnished in
this product will be free from defects in materials and workmanship under normal use for a
period of ninety (go) days from the date of purchase (as evidenced by your receipt). If the
media furnished in this product proves to be defective, and provided that the original consumer
purchaser returns the media to LucasArts in accordance with the instructions in this paragraph,
LucasArts will replace the defective media: (a) free of charge to the original consumer purchas-
er, if the media proves to be defective within the ninety (g0) day period followine the date of
purchase, or (b) for a fee of $15.00 per Compact Disc ("CD"), if the media proves to be defective
after the expiration of the ninety (go) day warranty period, provided that the request is made
within a reasonable time from purchase, and LucasArts continues to distribute the CD COmmer-
cially. To obtain a replacement CD, please return the defective €D only, postage prepaid, 1o
LucasArts, a division of Lucasfilm Entertainment Company Ltd., P.O. Box 10307, San Rafael, CA
94912, accom ied by proof of date of purchase, a description of the defect, and your name
and return address, as well as a check for %15.00 per CD made payable 1o LucasArts i after expi-
ration of the warranty period. LucasArts will mail a replacement to you

You expressly acknowledge and agree that use of the Software is at your sole risk, Except
for the limited ninety (go) day warranty on the media set forth above, the Software and any
related documentation or materials are provided "AS 15” and without warranty
of any kind. LUCASARTS EXPRESSLY DISCLAIMS ALL WARRANTIES, EXPRESS
AND IMPLIED, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED
WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICU
LAR PURPOSE AND NONINFRINGEMENT, LUCASARTS DOES
NOT WARRANT THAT THE FUNCTIONS CONTAINED IN THE
SOFTWARE WILL MEET YOUR REQUIREMENTS, THAT
THE OPERATION OF THE SOFTWARE WILL BE UNIN
TERRUPTED OR ERROR-FREE, OR THAT DEFECTS IN
THE SOFTWARE WILL BE CORRECTED. THE ENTIRE
RISK AS TO THE RESULTS AND PERFORMANCE
OF THE SOFTWARE 15

all respects by the laws of the State
::::: E?'::riedliu agr:lom(-nls entered into and 10 be performed entirely ﬂmr;l::n!: g!?li:r:sl: 6
AN Cal xﬁ ﬂu::h &::‘ .:'r':il 5::; h:rltr:\. consent to personal jurisdiction in California,
Claim or controversy arising out of or related 1o o
mﬁ::‘:;:'ri :::Irl le- M‘(lll‘dlbf expedited binding arbitration in acrurl;:nl:-iswuh
g B mesic . ation Asst_xlanon. Such arbitration shall take place in Marin
“mmm“ S = byq‘-;u alve any claim _1h.1! such forum is inconvenien. Any such claim or
e peip rbitrated solely on an individual basis and shall not be consolidated with
B0k v ay nncive o aerequapie ey s e (s of th Agccment and may
e reli itis judicially determi
:r “m::v:ny arlsmg_:mt of or related 1o this l!crﬂ'm{'nljur the S::llw.::::n ::(r\-dnq::li‘eaztﬂt:?
m":r::ug arbitration as noted above, then you agree that any such claims or contro- .
Mmﬂ l:.hlomu?rgﬂ:e .1;::“ Zn:;::l::::i oT::‘:hr :an;n mugs located within the County of Marin,
e Northern i
raw tlaim that either such forum is Inconvenient. The farrlszfs:::l: %ﬁ‘"nﬁ:mp:f;mf"mmf
.::n seeking a::\- Injunctive relief for protection of LucasArts' intellectual p:ﬁp(m rlu;ﬂt; ir
mmm: Agreement is held to be invalid or unenforceable, such provision shall be
mm. - eimiped rll:!::l’l];l_’dmh shall be enforced. LucasArts' failure to act with respect
v nm n; ]:l Aﬂ g OCS Not waive LucasArts’ right to act with Fespect to subsequent
g I.m s:r gw:n-m sl‘!!i forth the entire understanding and agreement
AN it ﬂ: m 1|: ::[ I:::l:: :-ulfn “;he subject matter hereof, Except as provided
) ay o except in a writing signed by both
" |M-:L|:: S:I::swarv is :q\u[(-d under agreement with the 1.5, guwrrl:n[‘nl u’r,::l?:;'mru-
ot e spénheda::ugtcrsl commercial computer software” subject to the provisions
o ;mm. e 4 12.212 of the FAR and, if acquired for Department of Defense
4 227-7202 of the DoD FAR Supplement, or sections succeeding thereto,

LucasArts and the LucasArs || i
» 1080 are registered wrademarks of Lucasfilm Ltd. © 2 Lucasfi
Entertainment Company Ltd. & ® or TM as indicated. All righis rl;sum:(_n "

This game and manual are each a work
i of fiction. All of the
logos, and entities portrayed or depicted are

or dead, or actual events is purely coincidental,

characters, events, locations,
fictional. Any resemblance to real persons, living

;J.‘L‘\’ S R LucasArts
ivision of Lucasfilm Entertainment Compan
y Lud,
P.0. Box 10307, San Rafael, CA gyq12
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