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Warning:

Raad Belore Using Your PlayStation®? Computar €ntertalnment Systam.

N vary small percentage of individuals may experence eplleptic selares
whan axposed to cartoin light potterns or Rashing lights, Exposura to cartaln
potterns of badkgrounds on a television saeen or whiks playing vidao gomes,

CONTENTS
Including gamaes ployed on the PloyStotion 2 consols, may inchce an eplleptic

selzure In thate lndividuols. Cactoin conditions may Induce proviously 2 G‘ETYING ST‘RTEO

undatedtad eplleptic spmploms aven (n parsons who have ne histary of polor

salrures of epilepsy. Il you, or anyone In your lamily, hos an epileptic 3 STAT{TING Up
condition, consult your physician price to ploying. If you expenence ony of the

following symptoms while playing o video gome ~ dizziness, olterad visian, 4 SECRE'I' SAMURAI
oye or musde twitchos, loss of awareness, disordentation, any involuntony

movament, or convulsions — WWEDIRTELY discontinue use and consult your 4 AMH‘MRL
physiclon before resuming ploy

6 CHaracTERS
Warning to Ownen of Projection Telovisions:

Da not connect your PloyStation £ console to o projection TV without first 8 QEFAILT CONTROIS
consulting the user manual for your projection TV, unless It Is of the LCD type, 'o
GETTING INTO THE Game

Qthenuise, It moy permanently damage your TV screen

Use of Unouthorized Product: : 12 PLaYING THE GAME
The use of software or peripherals not cuthorized by Sony Computer |

Entertalnmeant Amearico moy domoge pour consola andfor invalidate your ls P‘use MENU
warronty. Only officiol of licensad pedpherals should ba used in the controller 'a coMgn BAS]CS

ports of memony cord slots
""’“’""9 Your PloyStation 2 Format Disc: 20 5ToRES

This disc is Intended for use only with PloySzotion 2 consales with the NTSC i 20 END GﬂME
WC designation )
= Do not bend it, gush it o submerge it in liquids. \
* Do not leovs it In ditact sunlight or necr o radiotor.or other source of heat. 1 2 I FIGHT'NG smus
* Be swe to lohe on ocosional rast break during extended play.
.

Heuep this disc clean, Alwoys hold the disc by the edges ond keep It in Its
protectiva cose whan not In use. Cleon the disc with o lint-free, soft. dry
doth, wiping in stroight lines from center to outer edge. Never uss solvents
of cbrasive deoners
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GETTING STARTED

R2 button
R1 button
MEMORY CAROD siot 2

MEMORY CARD siot 1 — — . disc iy

RESET button

directional
buttons

L——— OPEN button

UISB connactor

2\ button
left analog stick O button

controller port 1

‘:::w:r\m n:n 2 A (L3 button when pushed down) ¥ button

SELECT button [ button

ANALOG mode button
SET UP YOUR PLAYSTATION®2 COMPUTER START button

ENTERTAINMENT SYSTEM ACCORDING TO right analog stick

THE INSTRUCTIONS IN ITS INSTRUCTION (R3 button when pushed down)
MANUAL. MAKE SURE THE MAIN
POWER swWITCH (LOCATED ON THE BACK

OF THE CONSOLE) IS TURNED ON. QUAISHOCK®2 ANALOG CONTROLLER CONFIGURATIONS

PRESS THE RESET BUTTON. WHEN WAY OF THE SAMURAI™ 215 A | PLAYER GAME THAT SUPPORTS
THE POWER INDICATOR LIGHTS UR PRESS THE DUALSHOCK®2 ANALOG CONTROLLER. BEFORE BEGINNING PLAY,

THE OPEN BUTTON AND THE DISC TRAY CONNECT THE CONTROLLER TO CONTROLLER PORT 1.
WILL OPEN. PLACE THE WAY OF THE :

SAMURAI 2 DISC ON THE DISC TRAY 4 e ¢ WHEN VIBRATION IS SET T0 ON, THE CONTROLLER WILL VIBRATE IN RESPONSE
WITH THE LABEL SIDE FACING UR PRESS 1 ~ TO GAME EVENTS. YOU CAN TURN VIBRATION ON/OFF IN OPTION MODE.
THE OPEN BUTTON AGAIN AND THE DISC i E . (Geepeil)

TRAY WILL CLOSE. -
- MEMORY CARDS
ATTACH GAME CONTROLLERS AND

OTHER PERIPHERALS, AS APPROPRIATE. 3 ~ T0 SAVE A GAME, INSERT A MEMORY CARD (8MB) (For PLavsmloN%) INTO :
FOLLOW ON-SCREEN INSTRUCTIONS - .~ MEMORY CARD sLoT | OF YOUR PLAYSTATION 2 CONSOLE. YOU CAN LOAD SAVED

AND REFER TO THIS MANUAL ' GAME DATA FROM THE SAME MEMORY CARD, OR FROM ANY MEMORY CARD

FOR INFORMATION ON USING o 4 .-.é.conlNlNG WAY OF THE SAMURAI 2 SAVE GAME DATA.

THE SOFTWARE. ¢ YOU NEED AT LEAST [34KB OF FREE SPACE AVAILABLE ON THE MEMORY
CARD IN ORDER TO SAVE GAME DATA. IF LESS THAN I34KB OF FREE
SPACE IS AVAILABLE, ERASE UNWANTED DATA TO MAKE ROOM. ¢

3

¢ DO NOT REMOVE THE MEMORY CARD OR TURN OFF POWER
TO THE PLAYSTATION 2 WHILE DATA IS BEING SAVED
OR LOADED OR YOUR GAME DATA MAY BE LOST.

4 YOU CAN PLAY THE GAME WITHOUT A MEMORY CARD
BUT YOU WON'T BE ABLE TO SAVE GAME DATA.

3




JAPAN I5 BUSTLING IN THE DYING DAYS OF THE TOKUGAWA SHOGUNATE. SITUATED
FAR FROM THE CAPITAL, EDO, THE TOWN OF AMAHARA, HAS BEEN GRANTED
PERMISSION TO TRADE WITH FOREIGNERS, AND BUSINESS IS BOOMING AS A RESULT.

MEANWHILE, THE SHOGUN 15 SCHEMING TO ANNEX NEW TERRITORIES TO COUNTER
THE GROWING THREAT OF FOREIGN POWERS.

DETERMINED NOT TO GIVE THE SHOGUN AN EXCUSE TO MOVE ON AMAHARA, THE TOWN
MAGISTRATE'S OFFICE RULES WITH AN IRON FIST, PERMITTING NOT EVEN THE MOST TRIVIAL
OFFENSE TO GO UNPUNISHED.

AMAHARA €oGe OF TOWN CUNIC

2

-

ur o -

AT THE SAME TIME, THE AOTO GANG CONTINUE
TO PEDDLE THE MYSTERIOUS "SOMA” DRUG

TO THE TOWNSPEOPLE ALREADY SUFFERING
FROM POVERTY AND OPPRESSION.

AND 50 LIFE IN AMAHARA GOES ON DAY BY DAY..

THEN ONE DAY, A LONE SAMURAI ARRIVES IN TOWN. COLLAPSING
FROM HUNGER AND FATIGUE, HE MEETS UP WITH A GIRL... :

WHAT BRINGS THIS LONE SAMURAI TO AMAHARAZ WHAT DOES HE
HOPE TO ACHIEVE HEREZ :

ONLY ONE PERSON CAN ANSWER THAT QUESTION...AND
PERSON 15 YOU!

_AMAHARA SHRINE




! c H A ACT E S ; N THE MAGISTRATE OF AMAHARA, KUROHA
: By MIKAWANOKAMI YOSHITAKA, WAS ONCE

; ; BELOVED BY THE PEOPLE FOR HIS HONESTY

AND FAIRNESS. HE IS NOW CONVINCED IT IS HIS

PERSONAL DUTY TO DEFEND AMAHARA FROM
THE SHOGUN'S DESIGNS.

EVEN THOUGH THIS YOUNG GIRL
FROM AMAHARA IS UNABLE TO
SPEAK, SHE HAS A HEART OF GOLD. ' i 3
SHE HAS NO FAMILY AND SURVIVES h : B AN ENFORCER FOR THE AOTO GANG,
BY TAKING ON ODD JOBS AROUND TOWN. ‘ - KYOJIRO KAGENUMA IS ALWAYS
1 4 ON THE LOOKOUT FOR VICTIMS
TO QUENCH HIS THIRST FOR BLOOD.

CIRCUMSTANCES, SHE LIVES HER LIFE WITH FIERCE PRID GENAN'S ASSISTANT, CHIYO, IS AN ATTENTIVE AND CARING

PERSON. SHE'S NOT A NATIVE OF AMAHARA, HAVING
ARRIVED SOME TIME AGO FROM ANOTHER REGION,
™\ BUT SHE DOESN'T LIKE TO DISCUSS HER PAST.

NAMI IS A COURTESAN AT THE AMAKAZE INN.
WITH HER MYSTERIOUS FEMININE CHARMS, SHE
WRAPS MEN AROUND HER LITTLE FINGER,

DANPACHI TAKES CARE OF THE DAY-TO-DAY : ; KAMURA MIGHT LOOK LIKE A WIMR BUT
RUNNING OF THE AMAKAZE INN. ALWAYS IN THE . PPEARANCES CAN BE DECEPTIVE. IN FACT, HE HAS
KNOW AND WITH A KEEN INSIGHT INTO HUMAN ’ 3 XCELLENT SWORD ARM AND A SHARP MIND,
NATURE — VERY LITTLE THAT GOES ‘ " AND IS A SHREWD OPERATOR.

ON ESCAPES HIS ATTENTION. y

AN ITINERANT PEDDLER OF MEDICINES, KUSABURO IS - i - £ ' GOSHIRO MUTO 15 G rae

A FRIENDLY FELLOW WHO CHATS FREELY WITH KA'S RIGHT-HAND MAN. AN
EVERYONE HE MEETS. HE POSSESSES AN AMIABLE - (CCOMPLISHED SWORDSMAN AND A SAMURAI
PERSONALITY AND AN INSATIABLE CURIOSITY. | OF STRICT INTEGRITY, WITH AN UNSWERVING

i 1
AMAHARA'S ONLY DOCTOR, GENAN RUSHES \ THENEVION 70 HIS MASTER S WILL.

TO HELP THE MINUTE HE HEARS OF A SICK
OR INJURED PERSON AND DOES HIS UTMOST
FOR HIS PATIENTS, EVEN IF THEY CAN'T

AFFORD TO PAY.
THESE THREE LOW-LIFE

MINIONS OF THE AOTO
GANG, NIHEI,
ICHIKICHI AND
- SANTA, ALWAYS ACT
AS A TEAM.

HANZAEMON SEEKS TO CONTROL AMAHARA BY
}) s+ FEAR AND VIOLENCE. A COLD-BLOODED, BRUTAL
MAN, HE RUNS THE ADTO GANG SINGLE-HANDEDLY
NOW THAT HIS PREDECESSORS ARE ALL DEAD.

W

KASUMI IS THE DAUGHTER OF THE LATE
B0OSS OF THE AOTO GANG.




WITH SWORD AT REST
LEFT ANALOG STICK WALK (PUSH GENTLY) 0R RUN (PUSH FIRMLY)
(You CAN ALSD USE THE DIRECTIONAL BUTTONS)
€3 BurTON Jume
L2 button R2 button 0 @surToN TALK
L1 button ; : R1 button . @surton PICK UP ITEM
; Kick
SONY ; o DrAW SWORD [ENTER BATTLE MODE)
directional - = CHANGE CAMERA'S POINT OF VIEW
buttons ' = RESET CAMERA POSITION
PAUSE/OPEN PaUSE MENU
SHORTCUT TO SWORD/ITEM SELECTION AND STATUS CHECK

left analog stick = :
(L3 button when pushed down) = dias
SELECT button : = E ~ BATTIE MOOE (WITH SWORD ORAWN)

ANALOG mode button S ‘ SHUFFLE/STEP (SHORT PUSH IN ANY DIRECTION)
START button — SET DIRECTION OF TECHNIQUE COMMAND

(You CAN ALSO USE THE DIRECTIONAL mmmsmemsssm
right analog stick

(R3 button when pushed down) A - Juwe
: : s VERTICAL SLASH

* MENU CONTROLS i
HORIZONTAL SLASH

- DRECTIONAL BUTTONS/LEFT ANALOG STICK SELECT OPTION : ‘. Kick
CONFIRM SELECTION ' A ; DEFEND/PARRY
CANCEL SELECTION L1 SHEATH SWORD (EXIT BATTLE MODE)

SHORTCUT TO SWORD/ITEM SELEch : 2 FREE RUN (HOLD DOWN DURING A FIGHT TO REMOVE
AND STATUS CHECK : ‘ : THE TARGET 50 YOU CAN MOVE FREELY)

SWITCH BETWEEN SWORD/ITEM { . RIGHT ANALOG STICK CHANGE CAMERA'S POINT OF VIEW (WHEN THERE IS
AND STATUS CHECK NO TARGET OR DURING A FREE RUN)

Zoom STATUS CHECK MAP IN/OUT " @ surTon RESET CAMERA POSITION
: > gurTon PAUSE/OPEN PAUSE MENU

= purton SHORTCUT TO SWORD/ITEM SELECTION
AND STATUS CHECK




ADJUST VARIOUS GAME SETTINGS. PRESS THE
piRecTIONAL BUTTONS £ /& T0 SELECT ITEMS
AND 4= /mp TO CHANGE SETTINGS.

¢ CAMERA MODE - TosGLE NORMAL
or REVERSE MODES.

¢ VIBRATE - TOGGLE THE CONTROLLER'S VIBRATION
FUNCTION ON/OFE

4 SUBTITLES — ToG6LE SUBTITLES ON/OFFE

4 BLOOD - ToGsLE BLOOD DISPLAY ON/OFE

4 SOUND - Toc6LE STEREO/MONO. SELECT TEST AND ADJUST THE VOLUME.
¢ SCREEN POSITION — CENTER THE GAME SCREEN ON YOUR TV.

SETTINGS

Use THE MENU CONTROLS ON PAGE B TO NAVIGATE
THROUGH MENU SCREENS.

THE FIRST TIME YOU PLAY THE GAME, YOU WILL CREATE A SYSTEM FILE ON THE MEMORY

CARD. FOLLOW THE ONSCREEN INSTRUCTIONS AND PRESS THE &9 BUTTON.

(FOR INFORMATION ABOUT MEMORY CARDS, SEE PAGE 3.) g
# SELECT YOUR PLAY DATA, THEN SELECT START AND YES. THE START MENU APPEARS, |
4 CopY DATA BY SELECTING THE PLAY DATA, COPY, AND THEN A LOCATION TO COPY TO.

DELETE DATA BY SELECTING THE PLAY DATA AND THEN SELECTING DELETE.

IMPORTANT! DATA ON GAME POINTS, SWORDS AND RECORDS IS SAVED IN SEPARATE SAVE
FILES (FILES 1, 2 & 3) AND CANNOT BE SHARED.

START = START A GAME AND SET THE DIFFICULTY

LEVEL. IF YOU SAVED AN UNFINISHED GAME

THE LAST TIME YOU PLAYED, YOU WILL START

FROM WHERE YOU LEFT OFF WITHOUT SETTING

THE DIFFICULTY, LEVEL.

IF you SELECT START FROM BEGINNING, THE

MAXIMUM HEALTH (HP) AND ENERGY (EP) LEVELS

ARE RESTORED. YOU START WITH YOUR HP

AT 1000/1000 AND YOUR EP AT 4/10.

RECORDS — VIEW PLAY DATA FROM PREVIOUS GAMES.
MAIN RECORDS — VIEW A VARIETY OF RECORDS. PICTURES OF DIFFERENT ENC
APPEAR IN THE ENDING COLUMN. IF THE ENDING IS THE SAME FOR TWO OR MORE
GAMES, THE NUMBER OF TIMES YOU CLEARED THAT ENDING WILL BE SHOWN.
TITLES - VIEW A LIST OF TITLES ACOUIRED.
SWORDS - VIEW A LIST OF SWORDS ACQUIRED.

ACCESSORIES ~ VIEW A LIST OF ACCESSORIES ACQUIRED.

CHARACTER SELECTION

4 COLOR BAR — ApJUST THE COLOR DISPLAY.
4 RESET - RESTORE THE DEFAULT VALUES.
& END — EXIT THE SETTINGS MENU,

4 NAME - SELECT THE LETTERS AND PRESS
THE €3 BUTTON TO ENTER THEM. PRESS
THE @ BUTTON TO DELETE A LETTER. PRESS
txe IEEH/IGEN BUTTONS TO MOVE THE CURSOR.
¢ HEAD — SELECT A HEAD FOR YOUR CHARACTER.
¢ CLOTHES — SELECT CLOTHES
FOR YOUR CHARACTER.
¢ SWORD — You CAN CARRY A TOTAL OF TWO SWORDS
FROM THE SWORD SAFE IN ADDITION TO YOUR STANDARD WEAPONRY.
(SEE pAGE 17.)
+ READY SWORDS — SWORDS YOU ARE CURRENTLY CARRYING.
+ SWORD SAFE — HOLDS THE SWORDS STORED IN YOUR PREVIOUS GAME
SeLECT CHANGE ORDER TO REARRANGE THE LIST.
¢ ITEMS — YouU CAN CARRY UP TO EIGHT ITEMS STORED IN YOUR ITEM BOX IN PREVIOUS
GAMES. SELECT THE ITEM BOX AND THEN SELECT THE ITEM TO EQUIR REVERSE
THE PROCEDURE TO RETURN AN ITEM TO THE BOX (SELECT THE ITEM AND THEN
SELECT THE ITEM BoX).
4 DONE — CLOSE THE SETTINGS MENU AND START THE GAME.

TO QUIT THE GAME AND RETURN TO
THE TITLE SCREEN, MOVE THE CLRSOR
TO THE BOTTOM OF THE AMAHARA
Map AND SELECT OUTSIDE
AMAHARA, IF YOU SAVE THE GAME AT
THIS TIME, YOU WILL START FROM THE
BEGINNING THE NEXT TIME YOU PLAY.
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IN THIS GAME, YOU TAKE ON THE ROLE OF A SAMURAI WHO SPENDS TEN DAYS IN AMAHARA,
WHERE THREE FORCES ARE COMPETING FOR POWER — THE MAGISTRATE'S OFFICE,
THE AOTO GANG Anp THE TOWNSPEOPLE.

- YOU ARE FREE TO FOLLOW WHATEVER COURSE OF ACTION YOU PLEASE. IT IS UP TO YOU

WHETHER YOU CHOOSE TO ALIGN YOURSELF WITH ONE OF THE FORCES OR TREAT THEM ALL
AS ENEMIES.

THE GAME ENDS AFTER YOUR FINAL DAY IN AMAHARA, BUT THE NATURE OF THAT ENDING
WILL BE DETERMINED BY THE ACTIONS YOU HAVE TAKEN. OF COURSE, YOUR CHOICE

OF ACTIONS MAY ALSO LEAD TO THE GAME ENDING BEFORE THE TEN DAYS ARE LR

YOU INCREASE THE POWER OF THE MAGISTRATE'S OFFICE, THE AOTO GANG
AND THE TOWNSPEOPLE BY COOPERATING WITH THEM, USING THEIR STORES,
AND OTHER SUCH ACTIONS.

WHEN THE TOWNSPEOPLE GROW MORE
POWERFUL, GOODS BECOME CHEAPER
AND INCREASE IN VARIETY.

BUT IF YOU REPEATEDLY ACT LIKE
A VILLAIN, FOR EXAMPLE, BY KILLI}
TOWNSPEOPLE OR REFUSING
TO PAY FOR GOODS, YOU MA)
YOURSELF BARRED FROM U

THEIR STORES.

Health Gauge (HP)
Energy Gauge (EP)

THE TIME FLOWER SHOWS THE TIME OF DAY. THE PETALS DROP OFF AS THE DAY ADVANCES.
A FLOWER WITH ALL FIVE PETALS INDICATES EARLY MORNING. FOUR PETALS INDICATE
MID-MORNING; THREE PETALS, AFTERNOON; TWO PETALS DESIGNATE EVENING AND,

WHEN ONLY ONE PETAL REMAINS, IT IS LATE NIGHT. WHEN THE NEXT DAY BEGINS,

ALL FIVE PETALS REAPPEAR.

TIME ADVANCES WHENEVER YOU MOVE. THE MORE YOU SEARCH AND FIGHT, THE QUICKER.
TIME PASSES. WHEN YOU STOP MOVING, TIME STANDS STILL. THE PETAL COLOR FADES
AS EACH OF THE DAY'S FIVE PHASES PASSES. .

THE BUD AT THE TOP RIGHT OF THE FLOWER GLOWS WHEN A PHASE IS NEARING ITS ENDL
IF YOU LEAVE THE MAP WHEN THE BUD IS GLOWING, THAT PHASE IS FINISHED. YOU MUST
COMPLETE THE JOBS YOU ARE REQUESTED TO DO IN VARIOUS LOCATIONS AND COLLECT Yo
REWARD BEFORE THE PHASE ENDS, OR YOU WILL HAVE FAILED IN YOUR TASK. < ;

YOUR HEALTH GAUGE IS NORMALLY GREEN. IT TURNS ORANGE WHEN YO USE AN ITEM THAT
ENHANCES ABILITY (& TIME LIMIT APPLIES). YOUR HP (HIT POINTS) COUNT IS DEPLETED
WHEN YOU ARE DEFEATED IN BATTLE. WHEN YOUR HP DROPS TO ZERO, THE GAME IS OVER

Your EP (ENERGY PQINTS) RESERVE IS USED UP AS TIME PASSES, AS SHOWN BY THE -
ENERGY GAUGE. WHEN YOUR EP DROPS TO ZERO, YOU PASS OUT FOR FIVE PHASES.
YoU CAN RESTORE BOTH HP AND EP BY RESTING AT HOME, STAYING AT AN INN

OR USING CERTAIN ITEMS.

THE ENEMY HEALTH GAUGE APPEARS DURING BATTLE TO MONITOR THE
ENEMY'S HEALTH. IT EMPTIES AS YOU ATTACK AND WEAKEN THE ENEMY.

~ IF YOU MANAGE TO COMPLETELY DRAIN THE GAUGE, THE ENEMY

WILL BE DEFEATED.




ORD QURABILITY

E!CH SWORD HAS A LEVEL OF DURABILITY. WHEN YOU STRIKE

WITH A SWORD, ITS DURABILITY GAUGE INCREASES. IF Y0

REACHES ZERD, THE SWORD BREAKS.

THE MORE YOU SUCCESSFULLY DEFEND AGAINST AN ogmneur‘km
THE HIGHER THE DURABILITY GAUGE RISES. HOWEVE!, IF YOU TRY TO DEFEND

§ ALL THE TIME BY PARRYING, YOUR SWORD IS LIKELY TO mK- You can HAVE

YOUR SWORD TEMPERED BY THE BLACKSMITH TO lucae.\ssrrs DURABILITY,
(See paGE 19.)

RESTING AT YOUR HOUSE IN OTSUKA-CHO WILL RESTORE YOUR EP AND HP THE D

TO WHICH THEY ARE RESTORED DEPENDS ON HOW LONG YOU REST — BUT THE LONGER
REST, THE MORE PHASES YOU MISS. A NAP COSTS YOU ONE PHASE; A DEEP SLEEP COSTS
FIVE PHASES (DNE WHOLE DAY).

TALK TO PEOPLE IN FRONT OF THE AMAKAZE INN OR OUTSIDE THE AOTO GANG'S
HEADQUARTERS OR THE MAGISTRATE'S OFFICE. THEY WILL GIVE YOU JOBS TO DO. You
MIGHT ALSO BE ASKED TO DO A JOB BY OTHER PEOPLE IN TOWN. IF BEFORE THE NEXT
PHASE STARTS, YOU ACCEPT A JOB, COMPLETE IT (WITH THE HELP OF HINTS) AND RETURN
TO THE PERSON WHO GAVE YOU THE JOB, YOU WILL BE PAID. WHEN YOU EITHER SUCCEED
DR FAIL IN A JOB, THE GAME ADVANCES TO THE NEXT PHASE.

THERE ARE THREE CATEGORIES OF ITEM. CONSUMABLE ITEMS, SUCH AS RICE BALLS,
RAISE DR RESTORE VARIOUS PARAMETERS. YoU USE SPECIAL ITEMS TO PERFORM
AND OTHER TASKS. YOU CAN WEAR DECORATIVE ITEMS, BUT ONLY ONE AT A TIME.
CAN BUY ITEMS AT A STORE, AND SOMETIMES FIND THEM BY SMASHING OPEN A BOX OR
OR DEFEATING AN ENEMY.

WHEN YOUR SWORD IS SHEATHED, YOU CAN PICK UP ITEMS OR SWORDS BY PRESSING

" 7He @ BUTTON. YOU CAN ALSO PICK UP AN ITEM OR SWORD BY KICKING IT. TO DO THIS,
- PRESS THE + @ BuTTONS.

SWORD SELECTION

SIWORO QUALITY

PAUSE MENV

PRESS THE P BUTTON DURING A GAME TO DISPLAY THE PAUSE MENU. THE ITEMS
AVAILABLE IN THE MENU DEPEND ON WHETHER YOU PAUSED FROM THE GAME SCREEN

OR FROM THE AMAHARA MAR

NOTE: Press THE B BUTTON DURING PLAY TO SHORTCUT TO THE SWORD/ITEM
SELECTION AND STATUS CHECK SCREENS. PResS THE IEIN/IGEM BUTTONS TO SWITCH
BETWEEN SCREENS.

PeESS THE DIRECTIONAL BUTTONS £ /& T0 SELECT A SWORD AND PRESS
THE €3 BUTTON TO DISPLAY THE SWORD MENU WITH THE FOLLOWING OPTIONS:
¢ EQUIP — EquiP YOURSELF WITH THE SWORD.
4 DROP — DROP THE SWORD IN YOUR PRESENT LOCATION.

4 CHECK MOVES — DispLAY THE TECHNIQUES AND COMMANDS YOU'VE LEARNED
WITH THAT SWORD. (SEE pace 18.)

SWORD QUALITY INDICATES THE WORKMANSHIP OF A SWORD AND IS EXPRESSED
AS A FRACTION.

¢ TOP NUMBER — INDICATES THE CURRENT QUALITY OF THE SWORD.
THE HIGHER THE VALUE, THE MORE EFFECTIVE THE UPGRADING HAS BEEN. =
A WEAPON LIPGRADE INCREASES THE QUALITY OF THE ITEM BY ONE LEVEL. IS
(SEE PaGE 19.) ; -
¢ BOTTOM NUMBER — INDICATES THE SWORD'S POTENTIAL QUALITY.
THIS IS THE LIMIT TO WHICH THE SWORD CAN BE SAFELY FORGED BY THE
BLACKSMITH DURING UPGRADING. THE HIGHER THE FIGURE, THE GREATER | &
THE LEVEL TO WHICH THE SWORD CAN BE UPGRADED. THIS VALUE IS :
FIXED AT THE LEVEL SHOWN WHEN YOU ACQUIRE THE SWORD.




PRESS THE . BUTTON FROM THE AMAHARA
MAP SCREEN TO ENTER THE SWORD SAFE
SCREEN. HERE YOU CAN STORE SWORDS AND
ITEMS IN THE SWORD SAFE AND THE ITEM BOX.
SWORDS AND ITEMS STORED HERE CAN BE
RETRIEVED AND RETURNED AT WILL, AND WILL BE
AVAILABLE TO YOU THE NEXT TIME YOU PLAY.

SWORD SAFE
¢ EQUIP SWORDS — THE SWORDS YOU ARE
CURRENTLY CARRYING AROUND WITH YOU. TO STORE A SWORD IN THE SWORD SAFE,
SELECT IT AND THEN SELECT PUT IN SAFE.
RSP OIRITGA0 = ITEAS TRAT YOU WEAR. : ¢ SWORD SAFE — SELECT A PAGE AND THEN SELECT A SWORD. YOU CAN NOW CHOOSE
ITEM COMMANDS FROM READY, DROP or CHECK MOVES. IN CERTAIN CONDITIONS, YOU CAN ALSO
# USE — Use A CONSUMABLE ITEM. EXPAND THE SWORD SAFE AND INCREASE THE NUMBER OF SWORDS THAT IT CAN HOLD,
¢ EQUIP — WEAR A DECORATIVE ITEM. : | ] SeLecT CHANGE ORDER T0 LIST THE SWORDS BY DIFFERENT CRITERIA.

¢ REMOVE - REMOVE A DECORATIVE ITEM. 3 ITEM BOX

# CHANGE ORDER — CHANGE THE ORDER OF THE ITEMS. SELECT THE ITEM " § ITEM — To PUT AN ITEM YOU ARE CARRYING INTO THE ITEM BOX, SELECT IT AND THEN
TO BE MOVED AND THEN THE POSITION YOU WANT TO MOVE IT TO. i SELECT PUT INTO ITEM BOX. THE ITEM WILL BE PLACED IN A SPECIFIC LOCATION
WITHIN THE BOX. (IF THE LIST LOOKS EMPTY, TRY MOVING UP AND DOWN THE LIST WITH
THE DIRECTIONAL BUTTONS.)

¢ ITEM BOX = SELECT AN ITEM IN THE ITEM Box AND SELECT TAKE OUT T0 ADD IT
TO THE ITEMS YOU'RE CARRYING,

PRESS THE DIRECTIONAL BUTTONS b /msp-
T0 SELECT AN ITEM catEcory Ao 7 &
TO SELECT THE ITEM WITHIN THE
CATEGORY. WHEN YOU SELECT AN ITEM,

AN ITEM COMMAND MENU APPEARS. SELECT

THE COMMAND YOU WANT.

ITEM CATEGORIES
¢ CONSUMABLE ITEMS — ITEMS THAT RUN OUT AFTER ONE USE.

# SPECIAL ITEMS — ITEMS USED FOR JOB REQUESTS, ETC.

ITEM SELECTION
SWORD SAFE SCREEN

¢ DROP - Drop A CONSUMABLE ITEM AT YOUR PRESENT LOCATION. YOU CANNOT
DROP SPECIAL OR DECORATIVE ITEMS.

USE THIS SCREEN TO CHECK ON YOUR CURRENT STATUS
AND MAP. HINTS ON HOW TO PROCEED AND OTHER SUCH
MESSAGES ARE DISPLAYED IN THE MESSAGE WINDOW.
IF YOU'VE LOST TRACK OF YOUR OBJECTIVES, IT'S :
A GOOD IDEA TO REVIEW YOUR SITUATION HERE. ; i USE IT TO SAVE YOUR PROGRESS UP TO THE CURRENT POINT. AFTER SAVING, YOU CAN
MAP CHOOSE TO CONTINUE THE GAME OR RETURN TO THE TITLE SCREEN. :

USE THE DIRECTIONAL BUTTONS TO SCROLL AND PRESS
THe IDEN/IEEN BUTTONS TO ZOOM IN/OUT.
ARROW — SHOWS YOUR POSITION AND THE DIRECTION YOU ARE TRAVELING.
ORANGE MARK — TOWNSPEOPLE.
GREEN MARK — THE MAGISTRATE'S MEN.
BROWN MARK - AOTO GANG MEMBERS.

BLUE MARK — BUILDINGS YOU CAN ENTER. (SOME BUILDINGS CAN ONLY BE ENTERED
AT CERTAIN TIMES.)

§ GREY MARK = BUILDINGS YOU CANNOT ENTER, WALLS AND OTHER OBSTACLES.
¢ RED MARK — LOCATIONS LEADING OUT OF TOWN.

§ SETTINGS — ADJUST VARIOUS GAME SETTINGS. (SEE PAGE 11.)

STATUS CHECK




FIGHTING TECHNIQUE

BLACKSMITH

COMBAT

You WILL USE YOUR FIGHTING SKILLS

WHEN YOU OPPOSE THE MAGISTRATES

OFFICE OR THE ADTO GANG OR WHEN YOU
ATTACK ARMED CHARACTERS IN THE TOWN.

YOU CAN USE FIGHTING TECHNIQUES AS THEY COME
TO YOU DURING A FIGHT. CHECK OUT YOUR NEW

 TECHNIQUES USING THE CHECK MOVES COMMAND

UNDER SWORD SELECTION IN THE PAUSE MENLU.

AN ARROW POINTING 4% MEANS THAT YOU SHOULD USE YOUR DIRECTIONAL BUTTONS

TO MOVE TOWARD THE OPPONENT. AN ARROW POINTING ™ TELLS YOU TO BACK AWAY ‘ YOUR SWORD ENH
FROM THE OPPONENT. 3 AND YOU CAN HAV|

1l -
LEARN MORE ABOUT FIGHTING BY VISITING THE D0JO IN SHIKANO-CHO. = THE SWORD TO IT:

CHECK YOUR MOVES ON THE TECHNIQUE SCREEN. THE NAMES OF THE TECHNIQUES APPEAR For EXAMPLE, A 5\”’“:“9
EITHER IN WHITE 0R BLUE. QUALITY RAISED FIVE MORE '

W TO RAISE A SWORD'S. uum
¢ WHITE - No SPECIAL FEATURES. THESE ARE THE NAMES OF TECHNIQUES YOU WE - THE ATTACK e i

LEARNED. VERSA, You
BLUE — THE MOVES THAT COME LATER ON IN THESE TECHNIQUES CAN BE CANCELED

BY EXECUTING A JUMR STER ATTACK OR OTHER ACTION.

THIS DOESN'T MEAN THAT ANY ACTION WILL CANCEL THE MOVE IF THE TECHNIOUE IS

IN BLUE. EACH TECHNIQUE 1S CANCELED BY A SPECIFIC ACTION. FOR EXAMPLE, ONE

TECHNIQUE MAY BE CANCELED ONLY BY JUMPING, WHILE ANOTHER MAY BE CANCELED

BY A STEP AND ATTACK. L

A YELLOW FRAME AROUND A TECHNIQUE MEANS THAT IT CAN BE UPGRADED BASED UPON ITS
INTO ANOTHER TECHNIQUE. Yok S By

THAT HAVE BEEN

AT THE SHIKAND-CHO D0J0. YOU CAN ALSO PIT YOURSELF AGAINST A GRAND.
SWORDMASTER. IT'S A GOOD IDEA TO GO HERE AND GET SOME PRACTICE IN FIRST.

YOU CAN VISIT THE BLACKSMITH IN NUMATA=CHO TO HAVE WEAPONS FORGED AND GET
THEIR TITLES APPRAISED. YOU HAVE TO BE TRUSTED BY THE TOWNSPEOPLE IN ORDER 4
TO USE THE BLACKSMITHS. SELECT WHAT YOU WANT TO HAVE DONE, AND THEN SELECT 4
THE SWORD. o

EAPON:

ACK STRENGTH OR DEFENSE STRENGTH
ILL BE RAISED BY ONE LEVEL EACH TIME,
ED AS MANY TIMES AS IT TAKES TO RAISE

T!#g..u y
RISTIC OF 3/8 CAN HAVE ITS
T0 LEVEL 8). IF YOU ATTEMPT
ORD MAY BREAK. INCREASING
ASE ITS DEFENSE STRENGTH, AND VK:E
PROCESS FAILS.

L BE APPRAISED

WEAPONS




r

MAIN STORES

STORES

THERE ARE TWO KINDS OF STORES — THOSE WHERE YOU CAN BUY ITEMS
AND THOSE WHERE YOU CAN'T, WHEN THE TOWNSPEOPLE GROW IN POWER,
THE STORES WHERE YOU CAN BUY ITEMS HAVE MORE GOODS FOR SALE. YoU CAN.
ENTER STORES WITH SIGNBOARDS OUTSIDE (SOME STORES DON'T HAVE SIGNBOARDS).
IF YOU HAVE A LOW LEVEL OF TRUST AMONG THE TOWNSPEOPLE, YOU WILL NOT BE ABLE
TO USE THE STORES. IN THAT CASE, YOU HAD BETTER RESTORE SOME OF YOUR TRUST
BY DOING A JOB FOR A MERCHANT IN AMAKAZE.

4

STORES WHERE YOU CAN BUY ITEMS
§ TEXTILES — AMAKAZE-OHO

¢ GENERAL STORE — AMAKAZE-OHO

¢ JEWELRY STORE — AMAKAZE-0HO, OTSUKA-CHO, AMAHARA SHRINE

§ FRUIT & VEGETABLE STAND — NUMATA-CHO, OTSUKA-CHO

¢ FANCY GOODS STORE — AMAKAZE-OHO, AMAHARA SHRINE, OTSUKA-CHO
¢ LIQUOR STORE/PHARMACY — OTSUKA-CHO

FACILITIES YOU CAN USE

4 INN - Resmnss HP anp EP

¢ BATH HDUSE RESTORES EP

(] AMAKA;E INN. ~ INCREASES/DECREASES HP AND EP
[ EESTAUI!ANT RESTORES HP

4 PUB 5ES/DECREASES HP AND EP

¢ TEA Houtg. RESTORES HP

A GAME ENDS EITHER WHEN YOU CLEAR a GAME, wuel you _ﬁﬁﬁ&‘n you
AMAHARA FROM THE AMAHARA'MAR
WHEN YOU SAVE THE GAME IN ANY OF THESE SITUATIONS, YOUR smvs AC

AND YOU START FROM THE BEGINNING THE NEXT TIME YOU PLAY. Nﬁm YOU SAVE T
IN THE CASE OF GAME OVER, YOU LOSE THE SWORDS AND ITEHTOA_} WERE CARRYING.

THE SAMURAI RATING DISPLAY CONSISTS OF ‘smn‘s 1 CONTAINS GENEEAL
INFORMATION AND SCREEN 2 CONTAINS DETAILS GFW CURRENT GAME.

AS YOUR TOTAL SCORE INCREASES, VARIOUS ELEMENTS ARE ADDED TO YOUR CHARACTER

OPTIONS, AND A MESSAGE TO THAT EFFECT APPEARS IN THE MESSAGE WINDOW.

FIGHTING SkILLS

VERTICAL/HORI ZONTAL S5LASH
@ oe @ gurTON

A SWORD ATTACK CONSISTS OF EITHER A VERTICAL SLASH (@ BuTTON)

OR A HORIZONTAL SLASH () BUTTON). YOU CAN JUDGE WHICH WAY THE SWORD IS
BEING HANDLED FROM THE COLOR OF THE AFTERIMAGE LEFT BY THE SWORD.
JUDGING SWORDSMANSHIP CORRECTLY 1S A VITAL ELEMENT IN PARRYING YOUR
OPPONENT'S ATTACK.

QEFEND

BUTTON

Use THE BUTTON TO DEFEND AGAINST AN OPPONENT'S ATTACK. YOU CAN
ALSO MOVE STRAIGHT INTO A PARRY OR THROW FROM A DEFENSE. BUT WATCH oUT
— YOU CANNOT DEFEND AGAINST SOME ATTACKS.

SPECIAL MOVES

DIRECTIONAL BUTTONS (PRESS BRIEFLY)

IF YOU PRESS A DIRECTIONAL BUTTON BRIEFLY WHEN YOU DRAW YOUR SWORD,
YOU WILL TAKE A STEP IN THAT DIRECTION. YOU CAN ALSO STEP TO THE LEFT
OR RIGHT TO AVOID A VERTICAL ATTACK AND THEN SEIZE THE OPPORTUNITY

TO STRIKE.

PARRY
BUTTON + 4 /mp

WHEN YOU DEFEND AGAINST AN ATTACK, YOU CAN PARRY YOUR OPPONENT'S ATTACK
AND THROW HIM OFF BALANCE. USING THE DIRECTIONAL BUTTONS, MOVE

TOWARD HIM WHEN HE HAS ATTACKED WITH A VERTICAL SLASH AND

AWAY FROM HIM WHEN HE HAS ATTACKED WITH A HORIZONTAL SLASH.

PeessING THE @ or (W) BUTTON IMMEDIATELY AFTER PARRYING

THE ATTACK ALSD ALLOWS YOU TO COUNTER

WITH A PARRYING ATTACK.

WHEN YOU ATTACK THE ENEMY AFTER KNOCKING HIM
OFF BALANCE, YOU CAN KILL HIM WITH A SINGLE
BLOW NO MATTER HOW MUCH HP HE HAS LEFT.




@ BUTTON WHILE DEFENDING TO EXECUTE A KICK. ALTHOUGH
¥ cnusss LmrrEo mMGE ‘rm-:ne 15 NO DEFENSE AGAmsf 7

LIKE KICKING, CANNOT BE DEFENDED AGAINST. BLOW Tecmauss ‘
" IN THE TECHNIQUES LIST WITH THE OKUSH SYMBOL. o

THROW
+ @ surton

. PreSS THE @) BUTTON WHILE DEFENDING TO LAUNCH A THROW ATTACK.
IF ANOTHER ENEMY IS FARTHER AWAY IN THE PATH OF THE THROW,

 THAT ENEMY WILL ALS0 BE TAKEN.QUT. THROWING TECHNIQUES ARE MARKED
N THE TECHNIQUES LIST wm-i THE m.ow SYMBOL.

OGFENSE DREMGR
/= B @surron

: You CAN BREAK THROUGH YOUR mgmrjs

_ THE DIRECTIONAL | ATTACK BUTTON. SOME
_WEAPONS ONLY ALLOW | USED EITHER VERTICALLY

‘ﬂ HORIZONTALLY, 50 CHECK FIRST IN 'mE TECHNI LIST. DEFENSE BREAKERS

m MARKED IN THE fecmm usrmrn rﬂeimli SYMBOL.

[NSTANT kILL

] ‘k or (® BUTTON WHEN THE wouem‘ Is OFF-BALANCE

HEN YOU ATTACK AN ENEMY WHO HAS BEEN KNGCKED‘W BALANCE BY A PARRY
R A DEFENSE BREAKER, YOU CAN KILL HIM WITH A SiNGLE BLOW REGARDLESS
F HOW MUCH HP HE HAS. CSDME ENEMIES WILL NOT BE KILLED BY A SINGLE

; YOU MUST CONTINUE TO ATTACK TO DEFEAT THEM.)

NSE BY PRESSING

TAKE YOUR GAME FURTHE R JIIET [T INTHAN

WAY OF THE

SAMURAI

AKE YOuR GAME FURTHER [T

with the Official
Strategy Guide from
BradyGames!

® Comprehensive Walkthrough
for Each Possible Story Path.

® Detailed Area Maps Pinpoint
Enemy and Item Locations.

® Expert Fighting Techniques.

* Tips for Collecting All Swords
and Items in the Game.

* Game Secrets and More
Revealed!

To purchase BradyGames' Way of the Samurai 2 Official
Strategy Guide, visit your local electronics, book, or software
retailer. Also available online at bradygames.com.

ISBN: 0-7440-0371-7
UPC: 7-52073-00371-5

ACQUIRE
(ARCO MY
mlmmmAMgg

PRICE: $14.99 US [ $21.99 CAN XE YOUR GAME FURTH
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