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

A very small percentage of individuals may experience epileptic seizures
when exposed to certain light 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 convuisions - IMMEDIATELY discontinue use
and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS: LONTENTS
Do not connect your PlayStation 2 console to a projection TV without first Controller...
consulting the user manual for your projection TV, unless it is of the LCD T TR Ll R b B
type. Otherwise, it may permanently damage your TV screen. (PLIETE 1 T S ———
Starting & Saving

The use of software or peripherals not authorized by Sony Computer s | § SR
Entertainment America may damage your console and/or invalidate your o . T ST | o T
warranty. Only official or licensed peripherals should be used in the TR RSS—— o 1
controller p{]rls or memory card slots. B T o e et bt ik oL ks suas smnassumasmatasi
e e ey S

HANDLING YOUR PLAYSTATION 2 FORMAT DISC: &fir\;rea:lﬁtrjd e e

This disc is intended for use only with PlayStation 2 consoles i Cobaa ol

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 heal.

Be sure to take an occasional rest break during extended piay.

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.




MEMORY CARD siot 2
MEMORY CARD slot 1

USH connector

controlier port 1
por 2

Set up your PlayStation®2 computer &
instructions in its Instruction Manual. ;
(located on the back of the console) is turned O
the power indicator lights up, press the OF
open. Place the DIGITAL DEVIL SAGA
side facing up. Press the OPEN bu
Attach game controllers and other
on-screen instructions and refer &

and the disc tray ¥

with the label
ay will close.
as appropriate. Follow
information on using the

ne card (BMB)(for PlayStation™2)
on*2 system. You can load saved game
)y memory card (8MB)(for PlayStation®2)
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The controls diffef between field and .._ le modes

g B 5 N R

B DUALSHOCK™2 ANALOG CONTROLLER CONFIGURATIONS
P = e,
L1 button —!!.‘ g_

R2 button
R1 button

directional
buttons

_

aster these contols 'ha;a)re

- /\ button
left analog stick '] |
(L3 button when pushed down). ¢ | Nl €2 button
SELECT button im0 i (ST X button
ANALOG mode button g‘g | 3 buiton
START button —— — |
right analog stick S %
_ (RSbuton weppenefdow) S
In the Field . During battle
| Move cursor
Move cursor
pint of view | N/A
pint of view (rotate left) | N/A
siotofslew (rotate right) | N/A
i i Fidik Ryl
| N/A |
e T Hiaem aese e
| Toggle help ON/OFF

' Confirm

e

lbutton e
The ANALOG Mod & controller will vibrate
according to events is function ON/OFF, please see
“Config” (pg. 17). This DER® analog controller. The names of

each part and the basic cont JHOCK®2 analog cantroller

3



A BLACK SUN BLEEDS DESPAIR ACROSS
THE LAND OF NIRVANA...

Serph, leader of the Embryon, wanders aimlessly through the lifeless streets before
him. In the Junkyard, his Tribe fought a gruesome war, hoping the light of heaven
would relieve their suffering. In the end, Serph’s world vanished, along with the
comrades who stood by his side.
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All that awaited him in Nirvana were endless streets littered with the silent
remains of human statues.

The Promised Land was nothing but & new hell...
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T dids CHARACLTERS

\ TLLLLLLLU i : The members of the Embryon and their Atma abilities are listed below.
\um\\‘ /)

-\!"

w'l

THE EMBRYON

The only Tribe to emerge from the wasteland called The Junkyard. Believing
Nirvana to be an endless paradise, they conquered all rival Tribes and ultimately
defeated Angel at the top of the Karma Temple. Immediately afterward, a strange
light shook the temple to its foundations, the Junkyard vanished, and the Embryon
were separated.

Serph awakens in a Nirvana far different from his expectations. In this strange
broken world, the leader of the Embryon sets off to find his comrades.

ATMA

The ability gained by inhabitants of the Junkyard which allowed them to transform
into demons. The Temple declared this demonic power the true nature of an
individual’s Karma. Those who gain Atma must devour their foes in order to survive.
If one resists this urge for too long, he or she will permanently become a demon and
suffer an insatiable hunger for bleod. Those affected by Atma can be identified by
the strange markings on their bodies

7
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The current leader-af the Lokapala, a rabel group fighting a
,(: P X v The origim em‘.er_n.' the. group was
s it [ th, bith ‘his son Fred and the
: 1 eard Originally a ck ally

The- black-haired girl who appeared-mysteriously atter light swept the educated author, Roland ndw drowns his sermows in aleol
Junkyard, She seems 19 have amnesia, and'was not wearing a 1ag fipg |
when the Emoryon found her {tag rings are required for identihication, and

every Tribe member Wears one). Her singing can prevent others from

changing.into demons, and her forgotten memenes become increasingly ]
important o Serph and the Embryon. | Thiste seems to be & connection |
between her-the Karmia Temple and Nirvana

[reatie
gy
Thie god of eroes anif lightneng), who uses
Vashira~as awehpo-fidra has the
powdr [to contrgl stormg  He de
Vritogaand becamie. kiag. of the Three
Wirlds. Adland’s inbamation of Indra i
alignad- wath alectricity

> ;_- .
{ -
Ve rrarne
Goddess af night a_r]'(! watel 5wl as the famale inc
“dembnAGrm casdly resembles Serph's. and like hil:-
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FLOADING A BAME
To continue @ Previously saved game, insert a
Memory Card (BMB)ifor. PlayStation®2) with-a
Digital Devil Saga 2 save file into MEMORY CARD
slot 1 and select “LOAD GAME". Use the up and
down directional buttons to select a save file, and
press the < button to confifm your choice

STARTING A NEW GAME
To start,a new game from the beginning of the story,
select "NEW GAME". The game will begin after the
epening movie has finished. Cleared Game save
data’from the first DIGITAL DEVIL SAGA can be
Inaded to access certain bonuses during gameplay

[DIFFICULTY LEVEL) (

When save data is carried over from the first DDS, a
difficulty.select mode becomes available. Once you clear the game, this option also
becomes available for additional play throughs. When replaying normal mode, your
party will retain skills they leafmed

NORMALMODE. .........The default difficulty level

HARD MODE ... #..... A difficulty level for advanced players.

ADILUSTING THE GAME SETTINGS
Select “CONFIG™ to adjust the game settings. Use
the up and down directional buttons to highlight the
setting you want to changg, and use the left and
right directional buttons to'change it

10
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- @ Area List

A TIZA . KA T

There are two kinds 6f mam the Area Map and dungeons. Each type of map has
specific controls. " .

BASIC NAVIGATION

The game consists of a large Area Map, where you
can select an area, and detailed 3D dungeons, where
the action (8kes place. -

AREA-MAP.

Ingrder to travel toa- d}ﬁ"brent areas, se!ect your destmatmn from theist on the Ieﬁ
side of the screen. As the 5t0ry pruqlesses 1r|d:t|0nal destinations will bemmg
available. e e

» B . o
£ b I e s -

LUNDERSTANDING THE AREA MAP
Displays the current h-vt,l‘uf So[ar Data. It
may have have an efl{,ci"dt.peudmg orl its.

“pycle

. A list of possible deslmdtmns

@ Solar Data Indicator

@ Selected Area . The currently’ selected area. Ifis-displayed in
yellow.

@ Message Window A description of lhe_ currently selected area.’

SOLAR DATA A!LLIl_l TS CLES ____"’_!_._

Solar Data measures the density of malignant data in #
the level of Solar Data, Serph’s party will: encounter Berserk Made (pg, 25) more
ofter; and enemy demons may experience different effects. It begins at MIN and
increases in:1/8 increments until it rcdrhm MAX,, ]l then decrgases-similarly, and
the cwlp repeats.’ 11

e

SR :
sun's raysaDepending on, °

»
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Yaur character witl move about in vafious duhgeons. Dungeons are complex, so pay
_careful attention to the information-available to-you. Keep an eye on the Auta-map
“to avoid getting lost

[4

LANDERSTANDING THE DLINGEON MAP

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

Your carrent locatipn

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

@ Solar Data Indicator
@ Help Windew-

® Area Name
@ Ailment Indieatar

® Proximity Map A mini-map which shows your immedjate
surfoundings. The icons used are the same
as the Auto-map/icons (pg. 14)._

12
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DLANGEON FEATLRES . .
In dungeons, you will emcounter important points such as’ doors, objects, and
people.” Press the X -buttan-when an “Inspect” or “Talk” window appears to
examine an item or talk to an individual. There may also be various objects you ean
examine to obtain items, :

FIELDaHLNTING A g

In certain areas of dungeons, you may
discover places where demons are hiding. In
these areas, if you can desfroy most of the
floating blue balls within the time, limit; a
battle with several Mitama will begin. Defeat
the Mitama, and you'll gain a great deal of
Atma Points 2 )

CONTROLS FOR FIELD HUNTING

Directional buttons/left analog stick

1 button

TX,



e Ynu can hnng up the Auto-map. screen by pressnng tha
.. button i a dufigeon. “The areas you explore ‘dre
- automatically mapped as you pass through them, so

check the map frequently to follow-your progress: You:
- can zoom in apd eut for a better look at ‘doors,

- P BUMNEETRIE -

ELI.LTI:I_.MAPPINE SIS T

stairways, or other map features.

14

AUTO MAP SCHEEN CONTROLS

_ Stairway (Up)

Indicates an elevator. ZNEEREIDL
Imporhm Point

_Field Hunt Area

Exit
Ehcl ar?f the l’-‘)(lt 5

Large Karma Terntinal ]Eg 7. 7 IO
lrldirnlawtonm wuth a Large Kafma Turmlnal

_Small Karml _Terminal-{pg. 33)

- Indicates a stairway Iﬂad:ﬁg up { .

Indicates spectal dreas at the dur igeon

idicates t rhe locatian of a “field hunt 1pg TR

— e
'Indu ates a room wnn a Small Karma Termmal

Tn(Bcates vuul current “location and ‘the direction vou are facmg

BRAENSSI.

“Tha Ma

it around won't do any good.
: o™,

FEA TINE KTz REES

Menu is erucial inpreparingyour party for battle. Each corimand in the

gribed below, +

men

e
4 USING MAIN MENU-COMMANDS Srosartk

Ey pressing the [ buttan, you can view the
MairMenu. The commarids available 10 you |

C OI'\/IMA'\-D LIST

are displayed in the list on the right, ..;“” ms ”“(
(Pressing the L2 and R2 buttons will advance. | — g

to the next-page, while:the L1 and ‘R1 | | e £l W-Party
buttons switch between characters. Maks' = f«l , | M Config
use of these options to-keep your party: m . Co mhn . @ Recover «

good condnmn

L SKTL L il 2 *

Choose this command to use a skill whu:h has heen asmgnad Fnrst select a skill
from the list, and then press rh@ X button'to Use i Remember that skills must bg~

assigned before they may be used s0 itsa gnad idea m frequently cycle thraugh

b

your available sklils : . e ’

[

By selecting this command, you can access ftems in your |nvenmry Five options will
be available to'yow. Don't farget to load ammo you obiain, because simply carrwng

o

> OBTAIN KARMA RINGS o

The upnons E—Eﬂi';i._hin'g,“-andu"'bustbmize ng“ will not he"disﬁléyed at first. )
+- Theyawill be added as you progress through the game. :

' To use an item, first seiuct the item you want !u usu and then '.wim‘l‘lhn
charat.te'r{s] that it will be used on. o5,
To load a c!mrautl}i s waapon, first selact the Lharﬂfllﬁ; and T.hm chnusu whu:h il
ammi fpload.

A Karma Runq mus: hu e-uulpps d befare its \p('rliﬂ abilities can fake af st
First. select a:thacagtir and use the up/down direational buttons 1o choose a
Karma Ring. Press the-= button onceyou've decided Infmnanon about each

Gems can be alta;:hed 1o Karma Hlngs to hil‘lhef enhance a charanter's stats |

(the effects will vary for each Gep). Each Karma/Ring &an be powered upa, === <|

cusToMizE B number of times. Bysalacting rﬂpse{ Blng from the top of the llsL. e |
RING selected Karma Ring will return fo its onqma: @45t any equipped Gems

will be gone for Good. Carefully sélect which Gems to an:ﬂ?h‘}q avaid wasting

thgm Jater, ! i

¢ B\r bl..lﬂLhHl'l [hrs npuor: -ﬂﬂl can view the 4x=,c|ai items vuu hﬂmuhlmnv{l
SP ITEMS Thisse m.mq will automatically take effu.l at spe::ehc nrm.s

i s — i g

15.

ring is available in the Hulp Window, 1

»

L.
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Choosing "Set” will allow you to assign skifls
that your characters-have learned. Use the left
and right directional buttons .to switch
between skill types, and use the up and down
directional buttens to cycle through the: list of
skills. Press the” » button te' select the- skill
you wish, to ‘assign. Then, choose a slot. -Skills
must be assigned before they can be used
during battle or frem the Main Menu.

*The "Recoven” command may be vsed, regardless of whether o not healing skills are set)

UNDERSTANDING THE SET MENU

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

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

@ Assigned Skills

@ Help Window
@ Learned Skills

@ New Skill Alert

® Skill Type Skills are classified by 4 types as follows
P ¥ 1l attacks raguire HP Hunt skills, which eam Atfha
i Jare included inthiscategory. ..~ -~
e agic skills reqhire MP. A . heal, support, gnd other
! k?‘f_:}t 5 of magic dre inch i thi Egory e
QIHEL T Skills that null, deain, or repal enemy attacks are included it

this category.
)

ry 1§ comprised of Skills that automatically take
1 assighed

effect

A FRI RGT=RTTY
< COMBO
When party‘mémbers enter battle with certain
combinations of “skills “ assigned, powerful
"Combo” attacks will ‘become -available. Once
discovered, Combos will be added'to the Combo
List, where you can check the skills retired to

perform them. -Note that each- skill must be
assigned to a different character

<+ STATUS

Select this option to view the statuses of the characters in your party as-well as
their Mantras. 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 Mantra
status.

< PARTY

By selecting “Pafty,”. yon can choose which
characters will participate in battle, as well as theif
turn order. Use the up and down directional buttons
to select a character, and the x button to add that
character to the battle party. Characters are placed
in-the ordefYou -select them—this is the order in
which they will act during battle.

% RECOVER

Selecting this command will use a learned skill to recover HP or heal Status
Ailments (healing ailments will take priority over recovering HP). AZskill does not
have to be "Set” in order to use Recover, ‘If there is no MPeavailable, no_healing
skills have been learned, or thers is.no damage to be healed, the Recover command
will be unavailable.

< CONFIG
Choosing this option will allow youto adjust various
game settings.Select a setting using the wp and

down directional buttons, and adjust it using the left
and right diré€%anal buttons
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-:f PARTY CONDITION

The Status Screen alluws you to cher:k each'
character’s abilities and condition; as well as the
details of his or her equipped Mantra. Knowing
how to read the Status §#reen will help you to
affectively use your party members and prepare for

battle.

LUNDERSTANDING THE STATUS SEREEN

@ Character Name

@ Adlment lcon P

@ level *
@ Kdrma to Next Level

@ P =g

® MP
@ Ammo

® Stats j
@ Assigned Skills &

® Defensive Charactenistics

18

an quic

The selected charactér's name.

if the charadter is sufferidg from 8 Status ailment, this
icon will be displayed. Set the next page for more
information on allments, ;

The character’s current level.

The amount'of Karma necessary for the character to

1evel up.

The chédracter’s currpntr‘maxamurr‘ hit points.

«The charactef’s current/maximum magic points

Curr en1|v lnaded amlrmri’ltlun G are.used While in
human form Ar’ark poiver refers to the strength Uf the

‘bullet

The character's vital statistics. See pg. 19 for detajls.
A list of currently 3551gnﬂd skills: Skills r"&“ be 'SFT
before they will be listed heis.

_The character's elemental” sffinity, which factors.into

his or her strengths and weakfesses.

CTAT

® \)U\llbil{,b

In the Status Scréen, you cap \.f,f‘w the statistics of your party
and their
significance. Each stat increases when a character levels up.
(Dnly the main character's stats can U8 increased manually.

menbers. Below' isha ‘list of the Statistics

Others” stats increase automatically)

% STATUS AILMENTS e

AHﬂrts hit and ’mrlqr' rates
| J\Ih‘l ts many different 'aL ors

TG

| Affects power m p‘h\u'\‘l:al attacks.
g )
] AHE'{ t4 maximum HP. and .uxrwhhﬂlw to nlww aE attacks

Aﬂﬁr.ts rnammum MP.and susceptibility to ragic attacks

There-are 13 different ailments, all hsted he-lnw QTUN POiSON ACHE, L,UHC;[ and
MUTE continue to affect party members eyen aftr'r battle has ended

FREEZE ! Cure: Weirs aff
Charactér is ffozen and cannot move. All
damage réceived will be critical

rast

Character Is electrocuted ar

1 cannot
move g damage recelvad will be eritical

MUTE e Dis Mot

Magic and other skills which require I\.I'Ii-'
may not be-used,

E
=

5 asleap and canr n|' m
eived will be critical

\aracter capnot move bacause of a
pamful stomachache. ™

Damage equals that inf
fong if enemy is killed)

B on enemy

u-r i charmed:-and will attack
allies for a.few tums

BIND

The character can't move at r|II Increasad
chank ?y_;hraten.r‘; critical damage

Lharacter s petrified and can mtm.l},il
Sir :u:kffw.-,gl-iha'.ler_an,d dia =
s | -

A e Cue: Wear
Chavacter has bdeo'chafged ino a bat

his or her stats decrease dramaticajly

*|f the eharactef-stll has-a omeciache atthe end of the tiattldrhasshe will nofrecend any AP

e,

.
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lerent characlernslics

% MANTRA CHARACTERISTICS

Mantras are battle. programs that enhance the
Atma.  Skills may be learned by downloading
Mantras from Karma Termipals, and characters can
be customized with learnéd’abilities Pressing the
right or- left directional buttons on the: Status
Screen will display Mantra Status as shown below.

UNDERS

DING THE MANTRA STATUS SC

@ 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 masterad that
particular Mantra.

@ Inherent Skills The skills inherent to the equipped Mantra. They
i will not be learned until the Mantra has been
mastered

CHARALTER GROWTH
Karma gained jn battle is necessary for charaeters to
level up and grow stronger AP is used to learn skills
held within each Mantra. To improve your characters,
fight many battles gad use hunting skills to gain large
amounts of AP

20

% MASTERING MANTRAS

When the AP Gauge has been tompletely filled, the
character has mastered the equipped Mantra-and
learns its inherent skills. Skills may be assigned in
the Set Menu (pg: 16)

LEVELING LIP

Characters will level up after gaining enough Karma
When this occurs, a character’s stats will increase
and he or she may even be healed

JS STAT INC

If you are lucky, a character’s HP and MP will be

restored when he or she levels up.. Sometimes more
than one statwill increase, as well

[ING ITEMS

Sometimes, leveling up will cause party members to
give you an item
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% DOWNLOADING MANTRAS

Mantras can' be puthdwd at Katmia Ttrmmalb The
- download screen‘Wwill display the Mantra Grid. Select'a
* Mantra using the directional buttons, and confitm your
choice by pressing the X button, Dnce a-Mantra fias
been mastered, *higher class Mantras will be: available
for download.

-l A

M i

UNDERSTANDING THE DOWNLOAD SCREEN

Pisd
The currently equipped Mantra s highlighted in yellow:
The cursor used to sélect a Mantra

Available Mantras are displayed m blue

Mantras displayed in gray cannot be rjnwnlmr‘.s:-:i until
certain requirements have been met.

@ Equipped Mantra
@ Cursor” )

@ Available Mantra
@ Unavailable Mantra

® Character The current chardcter..Use the 11 /Risbutton 10 cycle
i ¢ through your party ||'|E2mhf:"rs 1
® Selected Mantra Thé currently selacted Mantra

@ Difficulty * The diffitulty of masterirfy the selected Mantra. The
Ahigher the star rating, 'mt more AP rm}uxred to master

the Mantra

@ Price The price {in dollars) tu duv\.niadd the Mantra.
® Dollars Your currept amount of money.

*Prass mc | button in the "JIJW!@S screen to view the eafira Mantm Grid. =
22

+| Simflly mastering Mantras will not lead to a strong party.
I Decide which role gach character will play in battle, such ds
I

KA RIT [V A
% USING T?-II-' MANTRA GRID
The Mantra Grid‘i§ large. and deciding where to start
or how. to proceed m_ay'be conflsing. Rather than
randomly equipping-Mantras; it's jmportant to have a
specific plan “for each character in order to create a
strong and balanced-party. Here are some tips to keep
in mind:
2 EX?ND THEGRID

| Hw Mantra .Field consists: «of ad;amm hexagmns By.
mastering one -Mantra, you will make an adjaceht Mantra

: available. Decide which difection 10 upand in order to build
| ‘your characters most 3Hectwely

AT g g o

A e

2; PLAN AHEAD TO umtrm SPECIAL wmﬁfxo

Thv .Jurplr—. Mdntmﬁ are lm km‘l and contain varjous-4 -;wrrﬂi
skills. The only way to-unlock one of thesk Mdntra‘r 1s+ t0
master all the adjacent Mantras surrounding it

3 DECIDE ROLES AHEAD OF TIME

"_hnacke_r." "Healar,” or "Matjic Attacker,” and equip Mantras
accardingly i

A S S A e At = AT L = 1z -

! 4: DON'T BE AF hm} iu T \f NEW THINGS

There are unique magic sk|lh [JIII‘-II’!L {)f the elemental véfiaty lJrniu“.mrl wlm[ thase
| skills do, and be prepared to counter them in battle

| "'Hama and Mudo: These skills have the poféntial to deal devastating blows to-ydtir |

opponents..Ba suré you can go ultu these types 'of attdeks with ahj}d skms 50 you are Aot
.tak&n by 'iuréﬁil - o -
-kaja arid —nda: These suppart skills can SrrP}rH_'fThf!n your' pafty”or weaken' yout
enemies. They are especially useful in protracted battles, such as against powerful bosses
| Af your party. is: hit with one these $kills, use Dekaja tr Deklinda to-cancel the effects

Py

TS

»



< BATTLE-BASICS

Turn icons are an important part of battle—you can lose
a turn if you miss the enemy or manage to have your
attack nullified in some way. Exploiting enemies’
weaknesses and being prepared to defend against their
attacks will help-to ensure your victory

LANERSTANNDING THE BATYLE SCREEN

@ Solar Data Indicator
@ Cursor
@ Commands

@ Action [st

@ Turn lcons

@ AUTO leon

@ Party Order
@ Current HP
@ Current MP
® Help Window

24

The cursor cam be moved using-the directio
The currently selected command. Use the left and right
directional buttons to choose from the following: FIGHT,
ITEM, MEMBER, ESCAPE

A list of specific-actions which.corcgspond to the
comman cted. Use the up and down directional
buttons to choose an action, then press the' % button
t0 execute
Turn icbns inc
performed
while red on
Thig icon ir
Joggle bep
use the
Characters a
The character’s cutrent HP

The char surrent MP
Explanations for items and skills
Use the SELECT. button to i

cate how manyactions may be

turn. Blue icons represent your party,
represent the ememy

es whether Autp Battle is ON or OFF
modes by pressing the A buttoh,.or
ton to turn Auto Battle OFF

numbered by their order [Rebattle

1

are

| made. It's possible to

FA T IL I

AY ENCOL

Various -situalions may-pccur when encounter

ing

enemies. Serph and the party usually'begin battle in

demon form, but there are instanges where they'll
in human or berserk mode

DEMON FORM

Characters begin in demon | The party was attacked
|

revert back to human form | form into demon form
during battle.

be

HUMAN FORM BERSERK FORM

| before they could trans-

By

{-using a turn, it's possible

| for chasacters to transform

during battle

< BERSERK MODE

Berserk Mode is‘a special condition where only part of
1

the character's body transforms inte demon mode

this form, attack power ‘and critical hit % increase

dramatically, ‘and characters will gain mere Kar

ma

after battle than usual. ‘However, defense is far lower

than normal, magic and comboskills are unavailat
and transformation is probibited.

% USE "ESCAPE"™ WHEN IN DANGER

e,

In Berserk Mode, any damage received .can prove
critical. Singe magic skills are unavailable, the only
way to recaver HP Is to use items. 1f there's dangér of
being. defeated, use the “Escape” .command
Escaping in Berserk Mode has a 100% success rate

| When the Solar Data
cycle is at MAX, there's a

| chance.of characters
being trapped halfway
between human and
demon forms
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FATTLE

% INDIVIDUAL TURN SYSTEM

~Tum-icons are df:.spiayed at the top right corner of the

" sereef. For each icon, a character can perform one action
When every icon has been used, the party’s turn-is over.
The party’s total turn icons’ will. increase or decrease
based on the circumstances below. ;

W zﬁ?gat‘ta[:k an enemy with a skill that he or she is WealgBBainst, not only
will you deal greater damage, but you-will oaly use 1,/2 of& tum icon

Null skills will aliow your party to viil-attacks and receive po damage, Also
the enemy will lose 2 turn icons. If an attack is reflected, all icons will be
lost. (Fcourse, the same is trug if the enenty voids:or reflects your attacks

IFyou land & critical hit, you will'deal greater damage and only use 1/2 of a
turnjcon,

TR;’\NSF[‘RMIF G INTO DEMONS

Your party members wHI automatically transform into
demons at the beginning of a battle, unless they are
surprised, in which case they will still be'in human
form. Characters can attack with guns while in humah
form,-but lack the strengti“and skills possessed by
demons. Select “Transform” to change a party #
meniber into @ demon, or “Revert” to change a deron back into-his or her human
form.

¢ HUNTING SKILLS

Hunting. .skills such as “Consume” allow your
characters ‘te devour weak enemies and gain more AP
than normal. Make good use of these skills to master
Mantras quickly* ;

¢ BE CAREFUL OF STOMACHACHES WHEN DE‘U’OURFNG!

tomachs .hs‘r] ‘-\’I” IPwh if tnr) many enemies have been
ar can't move or gain AP if he or she has a stomachache, so

\TLE COMMANDS

Four different commands are gvailable in battle:
FIGHT: COMBO, -ITEM; MEMBEH and ESCAPE. Sub-

commands are'available for'each of these,

e
< FIGHT

Shoot (Attack) is the basic way of dealing damage,
The action requires no HP or MP _and .all characters
can perform it; The skilts your character has assigned
will also be displayed in this menu, in addition to the

HP/MP costs required to use. them

SHODT{ATTAEKl' I
* '

PASS

;:.

L - - -. .‘,
A basic'attack. Each character has his or.her own style of attacking

If '3 character passes, it will become the next character’s turi. This

' 4 ction only uses 1/2 of a turn icon

< AUTO BATTLE

Battle is on

B85
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%, COMBO ATTACKS

~When party members enter h:iltlp wnh certain
combinations: of “skills' assigned, powerful “Combg’
attacks will become -available: 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 to emable it. Here are a few
examples; : =7

Combo Name Skill Combination Effect
Maragl nu. + dan \"'ll..r* fire attack toall anemi
i + Tera i
Im + Rl Weak eneml.m,r atrack tu arl ensmis
Whaak for 0-all an 3
Wnah sarth antack 1o all aﬁ.umhaa
all
Muuu ' Deat*r Spray erh attack to aff Bnamios
W'+ Tara ] y attack to all ene

. 1 I r o all anemias
hty Iiuuat Zan g+ ‘i!un Wﬂﬂ ¥ DM‘SIWI fstun attack to el enemes
attack skil that amets 1 ememy
Crossfire ; ]
Ice Shot Gunting skill (Sarph) + voi skl
[ia + Dia

Angalje Grage Pmmﬁul fiealing and strony deferse
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When this rummand is-selected, an item from your
inventory can be used. Select the item using the up and
down directional buttons, and confirm your. choice: by
pressing the x button. Thep, choose the character(s)
that the item will be used on

ﬁ“.. ’ E-'.‘
+ MEMBER -
There are several options available to you when this
command s “selected. Use them as the situation
qumrPs &

® . TRANSFORM/REVERT

B . b
L These commands can:be uysed to pransfbem a character
[

. between human and denon formis. If an enemy 15 weak to
gunfire, thén_ it rmight be a good idea to Tevert to"human
form, Iyour party is surprised, then this command will be
necessary if you want your characters to fight as demons

o' BErtoy

"Deploy”™ can be used to call an inactive party member into
a vacant pesition in your battie formation, or to replace a
chiracter already onthe front line

Y

[ WITHDRAW

.
.. Calacting. ™ fraw"” i o 1o re tive
Selecting "Whthdraw™ will allow you 1o remave an active

- character from battle,” ,

+ ESCAPE

This mmmdnmi!muld be used ifyou want your party to
flee from battle, Be careful, because your turn will be
wasted if the attempt.fails

o
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.. Once all enemiesave been defeated, the battle will
end. The Results Screen will appear, and various
pieces of information will be displayed: including the
Karma and Atma-Points your characters gained in
battle. If a character has gained a level, that will also
be indicated. After battle, party members will devour
the fallen enemies, and 4 8mall amount of their HP
will be reéstored

< RESULTS SCREEN.
The amount of Karma, Money, and Atma Points
gained in battle will be shown on the Results Screen,
as well as any items dropped by the enemy. When
enough Karma has been earned, a character will level
up W_hhp ensughr Atma Points have been
accumulated, an equipped Mantra will be mastefed.

% -GAME OVER

If a party member’s Hit Puuﬂl@ 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, hi$ or her stats will automatically increase, except for

Serph. In his case; you will be able to distribute the points hereceives however you

like. Just select the stat you Wish to increase, and pressthe x button, Press the
button to cancel your choice and try.again. :

30

| The most important advice for battle is to nullify enemy

{and what that enemy's weakness might be. Argilla

Hunting skills‘are more likely to succeed if the enemy is

¢ BATTLE-TACT

Listed below are-a few strategies to help you be
successful in battle: 1

15 EXPLOITENEMIES WER

attacks and exploit enemy weaknesses. Use "Analyze” to
discover what skills an-enemy has at his or her disposal,

begins the game with this useful- skill

2 TRY DIFFERENT CHARACTERS A

The number dF skills available to a single character at
one -time is limited.  Thus, it is important Yo -sWap
characters in-and out of your active ranks depending on
which enemies you are facing inva particular battle.”

S: useny

SKILLS

afraid. Enemies ~will become frightened if you
suctessfully - pullify their attacks or exploit their
weaknesses.

&4 DEFEAT AS MANY BEMONS AS YOU CAN

The faster enemies are defeated; the more ($) points will
be awarded. It's best to dispatch weak enemies as
quickly as possible

S WHEN IN DOUBT, GET OUT _
If the party comes up against incredible odds, ust#pc
from battle and then equip, skills which are more
effective against that particular epemy
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IMPORTANT LOCATIEONS

There are varioug'locations that you will visit throughout the world, It is important
td know what to'expeet when you travel to each of these places.

% LARGE KARMA TERMINAL

These terminals*have B&eén placed by the Karma
Society, usually near areas’ entrances. Numerous
options are available here, as listed below

& SAVE

Select this option to record your game data. See pg. 10 for
a more detailed explanation of saving.

< GET MANTRA

By paying $, the party can download Mantras at Karma
[erminals. This command will not initially be available

< TELERORT
Select this option to teleport to a terminal that Serph has
previously, visited, Teleportation is only possible between
Large Terminal§ in the same area

< RESTORE

ailments. The cast of healing will depend on the extent of
your characters’ injuries

32

Pay 1o restore your party embers’ HP/MP or cyre status

ERESTTL 0TI T (0 RS

SMALL KARMA TERMINAL

These terminals. are scattered throughout dungeons. Their
services are more limited than thdse provided by Large Karma-
lerminals, but you can‘teleport to thé main Large -Terminal in
an ared from one of these locations.

> SAVE

3 : b i | e ——
Select this option 1o record your-game data. Functions exactly the same as in a Large
lerminal

# GET MANTRA
For the right price, Mantraszare availablé for download. Functions exactly the same as in
a Large Terminal.

TELEPORT :
This optien allows=the party to teleport to the mair- Large
Karma Terminal in the ‘area. -Once Serph has -teleported,
though, he will not be able to transfer bdck to the Small
Terminal.

» " LIFE TERVHIDAL
A terminal that only functions to restore party members to full
health.

MAD MART
After gaining money by defeating enemies, you can exchange
it foritems at the Mad Mart: Mad Mart's are located in most
areas. ltems, bullets, and Karma Rings can be purchased or
sold at these locations. Use the Up and down directionat
buttons to select what'yol want te-buy/sell, and press the x
button to confirm. The fight and left directional buttons will
adjust the dasired guantity.

POINTS .

Paints are earded by bufing and selling at Mad Mart. At any
location, you can confirm hew many paints you've earmed, your
current rank, and the amount-of points réquired forsthe next
rank, The higher.your rank, the gréaterthe store’s inventory will
be s




The follo
their effects: -

item Name
Ration

Dis-Pa
Ache

Jis-Iute

Item Name

Buliet

Item Name

Bl Aing

jic Ring

ck Hing
Lack Rina
Rick Ring

Phantom Ring

£ha

TWIERE BEEETE »

nit skilfs you may-cc

-

mingr HP rest
5 poson for T ally
n he for 1 ally
s mute for 1 aily
fir 1

g5 purse for

Effect

Eun damage o

mage on 1 enesy ¢ power 24

ri-Hnan form
j nila
Prevaints loss of a turn when tha:

Skill Name
J\iil

Mazanma
Ma

Tora

1 ar
Teradyne
Materan

(it

Megit

MF Thiet

(= Lt U £ il

MAGIC SKILLS
MP Cost  Effect

Wirak fire damage o 1enamy
aneto 1 erem

Hizavy fire damage 1o 1 anamy

vy Tire damage to all
Waak ice damage 10 1 eneny, low g ity of Ireezing
iage 10 1 enamy, low prabability

tdamage 10 1 anamy, low probability of Toiszin

Hoeawy eléctne damage tn | enemy, low prabability of electrooution

probat

Wesdk sarth damags 10 1 enemy
rale g
Hemvy garth
\"'.I' ” eart
Widarate damage 1o all enemies
Heaw earth damane to all enen
Madiirate almighty damage 1o all ensmias
vy almighty damage
Iega heavy aimghty damage 1o -all ensmies
Almighty mag:c that abise

Almighty mags that afisorks MP




,.r.:r/-/-/_f—../_-_ f_!‘f'f“: : ' Skill Name  MP Cost

n

Halyes HP wt sl ener i i humans

el e
a spell affent

Increases aftack p of all allie

Incredses: agility of alt alligs

Xanadu 3 Hegvy hama damage on all anemy Doesn't wark . on hurmans
Increases defense for all allies

Death spel
’ . " - Increases magic stiack power for
Mudon 10 Death spail oo 1 anamy, gh protability

Lgath spelis an all enem

Death spell dn allenmmies, high prabability

Cures
Makajama

Re—— SE— PHYSIGAL ATTACKS

am Haze

Calm Death 1

1 -gnaimy

Panic on 1 enem

Panic + moderate damage o F diz Light OWer depe waining WP

Charm on all enem alning H

Minor HP e

Skill Name

Mang Bontis
Pasumudi

g ; i ’ e
samargeanm ’ I i " 2 Bonst




Skill Name

Skill Name
Voud Fire
Void (re

void Elec

Vaid Force

Void Earth

Vioud Expel

anic

Vo Nearve

Effect
Increases ice allack

e

Effect

Voids fire attacks
Volgls Ioe-at
Voids electr

Volds fe

Voids nerve atiacks

‘Mantras epable 1

- N ARTIRWA  EIRED: -

de carefully which Mantras to downl
510 full strength

awaerful skills. Dac
and master them 1o bring yeur characte

#

¢ VIEWING THE MANTRA"GRID STEICARE S WY )

[fonly a portio.n of thé Man'na Gridrié c;ié_ﬁlay'ed ahd-\,ro-u wish to view the entire grid,
press'the [] button 1o do 50 : '

* % 4+ F % % * %

*
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ﬁstmuqecondmm1nwh|d!ﬁzahumanbndymmsmne*aﬁmwsingmmtactwhm

NIRVANA B ]

- Thie fiawless, idealland promised;to oné Tribe who- {:nnqusreB
o plice &rph arnd Mmbmdlym is nothm,u but aﬁ nmptv.

< ik -, £ ol LRRLE : 'I

. BMC’K SUN 2 Yt Riia ;""'.. ;

“ No longer yellow an urknown phmmanun mmﬁ.‘rmﬁ mpm:})_h!ack It hegan smmmg
Solarl}ata wmch a[terad the aknospham of ttfeearth mmrf ekl

CUVIER SYNDRQME o

rays from the black sun, named after Margot Cuvier, the first séientist to research it. This
epidemic cost many people their lives, and drove the human face: mﬂagmum 10 escape the
sun’s harmful effects. Now, mansnsanmam?aafdmmim" AR !

B L)

'KARMA CITY. . ey
. Acity contralled by the Kaima Society. It's the &wmm;hesumet th&esﬁhrm—
humans can survive, due to the dome‘sumundm% the cm; protecting it from the black sun. It's

cbns:clersd' tha world's last paradise.
¥ . J JI i "
KARMA SQC[ETY : i
A group of elite human bsmgs sharing & cammgnat the prasmaunn of mankind. In the
current times of uncertainty, ‘they have taken ol of vatlous institutions, including Karma
City itself, The Karma Society is lead by Madam Margut Cuvier, with Jenna Angel samng
as second-in- cnmmand Py Bl &

LOKAPALA = e aaetuid

- A rebel group lead by Roland. They live underground in 0id Fm{and ,énd believe that the' onhr
way to save the world |s to deposehe Karma Sodiety. After hiding underground for years and
losing their aﬂgma! leader, ﬁ‘le Lakapala have grown sxhausted,mddamﬁ of MPB

. EMBRYON ", o . e e T e

Thanne‘mbe\nhocamuamd mannlgyafd and rosamﬂmha Serph Ieadstm En'tbnfun
with Gale .semngas strategls‘t Other key mernbafs include l'bat C|e!o and Argilla. ./ ’
ot

- e ,-

4 | [P o . . 5 B

| AVATARTUNER. - . S
Refers to humans with Alma power, allowing them tb uanﬂpfmrmmdmnohs lcanpd "Tunmg .

All Karma S’mnetv Soldiers arﬂ mﬁdad mth thas War

© SOLARDATA n, s
A phienomenon’ of the:sun that aﬂem demons in vamns wavs.-n&li hunmﬁm come hi
contact with it are imMediately tumed to stone, but not much js known beyond that. s

transmitted thfough the sun’s rm and its affects ﬂumn}m m a mmcal pattern.
40 U é.;. 4 e - %

ammﬂ the
world.
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LIMITED WARRANTY

ATLUS warrants the oniginal 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 (30) days of purchase with proof of purchase date, so
long as the defect is not caused by misuse and neglect of the purchaser. EXCEPT FOR
THE FOREGOING LIMITED WARRANTY, ALL EXPRESS, IMPLIED AND STATUTORY
WAHRRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY, FITNESS FOR A
PARTICULAR PURPOSE AND NON-INFRINGEMENT OF PROPRIETARY RIGHTS, ARE
EXPRESSLY DISCLAIMED, ATLUS SHALL NOT BE LIABLE FOR ANY DIRECT, INDIRECT,
INCIDENTAL, CONSEQUENTIAL OR OTHER DAMAGES, EVEN IF DAMAGES RESULT
FROM THE USE OF ATLUS PRODUCTS IN ACCORDANCE WITH ATLUS manual
instructions. In some jurisdictions, some of the foregoing warranty disclaimers or
damage limitations may not apply.

You must call (949) 788-0353 to receive instructions to obtain repair/replacement
services

Hapair/Service After Expiration of Warranty

I 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.
You will be advised of the estimated cost of repair and the shipping instructions.

ATLUS Customer Service Department/Technical Support Line
(549) 788-0353
Call this number for help in installing or operating our products or for general product

nuestions. Representatives are available Monday - Friday, 9:00 am to 5:30 pm Pacific
Time



