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WARNING: READ BEFORE USING YOUR PLAYSIATION®2 COMPUTER ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic
seizures when exposed to certain light patterns 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 peripherials 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:

e 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.

* Do not leave it in direct sunlight or near a radiator or other source of
heat.

= Be sure to take an occasional rest break during extended play.

s 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.
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S TORY | | e

In the Junkyard, rival Tribes fight an endless war—uying for supremacy and the
right to ascend to Nirvana. Everything begins to change when a blinding light
interrupts a skirmish between two Jribes. Serph, leader of the Embryon, awakens
after the flash to find that his opponents have been violently slain. In a crater left
behind lies a young girl with black hair.

The people of the Junkyard soon discover the effects of the mysterious light; Tribe
members transform into demons, and feed an insatiable hunger by devoufing their
enemies. Along with this new "Atma” comes another strange power: emption.

Soon after, the Karma Temple issues a new law: “Devour the other Tribes and bring
the black-haired girl to Nirvana." Hostility only grows, as the Tribes renew their
efforts with increased hatred and zeal.

The Embryon struggle to defeat the opposition and protect Sera, the young girl, who
may just hold the key to everything. ..
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There are many warring Tribes in the Junkyard. As the leader of the Embryan, you
must understand the various intricacies of the world,

£
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STARTING & SAVING

LOADING A GAME,
To continue a previously saved game, insert a

Memory Card (8MB){for PlayStation®2) with a e e it » vk s
Digital Devil Saga save file into MEMORY CARD ‘

slot 1 and select "LOAD GAME". Use the upand T
down directional buttons to select a save file, and ey
press the » button to confirm your choice. S

STARTING A NEW GAME
To start a new game from the beginning of the story,

select “NEW GAME". The game will begin after the - .~ pa i .
opening movie has finished. EWM‘

axw aamn

ADJUSTING THE GAME SETTINGS
Select "CONHG" to adjust the game settings. Use

the up and down directional buttons to highlight the
setting you want to change, and use the left and e -
right directional buttons to change it. i

SAVING
You can save your progress at “Karma Terminals”

{pg. 36, 37). Insert a memory card (BMB)ifor i T
PlayStation®2) into MEMORY CARD slot 1 and ¥
select "Save”. Use the up and down directional
buttons to select a file and press the x button to
SAVe your progress.

“In order to save, you must have at least 305KB of free space on your memory
card (BMB)(for PlayStation®?2). Also, please do not remove the memory card
(8MBifor PlayStation®2) while saving.

14

AREA MAP

BASIC NAVIGATION

The Junkyard consists of a large Area Map, where ’w o

you can select an area, and detailed 3D dungeons, ~ ~© =+ =

where the action takes place. ¢ S - o =
4 TS e - XA

AREA MAP

Serph's Tribe, the Embryon, is centered in the Muladhara region. In order to travel
to a different area, select your destination from the list on the left side of the
screen. As the story progresses, additional destinations will become available.

o P
:%’jt
(S
b
(: ,‘l el i

UNDERSTANDING THE AREA MAP

(@ Solar Noise Indicatar Displays the current level of Solar Noise. See

pa. 17 for more details.

@ Area List A list of possible destinations. The red dot
indicates your current position, while new

areas are displayed in blue.

@ Selected Area The currently selected area. It is displayed in
yellow,
@ Message Window A description of the currently selected area.

15



DUNGEONS

Your character will move about in various N2 =
dungeons. Dungeons are complex, so pay careful '

attention to the information available to you. Keep
an eye on the Auto-map to avoid getting lost (pg.

19).

UNDERSTANDING THE DUNGEON SCREEN
e 8= e a0
i =

o - _.@

(@ Solar Noise Indicator
@ Help Window

(3) Area Name
@) Ailment Indicator

®) Proximity Map

16

Displays the current level of Solar Noise.
Displayed when you approach a person or a
door. Press the x button to speak to the
person or open the door.

Your current location,

An icon which indicates whether or not one
of the party members is suffering from a
status ailment.

A mini-map which shows your immediate
surroundings. The icons used are the same
as the Auto-map icons (pg. 18).

DUNGEONS

DUNGEDON FEATURES

In dungeons, you will encounter important points such
as doors, objects, and people. Press the X button
when an “Inspect” or "Talk" window appears to
examine an item or talk to an individual. Below are a
few things you may find.

#%* NODES
There are two types of nodes: purple ones
which contain items, and vellow ones which s

hold ammo or cells. Cells can be exchanged
for Macca at various Vendor locations.

P MVETERIONIC WALL G
s+ MYSTERIOUS WALLS

Red, yellow, and blue walls may block your path in '
certain dungeons. The only way to proceed beyond
these walls is to use the appropriate items.

FIELD HUNTING

In certain areas of dungeons, you may discover places

where demons are hiding. In these areas, if you can i
destroy all of the floating blue balls within the time “; ;
limit, a battle with several Mitama will begin. Defeat ﬁ

the Mitama, and you'll gain a great deal of Atma  Fs

Points. e

CONTROLS FOR FIELD HUNTING

directional buttons/left analog stick
[ button

SOLAR NDISE

Solar Noise is a phenomenon which affects demons in

a variety of ways. Depending on the level of Solar

Noise, Serph's party and enemy demons will MAX
experience different effects. It begins at MIN and

increases in 1/8 increments until it reaches MAX. It

then decreases similarly, and the cycle repeats.

L



DUNGEONS

AUTO-MAPPING

You can bring up the Auto-map screen by pressing . e
the A button in & dungeon. The areas you explore © “

are automatically mapped as you pass through s
them, so check the map frequent to follow your 7
progress. You can zoom in and out for 2 better look ¥

at doors, stairways, or other map features. y

Left analog stick  Scroll the map
R1 button View a map of the floor benesth you
L1 button View a map of the floor above you

| . Current Position 77 Aol A PT EOR
5 [ Indicates your current location and the direction you are facmg_
| A | Stairway (Up) ,
indicates a stalrway leading up.
| Stairway (Down)
Indicates a stairway leading down.

_Elevator
Indicates an elevator,

o B
- Indicates a pitfall

| Important Point
Indicates special areas of the dungeon.

| Mysterious Wall o =, s
g Intdicates a wall The appropriate key will destroy it
=
~ | Indicates the exit,
44+ Large KarmaTerminal (pg. 36)
i s s i il e ey e SR G S

¥"'| Indicates aroom with a Largé'l(a.rrrﬁ'é‘l‘errhl'né'l '
| Small Karma Terminal (pg. 37)
Indicates a roorm with & Small Karrna Terrminal

- Life Terminal
:- | indicates a Life Tarminal. T
< | Vendor
" | Indicates & Vendor,
* Deman hunting areas are displayed in purple
18

MAIN MENU

The Main Me

BSCIL

% USING MAIN MENU COMMANDS
By pressing the [ button, you can view the
Main Menu. The commands available to you

ial in preparing your party for battle: Each command in the

COMMAND LIST

are displayed in the list on the right. Make '™ Sl | Mantra
use of these options to keep your party in ™ [term
good condition. Sot

B Combo

o SKILL
Choose this command to use a skill which

has been assigned. First, select a skill from "0 000 . —
the list, and then press the x button to use ~gesees wea® -
it. Remember that skills must be assigned ' = ’ —
before they may be used, so it's a good idea s

to frequently cycle through your available . & —

skills, A

< ITEM
By selecting this command, you can access items in your inventory, Three options
will be available to you:

To use an item, first
select the item you want
to use, and then select
the character(s) that it
will be used on.

To load a character's
weapon, first select the
character, and then
choose which ammo to
load.

By selecting this option,
you can view the special
items you have obtained.
These items will
automatically take effect
at specific times.

19



MAIN MENU

o SET
Choosing “Set” will allow you to assign skills
that your characters have learned. Use the left
and right directional buttons w0 switch
hetween skill types, and use the up and down
directional buttons to cycle through the list of
skills, Press the x button to select the skill
you wish to assign. Then, choose a slot. Skills
must be assigned before they can be used

‘u-u:,- r - (i@

Vrurmeral
- w0z

during battle or from the Main Menu.

<* UNDERSTANDING THE SET MENU

Fdaicea
@-—..’.‘.lvt:u;m ]
=Lha

*Fatra

LIl gamng
5

(1) Assigned Skills

(@) Help Window
(@) Learned Skills

@) New Skill Alert

() Skill Type

Z0

Vo Mago 4____.1@

et « £ O ow 3 %

2 LEAHNED =
o —

Ayninncng

A list of currently assigned skills, Press the
A buttan to change the order of the skills.
The number of the skills that can be
assigned increases as a character levels up.
The selected skill's description is displayed,
A list of skills that have been learned, sorted
by type. Use the up and down directional
buttons to scroll through the list.

A newly learned skill will be marked by an
gxclamation point.

Skills are classified by 4 types as follows:

Physical attacks require HP Hunt skills, which earm Atma
Paints, are included in this category.

Magic skills reguire MP. Attack, heal, support, and other
types of magic are included in this category.

Skills that null, drain, or repel enemy attacks are included in
this category, )

Thiz category is comprised of skills that automatically take
effect when assigned

MAIN MENU

& COMBO

When party members enter battle with certain
combinations of skills assigned, powerful
"Combo” attacks will become available. Try
assigning different combinations of skills to
discover these devastating attacks. Note that
gach skill must be assigned to a different
character.

<+ COMBO LIST
Once a Combo has been discovered, it will be
recorded in the Combo List. When viewing this
list, select a Combo to see which skills are
necessary fo enable it. Here are a few
examples: :

z .r'-\.gi
£ Butu
 Tam

REQUIRED SKILLS

Gang Blast

21



MAIN MENU STATUS

Mantras enable the use of different types of skills

when characters are in their demon forms. This . ! it

selection allows you to check the status of a

currently equipped Mantra. See pd. 25 for more ! & PARTY CONDITION

gt The Status Screen allows you to check each ™ -y
character's abilities and condition, as well as the ’ ORI
details of his or her equipped Mantra. Knowing ! >

<+ STATUS how to read the Status Screen will help you to b :

Select this option to view the statuses of the effectively use your party members and prepare !

characters in your party as well as their Mantras. for hattle. s

Use the L1 or R1 button to switch between

characters, and the left and right directional .

buttons to toggle between a character's status and N

Mantra status. e UNDERSTANDING THE STATUS SCREEN

< PARTY @ ,

By selecting “Party,” you can choose which : @"’fT/

characters will participate in battle, as well as their - m. = ﬁ -

turn order. Use the up and down directional buttons
to select a character, and the % button to add that . &
character to the battle party. Cha;acters are placed

in the order you select them—this is the order in = e

which they will act during battle. y @

. Character Name The selected character’s name.
+» DECIDING TURN ORDER @ Allment lcon If the character is suffering from a status ailment, this
Character stats do not affect the order of turns T icon will be displayed. See pg. 24 for more information
in battle; instead, characters act according to on ailments.
the order in which they are arranged. Since % Level The character's current level.
you will always know what order your ’f ? .?}1 @ Karma to Next Level The amount of Karma necessary for the character to
characters will act in, plan accordingly. For B level up.
example, you could have the first character == © oM g B % HP The character's current/maximum hit paints.
cast an attack-boosting spell, the second one ' & MP The character's current/maximum magic points.
attack, and the third one heal the party. @ Ammo Currently loaded ammunition. Guns are used while in
human form, Attack power refers to the strength of the
] hullet
% CONFIG ® Stats The character’s vital statistics. See pg. 24 for details.
Choosing this option will allow you to adjust various game settings. Select a setting ® Assigned Skills Alist of currently assigned skills. Skills must be *Set’
using the up and down directional buttons, and adjust it using the left and right : " (Pg. 20) before they will be listed here. 4
i Defensive Characteristics The character's elemental affinity, which factors into

directional buttons (pg. 14).
{pg. 14 his or her strengths and weaknesses.
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STATUS

= STATISTICS

On the Status Screen, you can view the statistics of your
party members. Below is a list of the statistics and their ..~ *°
significance. Each stat increases when @ character levals =
up. (Only the main characters stats can be incieased *.
manually. Others’ stats increase automatically).

Affects power of physical attacks.

Aifects maximum HP and susceptibility to physical attacks.
Affects maximum MP and susceptibility to magic attacks,
Affects hit and dodge rates.

Affacts many different factors.

%+ STATUS AILMENTS

There are 14 different ailments, all listed below. STUN, POISON, ACHE, and MUTE
continue to affect party members even after battle has ended.

FREEZE Cure: Wears off SHOCK Cure; Wears off !

Character is frazen and cannot move. All
namage received will be eritical

6’ " Character is electrocuted and cannot |

move. All damage received will be critical

MUTE Cure: Dis-Mute, o ||

SLEEP i Cure: Par]:a_{:___e_a. etc.

@ Magic and other skills which require MP ||
may nat be used |.

<__ | Character is asieep and capnot mave. All |
> Z damage received will be eritical.

[ACHE ~ Cue: Dis-Ache,ete, |

| PANIC Cure: Panaces, efr.

= Character cannot move because of a |
f_.. b painful stomachache *

: @ Character is confused, and may perform
actions which tha player did not select.

"STUN Cure: Dis-Stun, ete. F'OFSON_ _ Cure: Dis-Paison, etc. |
;,; Character is stunned. Increased chance of _C-' | Character is poisonad. Damage each
; missing or recaiving critical damage. -, 1 tum in battle / each step in dungeon.
CURSE Cure: Dis-Curse, etc. | | CHARM Cure: Panacea, etc. |
: ,(J; Damage sguals that inflicted on enemy Character is charmed and will attack |
& (nane if eneny is killed) O allies for a few tums.
[ BAT Cure: Wears off || STONE Cure: Dis-Stone, etc.

| Chasacter has been changed into a bat; [
p'..)‘( his or her stats decrease draman:alh,r | {

m Charactar is petrified and can't move. I |
stitck, will shatter and die:

EAD Cure Hevwal Bead, ete. |

MAD Cure: 117

df# Character is dead, He or she will revive
after the battle with 1 HP

=
Q)} Character has gone berserk Takes
S5 | random actions in this stata,

*If the character bTI“ has 8
24 not receive any AP

stomachache at the end of the battle, he/she WIH

MANTRA

Mantras have different characteristics. Develop them wisely iy order to leam
nowerful skills

% MANTRA CHARACTERISTICS

Mantras are battle programs distributed by the
Temple. Skills may be learned by downloading
Mantras from Karma Terminals, and characters can
be customized with learned abilities. Each Mantra = . 7

has a specific quality associated with it, such as R
fire, ice, or healing. By keeping this in mind, your Y
characters can be designed to take on any type of

enemy.

UNDERSTANDING THE MANTRA STATUS SCREEN

’ i ()
il T

@ Character Status The character’s level, HP, and MP.

@ Mantra The currently equipped Mantra.

@ Atma Points The character’s current AP [Atma Points). Defeat
enemies to gain AP When the Atma Gauge is
full, the character will have mastered that
particular Mantra. |
The skills inherent to the equipped Mantra. They
will not be learned until the Mantra has heen
mastered.

@ Inherent Skills



MANTRA

CHARACTER GROWTH
Karma gained in battle is necessary for characters to

level up and grow stronger. AP is used to learn skills

MANTRA

++ DOWNLOADING MANTRAS
Mantras can be purchased at Karma Terminals. The e
download screen will display the Mantra Grid. Select

held within each Mantra. To improve your characters, a Mantra using the directional buttons, and confirm =
fight many battles and use hunting skills to gain large /. = your choice by pressing the x button. Once a Mantra
amounts of AP. b e i has been mastered, higher class Mantras will be ©

: available for download.

» MASTERING MANTRAS
When the AP Gauge has been completely filled, the -
character has mastered the equipped Mantra and learns

el ; : : . ¢
its inherent skills. Skills may be assigned in the Set #
Menu (pg. 20) *
¥
#

UNDERSTANDING THE DOWNLOAD SCREEN

- ®

< EQUIPPING NEW MANTRAS

Mantras cease to accumulate AP once they have been mastered. Go to the
nearest Karma Terminal and download a new Mantra right away; equipping
new Mantras and accumulating AP is the key to creating strong characters.

@\ . Tk th
LEVELING UP ®\*“ T p= :-—u——@
Characters will level up after gaining enough Karma. . .. .. & TTT— ... =

When this occurs, a character’s stats will increase and

|

he or she may even be healed. : S
¥ -l
eyl
; S @ Equipped Mantra The currently equipped Mantra is highlighted in yellow.
e @ Cursor The cursor used to select a Mantra.
< HP/MP RESTORED @ Macea Your current amount of Macca.
Sometimes a character's HP and MP will be restored = @ Unavailable Mantra Mantras displayed in gray cannot be downloaded until
when he or she levels up. ’ Ty certain requirements have been met.
Lo @& Character The current character. Use the L1/R1 button to cycle
through your party members.
® Selected Mantra The currently selected Mantra.
@ Difficulty The difficulty of mastering the selected Mantra. The
higher the star rating, the more AP required to master

l‘f:‘ iy S- 5 TAT INCREASE kil i Price %Te r;’ﬁ:;'ﬁ;] Macea) to download the Mantra.
Ch\;?’:[:ig; :gﬁz}‘érﬂ:m than one stat will increase when a R 5 *Press the T button in the download screen 1o view the entire Mantra Grid,

' — et

’ —— -

' -

' _'—-\-_ SsaneD

#
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MANTRA

% USING THE MANTRA GRID

The Mantra Grid is large, and deciding where to start

or how to proceed may be confusing. Rather than | -

randomly equipping Mantras, it's importantto havea 3

specific plan for each character in order to create a - M

strong and balanced party. Here are some tips for =,

Mantra progression: == B e o T

1 2 DIVERSIFY MANTRA TYPES s

At the start of the game, it's wise to download 3 lot of

different types of Mantras, rather than concentrating on a L7z
certain kind. Learn a variety of magic and shield skills in =
preparation for the different enemies you'll face. 5

2y

2 KEEP UPCOMING BOSSES INMIND

Each boss uses specific types of attacks. To battle bosses = e
effectively, it's important to have skills that will nullify their

attacks, as well as skills which will exploit their weaknesses. ™=

If your party does naot possess the necessary skills, then be  «

sure to equip a mare appropriate Mantra. ” b Al

3% DECIDE WHO WILL PLAY WHAT ROLE
Simply mastering Mantras will not lead to a strong party.
Decide which role each character will play in battle, such as =% ’
"Attacker,” “Healer,” or "Magic Attacker,” and equip Mantras | % *
accordingly,

kX MASTER UNIQUE MAGIC SKILLS

There are unigue magic skills outside of the elemental variew. Understand what these '

skills do, and be prepared to counter them in battle.

Hama and Mudo: These skills have the potential to deal devastating blows ta your
opponents. Be sure you can counter these types of attacks with shield skills, so you are nat
taken by surprise.

-kaja and -nda: These support skills can strengthen your party or weaken your
enemies. They are especially useful in protracted battles, such as against powerful bosses,
It your party is hit with one these skills, use Dekaja or Dekunda to cancel the effects
immediately.

BATTLE SYSTEM

it's impartant ta have a plan in order to fight

<+ BATTLE BASICS

Turn icons are an important part of battle—you can lose | .
a turn if an enemy manages to land a critical hit or oY
exploits one of your characters' weaknesses. Exploiting ]
enemies’ weaknesses and being prepared to defend -
against their attacks will help to ensure your victory, 25

g g he

UNDERSTANDING THE BATTLE SCREEN

@ Solar Noise Indicator Displays the current level of Solar Noise.

@ Cursor The cursar can be moved using the directional buttons.

@ Commands The currently selected command. Use the left and right
directional buttons to choose from the following: FIGHT,
ITEM, MEMBER, ESCAPE,

@ Action List A list of specific actions which correspond to the
command selected. Use the up and down directional
buttans to choose an action, then prass the X button
to execute it,

® Turn |cons Turn icons indicate how many actions may be
performed in a turn. Blue icons represent your party,
while red ones represent the enemy.

@ AUTO lcon This icon indicates whether Auto Battle is ON or OFF
Toggle between modes by pressing the A button, or
use the O button to turn Auto Battle OFF.

@ Party Order Characters are numbered by their order in battle.

@ Current HP The price {in Maccal to download the Mantra.

@ Current MP The character's current MF,

a Help Window Explanations for items and skills are displayed here.

Use the SELECT button to hide/display the window.
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BATTLE

% INDIVIDUAL TURN SYSTEM

Turn icons are displayed at the top right comer of the

screen. For each icon, a character can perform one action. o SN
When every icon has been used, the party's turn is over. N
The party’s total turn icons will increase or decrease

based on the circumstances below.

If you attack an enemy with a skill that he or she is weak against, not anly

wﬁw will yau deal greater damage, but yau will only use 1/2 af a tum icon.

Null skills will allow your party to void attacks and receive ne damaga. Alsa,

BLOCK the enemy will lose 2 tum icons. If an attack is reflacted, all icons will be
lost. Of course, the same is true if the enemy voids or reflects your attacks.

It you land a eritical hit, you will deal greater damage and only use 1/2 of a

CR]TIC.AL tum icon,

= THANSFORMING INTO DEMONS

Your party members will automatically transform into
demans at the beginning of a battle, unless they are
surprised, in which case they will still be in human ,, =

ra OB
form. Characters can attack with guns while in human 5 (B P
form, but lack the strength and skills possessed by . f
demons. Select “Transform” to change a party e L

member into a demon, or “Revert” to change a demon
back into his or her human form.

o+ HUNTING SKILLS

Hunting skills such as “"Consume” allow your
characters to devour weak enemies and gain more AP
than normal. Make good use of these skills to master

Mantras quickly, '
> .

%* BE CAREFUL OF STOMACHACHES WHEN DEVOURING

ey |||.._|] will result it

cure |t irmmeo

30

BATTLE

«» BATTLE COMMANDS

Four different commands are available in battle:
FIGHT, ITEM, MEMBER, and ESCAPE. Sub-commands

are available for each of these. g

&+ FIGHT

Shoot (Attack) is the basic way of dealing damage.
The action requires no HP or MP, and all characters
can perfarm it. The skills your character has assigned
will also be displayed in this menu, in addition to the
HP/MP costs required to use them.

A basic attack. Each character has his or her own style of attacking.

If a character passes, it will become the next character's turn. This
action only uses 1/2 of a turn icon.

% AUTO BATTLE

to Battle function, You

% COMBO

When party members enter battle with certain

combinations of skills assigned, powerful “Combo”

attacks will become available. Combos that have

already been discovered may be viewed by selecting ‘{I e il
“Combo” from the Main Menu (pg. 21). When a =" Ty
Combo is performed, the number of participants ~~ ~ .= e
determines how many turn icons are used,



BATTLE

< [TEM

When this command is selected, an item from your
inventary can be used. Select the item using the up
and down directional buttons, and canfirm your choice
by pressing the X button. Then, choose the

character|s) that the item will be used on, & w1
= O f il
- =
++ MEMBER
There are several options available to you when this
command is selected. Use them as the situation
requires.
p)
P)
| SY R

o _— A
. Thetse commands can be used ta transform a character

hetween human and demon farms. If an enemy is wesk to
gunfire, then it might be a good idea to revert to human
form. I your party is surprised, then this command will be
nacessary if you want your characters 1o fight as demons

"Deploy” can be used to call an inactive party member
- inta a vacant pasition in your battle formation, or to g
replace @ characler already on the front line b gl

. = =gy, 1 " b A
» Selecting “Withdraw" will allow you to remove an active j

2 character from battle t*

- -y [ C
& ESCAPE

This:command should be used if you want your party
to flee from battle. Be careful, because your turn will
be wasted if the attempt fails.

BATTLE

% VICTORY

Once all enemies have been defeated, the battle will
end. The Results Screen will appear, and various 4 =

3

pieces of information will be displayed, including the
Karma and Atma Points your characters gained in R
battle. If a character has gained a level, that will also t
be indicated. After battle, party members will devour

the fallen enemies, and a small amount of their HP \
will be restored,

#» RESULTS SCREEN

The amount of Karma, Macca, and Atma Points - -
gained in battle will be shown on the Results Screen, ™
as well as any items dropped by the enemy. When st
enough Karma has been earned, a character will level < (T
up. When enough Atma Points have been A
accumulated, an equipped Mantra will be mastered.

% GAME OVER
If a party member's Hit Points drop to 0, he or she will .«

die. If the entire party dies or is petrified, the game
will end.

% INCREASING STATS

When a character levels up, his or her stats will automatically increase, except for
Serph. In his case, you will be able to distribute the points he receives however you
like. Just select the stat you wish to increase, and press the x button. Press the
O button to cancel your choice and try again
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STRATEGY STRATEGY

< BATTLE TACTICS e
Listed below are a few strategies to help you M -
be successful in battle: 4 . @ 9.

5

T el o ¥ ..

1.2 EXPLOIT ENEMIES' WEAKNESSES 3% USEHUNTING SKILLS

The most important advice for battle is to nullify enemy 5 | Hunting skills are more likely to succeed if the enemy is

attacks and exploit enemy weaknesses. Use “Analyze” to ¥ == ‘ afraid. Enemies will become frightened if you successfully

discover what skills an enemy has at his or her disposal, and ( : nullify their attacks or exploit their weaknesses. |

what that enemy’s weakness might be. Argilla begins the _'; B = Sl

‘game with this useful skill. = e i i
41 CHANGE YOUR CHARACTERS AND SKILLS . ‘ 4% DEFEAT AS MANY ENEMIES AS YOU CAN - ]

The number of skills available to a single character at one . Qi £33 The Karma Temple is always watching and evaluating Serph's ¢ { !

time is limited. Thus, it is important to swap characters in and performance during battle. The faster enemies are defeatad, "

out of your active ranks depending on which enemies you are
facing in a particular battle,

the more Macca points your party will be awarded. It's best 1o
dispatch weak enemies as quickly as possible.

53 WHEN IN DOUBT, GET 0UT

o If the party comes up against incredible odds, .Bs;n.:an.e. frdrﬁ
e battle and then equip skills which are more effective against
a . . i ; i -
& g that particular enemy ;fj .-i{
- ="y
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FACILITIES

IMF'DRTANT LC]CATIDNS

There us locations that you will visit th

Importam

#» LARGE KARNMA TERMINAL

These terminals have been placed by the Karma
Temple, usually near areas’ entrances. Numerous
options are available here, as listed below,

» SAVE
Select this option to record your game data, See pg. 14 for a more
detailed explanation of saving.

» GET MANTRA
By paying Macca, the party can download Mantras at a Large
Terminal. This command will not initially be available.

» TELEPORT
Select this option fo teleport to a terminal that Serph has
previously visited. Teleportation is only possible between Large
Terminals in the same area,

» RESTORE

Pay to restore your party members’ HP/MP or cure status
ailments. The cost of healing will depend on the extent of your
characters’ injuries.

-

.
.|
-

FACILITIES

% SMALL KARMA TERMINAL 5

These terminals are scattered throughout dungeons.
Their services are more limited than those provided by
Large Karma Terminals, but you can teleport to the
main Large Terminal in an area from one of these

. L
locations. e

> Qp\E

Select this option to record your game data. Functions exactly the same as in a Large
Terminal

» GET MANTRA
For the right price, Mantras are available for download. Functions exactly the same as in
a Large Terminal.

> TELEPORT
This option allows the party to teleport to the main Large Karma

Terminal in the area. Once Serph has teleported, though, he will
not be able to transfer back to the Small Terminal.

&+ LIFE TERMINAL
A Iermmal that only functions to restore party members to
full health,

e

+ VENDOR

After gaining Macca by defeating enemies, you can
exchange it for items at a Vendor. Vendors are located
in most areas. [tems and bullets may be purchased or
sold at these locations.

Ny pepe

> BlY ITEM
To buy an item at this type of location, first select the item you wish ta purchase, and
then indicate the quantity desired.

> BUY ANMIND
Ammao may also be purchased far your characters to use in their human forms. First,
select which type of ammao you want. Then, indicate the desired quantity.

> CELLTEM
To sell an item, first choose the item you wish to sell, and then indicate the quan‘nty
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MANTRA GRID
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Mantras result in many powerful skills,
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# VIEWING THE MANTRA GRID N 2 )
If only a-portion of the Mantra Grid is displayedand  « -+~ &
you wish to view the entire grid, press the [l button  jeees aFs
to do so. il b

Decide carefully which Mantras to
download, and master them to bring your ¢haracters to full strangth
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RMS

RAIN OF THE DEAD
Silver rain endlessly pelts the Junkya
where they become rain, and fall back {

TRIBES
The groups fighting for&upe
Tribes: Embryon, VangUar

with a particular cofe

LAWS :
Regulations ordained by the Karma Temple whicl
laws are: “When a Tribe's leader is defeated, the
of the conquering Tribe” and “All must séekl

NIRVANA
The promised land, where the Tribe that conquers
for Nirvana as required by law, though none know 1

iat those who die rise to the clouds

ivided amongst 6
ribe is associated

ithout question. The core
pledige allegiance to the leader

TAG RING

A means of personal identification worn by all cmzens b Juhkyard. It records ey (i
about an individual, from his or her personal 10 numbet to the battles. Qs
necessary for most activities, including accessing the “Went a Terminals, or
contacting the Dissemination Machine.

MACCA

Points credited to an individual’s Tag
more Macca received. These p
Karma Terminals.

KARMA TEMP
The Karma Temple 158
Tribe wars, but presides.m

filled with Atma, the Temple b

efficiently one fights, the
d services at the Vendor or

t -unkvardA It does not participate in the
1e actions of each Tribe. After the Junkyard is
aptras.

into demons. The Temple
1gse who have gained
0o long, he or she

will perma
by Atma can!

SOLAR NOISE - )
Aphenumemnnf 18 s i AriouS Wa eTsm
“informational distusk

varying degrees

LIMITED WARRANTY

ATLUS warrants the original purchaser of this ATLUS product that the medium on
which this software program is recorded is free from defects in materials and
workmanship

ATLUS, at its sole option, will refund, repair or replace at no charge any defective
ATLUS products within ninety (90) days of purchase with proof of purchase date, so
lung as the defect is not caused by misuse and neglect of the purchaser. EXCEPT FOR
THE FOREGOING LIMITED WARRANTY, ALL EXPRESS, IMPLIED AND STATUTORY
WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY, FITNESS FOR A
PARTICULAR PURPOSE AND NON-INFRINGEMENT OF PROPRIETARY RIGHTS, ARE

{ XPRESSLY DISCLAIMED. ATLUS SHALL NOT BE LIABLE FOR ANY DIRECT, INDIRECT,
INCIDENTAL, CONSEQUENTIAL OR OTHER DAMAGES, EVEN IF DAMAGES RESULT
I10M THE USE OF ATLUS PRODUCTS IN ACCORDANCE WITH ATLUS manual
natructions. In some jurisdictions, some of the foregoing warranty disclaimers or
damage limitations may not apply.

tou must call (349) 788-0353 to receive instructions to obtain repair/replacement
NIvIGes,

Hopair/Service After Expiration of Warranty

\your ATLUS product requires repair after expiration of the 90-day Limited Warranty
Puriod, you, may contact the Customer Service Department at the number listed above.
rouwill be advised of the estimated cost of repair and the shipping instructions.

ATLUS Customer Service Department/Technical Support Line

(9449} 788-0353

Call this number for help in installing or operating our products or for general product
questions. Representatives are available Monday - Friday, 9:00 am to 5:30 pm Pacific
lime
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