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. WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER =

- ENTERTAINMENT SYSTEM.

| Avery small percentage of individuals may experience epileptic seizures whep
exposed to certain light patterns or flashing lights. Exposure to certain patterng

~ 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,

h 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.

§
]
?
E USE OF UNAUTHORIZED PRODUCT:

k‘ The use of software or peripherals not authorized by Sony Computer Entertainment
L America may damage your console and/or invalidate your warranty. Only official or
E 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.

* 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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5 MEMORY CARD slot 1
~—— MEMORY CARD slot2

. ——— disc tray
RESET button

— (OPEN) button

USB connector
$400 i.LINK connector
controller port 1
—— controller port 2

Set up your PlayStation®z2 computer entertainment system according to the instructions in
its Instruction Manual. Make sure the MAIN POWER switch (located on the back of the
console is tured ON. Press the RESET button. When the power indicacor lights up, press
the OPEN button and the display will open. Place the [Culdcept] disc on the disc tray with
the label side facing up. Press the OPEN button again and the disc tray will close. Attach
game controllers and other peripherals, as appropriate. Follow on-screen instructions and
refer to this manual for information on using the software.

Memory Card [8MB|(for PlayStation®a)

To save game settings and progress, insert a memory card (8MB]{for PlayStation®z2] inco
MEMORY CARD slot 1 of your PlayStation®2 system. You can load saved game data
from the same memory card or any memory card [§MB|for PlayStation®z] contaiming
previously saved games,

DUALSHOCK®2 ANALOG CONTROLLER CONFIGURATIONS

L2 button ————

Eehitton s ———|

directional
button

left analog stick
(L3 button when pushed down]

SELECT button —

ANALOG mode button

START button

right analog stick
(R3 button when pushed down)

R2 button
= —RA.Duon

A button

—— O hutton

X button
[] button




= Moving a dice mode

When the diceis rolled, the character moves thac
number on the board. Press 1’ key i spell-selection
mode to switch to the dice mode. The dice at the
center of the screen will roll automatically. Press the
€3 button to stop the dice.

A dice

|
\

\

|

- Spell selection mode = = "
' The mode to use spell card (see p. 15
‘ *Status panel (see p. 5]

| Display plaver’s current status

* Mode imstruction panel
|
|
:
\

Status panel

Muode instruction panel

Display current mode

* Card instruction panel {see p. 5/
Display information about the card
that a cursor points to

*Cards in your hand
Displays the cards you're holding. The
highlighted cards are the available spell
cards thac can be played ac that cime.

Card instruction panel

Deal panel

Command selection mode ee—ae—
The mode is able te perform each

| ‘command except territory command,
[p. 21-33)

Command
selection panel

How to operate a controller.:

? . . o . . _—

directional button ' ‘ — Sv h mode

directional button 4 msp__ Spellcardand =
s

. command

biitton — Chodse acard and command

utton — View cards
butt \

ceon — Pil. W maj
butt V p

EEB bucon— Display of 1nf0m1.1r|nn

SELECT button — HL!P

2 }

' (reature symbol

Status Panel mode
Cepter name — Name of player’s character.

CPLET TIAME  eo— .
Cepter color — Player character’s logo color. There are four

(Ceprer coloT  m— colors available: red, blue, vellow and green.

Total magic ranking —J

When Total magic reaches
wrqec value, it will blink!,

Total magic ranking — Display ranking of the Total magic.
The frame’s color will match the Cepter’s color.

?\/\agic — The magic that is currently available.

Total magic — Total value of magic; territory and symbal.
Checkpoint indicator — Shows which forts (checkpoint)
have be passed on the current lap. N stands for North Fort, E
stands for East Fort, W stands for West Fort and 5 stands for
South Fore: Forts that have been passed will change to white in
the Checkpoine indicator section.

wagic

Toral magic

 heck maker

L :‘1nd

— Representation of the
creature occupying the land square.

L.and attribute — Color of the land square
indicates the land ateribute (see p. 20]

Creature symbol  s—

Land ateribute

Owmer’s frame

Owner’s frame — The frame color matches the
accupying Cepter’s symbol color. The frame is

thicker as the land’s level is increased.

Toll/HP/MHP/ST — Push the button to

di-play the toll for chac land square and the
osc-upying creature’s HETMHP and ST stats,

Tol/HPtMHP/ST

(ard instruction panel

( ard rareness — The symbol shows the degree of
rareness of the selected card.

Card type — There are three types of cards: creature,
[l or item [see p. 14).

“Crentore Card =~
Gigantherium
Creature
7 50 8 60(H BD)

: G soh@

Ateribute — The creature’s Actribute (see p. i)

- A type is displayed on item/spell card [see p. 15]
Conditions for magic use — This indicates the
m \gic required to use the card. Depending on the card,
se conditions may include the number of the

itory’s attribute or that you need to sacrifice a card.

Item Limit (9

I

e

If the territory where
the battle took place
has G effects, HP -20
during battle.

e Striking power of a creatare. At the time of
buetle, the creature that!s hit has its HP reduced by
this number,

HP — Current creature’s health power. When this
drops to zero, the creature is destroyed.

MHP — The maximum HP value that the creature
would have when it’s healchy.

Arrangement restriction — Indicates chat the land
siyuare can't be occupied by the summoned creatdre.

ltem restriction — Indicates tha the selected item
can't be used in battle.

Card ability — Describes the special abilicy for the
selected creature.
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P2acele will begin when vou land on a square already held by another Cepter, or when an opposing Cepter
|-nds on a square you occupy and chooses to fight for the spot, Press ¥ to view information on the battle.

Summon a creature, press ¥ key once, To access the command A : ~
: |'ress ® tochange the mode so you can view information on the enemy creature and Cepter.

list, press the & key twice to switch inco that mode.

[ and information

* Shows unoccupied land squares.

+ Land information panel

* Detailed information aboue the land that che
creature occupies.

Deal mformation

Nsplay information of deal card C .lrd instruction
anel [see p. 5

Property owner — Mame of Cepter whose creature Card instruction panel

occupies the land,

Value — How much Total magic the particular
I"l'l'ld ﬂdd.ﬁ.

Toll —The amount of magic that is paid when a Ceprer
lands on a square occupied by another’s creature—either
after losing a challenge to the occupying creature or
deciding not to fight.

b=—ie |tem selection

The screen to select an item to use in battle

L ) B et P !_’mlrr[e, mfol'nmnor.} panel =+ 4
evel —The level of the selected land square. v 08 Sipeertiland St 400 0 O Display information of a creature that is going

. to battle

| and information panel

Card instruction panel

Support/geclogical effect panel

Eﬁect — |f a curse has been placed on that square, B  ruie Tetal dap
information about that effect is shown (see p: 26). |
Card instruction panel (see p. 5/,

Support/land effect panel (see p:20-21).

Capability value — Value of creacure’s ST and HP
Supporrf[and — Support from land-type effect that a
creacure rEEBi\'L’..‘)

Total — total of capabilicy value and

=~ Creature selection supertlland effect

yULI are db[C to ChOOSE ﬂT'ld summaon a creature rTO'I'IT the

- : : Deal
available cards. Creatures that can be used are Deal panel g =5
s : ] ; : - . t " The cards that yvou are able to use in a battle are
highlighted. Card instruction panel [see p. 5| Barrle information panel  s— highlighted. Press e} @, @_- @, or IEER

buteon to use a particular card. In case you don't use a
card, press the START button.

Creature/Cepter information s=—see.
Cards in the player’s hand Display capabilicy of battling creature and Offertsesitle

Cepter’s current condition i
Card instruction panel {see p. 5/ Defense side
Status panel [see p. s/

Card instruction pane] s

Command selection == E
You are able to select each command. Command [see p. 22-23)

[ -
¥ How tooperate a controller.:

directional button ' ‘ witch mode

directional huuon == _ |cemcard a«.le-:tmnl \

b= - o
: SR o button — g ;

o @ button — Choose a card and command Command mstruction panel i ¢ hoo rd; start battle

\\ _T‘\I\T burrou—

directional button = Croag

smimand selection

Lbutton — cards

s CO'IH'I'I)‘TI'ld p:'l'I)C[ =
BLiton — wmap

_m button — Display of

LECT button — H
—

N e lil st dlbaiieai il Lol sl il L




By using “Setting,” you are able'te change music and sound sectings, the
message display speed and the controller vibration fumction

¢ How to use Setting —see—iam—
| Select “Secting” from the command screen in a game
[only the settings colored vellow are available/

b Select "Setting” from Maintenance screen [see p. 27/
[All settings are available)

Sound

Select sound play mode to either stereo or mono

I BMG

& Toggle background music on or off

Message speed

Select message display speed from ome of five levels

Vibration

Toagle controller vibration function on or off

System sound
Toagle the system sounds on or off

Exit setting
Close “Setring” menu and recurn to
“Select Command” screen

& 247

There aré twio kinds of data to be saved to a memary card (8MB](for PlayStation®3): One is a Cepter data,
which saves the status of Story made gameplay, and the other is book, rule and Al character data thatis
exported. The exported data can be imported for use in a Culdcept game played on a friend’s PlayStation®z.

* Please refer to p. 30-31 for information on the import/export of external daca
* A memory card with ac least 62KB of free space is required in order to save Cepter data.

=~ Save Cepter data
Saves the current status of Story mode.
Choose the Cepter you would like to save in Versus
mode and select “Save” in the “Maintenance” mentt.

7 This symbaol means “data has been

updated and needs to be saved.” Before
turning off the PlayStation 2, make sure
to save the Cepter and game data.

art gallery collec
¥ book/Al ¢

* [n Story mode, vou are able to roll a dice
or use the “Suspend” command from the
“Select Command” screen before you use a
spell {see p. 23). Upon using the “Suspend”
command, you are able to save the progress
of the game to a memory card
[8MB][for PlayScation®z] and end the game.

To resume a game, select “Load” from the
main menu, and choose the memory card the
game is saved upon. Select “Story, and then
“Ceontinue from suspended data” to start
where you left off. [When you resume froma
suspended game, game-analysis information or save replay data are not available for display, nor
are medal acquisitions and battle records.|

~If you select “Contimue’” after you suspend a game, you'll lose the data from the suspended
game, and the game will start from world map.

When vou start the PlayStation 2 and msert the disk
correcthy a title screen will be displaved after an opening
movie. You are able to select following modes by pushing
START button on the title screen:

New user ]
Select to play “Start” to begin a new game in Story mode (see p. ro-11],

Load

Select to resume Story mode from previously saved Cepter data.

Versus

Select to play the board game with up to four players. Computer-cantrolled characters can also be used,
as well as solo play.

Replay

Select to save a game for replay at a later time or to replay a previously stored game.

Manual

Read the on-dise manual for information on various aspects of the game.




1 A Cepteris a person-with the 5pe:cm[ ability to =
draw power from cards. Iri the course of moving

i around the board in a game, the winner will be the

i Cepter who can raise their Total magie (magic -+
value of territory + value of symbel| to the target
value, then return to the castle first.

{

Thﬂ 'I'lLITnh'BF Of new I:erS []‘Jﬂ[ wou I'ECE'i\."E 'i.‘x
determined by vour ranking at the end of a game. In
i_ a Story mode game, when yvou win, you have
cleared that map and can move on to the next one.

Helpful hints for raising “Total magic” in order to win a game
= Lap bonus

|

- When you pass all of the forts (checkpoint] and return to the castle (starting point), vou will be rewarded
| with bonus magic for each lap you've completed. The value of the Lap bonus changes with the number of
territories or-symbols vou've acquired during the game.

* Fort bonus

[* The first time you pass a fort [checkpoint], you will receive magic as a Fort bonus.

* Obtaining territory

~ Your magic will be raised by placing a creature to occupy a land square, which adds it to your territory

- holdinas.

= Obtaining toll

- Magic changes hands in the form of a toll when an opponent Cepter lands on your territory and loses the
creature battle or chooses net to fight.

HON 70 ZLIY
JS7 apf//woﬁg

-
-
The 5tory modc o;rucs you the opportunity to playing a solo game through the vast worlds of Culdeept,

't

|
E
L
i
'g

will be a mission to defeat Jeminai and foil his plan for domination of the universe. Here's how to play:

m Registration of the Cepter

» New game

|

I Select “Start” from title screen, then select a new character

i and input a name (12 characters maximum|,

| If you choose, you can save your Cepter to a memory card [8MB]
[for PlayStation®1) for safekeeping. Then select “Story® from the menu,
then “From beginning” for the new game to start,

Select “Load” from title screen. Select a memory card (8MB] o
|for PlayStation®2] that holds your save-game data, then choose a

character, select “Story™ and then “Continue” to begin. Once your saved
game loads up, cthe map screen is displayed and you are able to begin from
the last stage vou completed. If you select “Clontinue from suspended daca,”
you are-able to resume a game from the point where you stopped.

f
i
)
I * Resume play
1
!
1

? & Book E'.dlt

4. \When you push the @ button from the map screen, a menu of options

meeting others and facing off agamst other Cepters for power. Through the guidance of Gorigan, your journey

- aedisplayed. Choose “Edic Book” to clear the map and open a book.
Select the book which you would [ike to edit and choose “Edit,” which
brings up the contents of the book to be altered. {see p. 27]

« What is a book?

The bool is a set of 5o cards. In the beginning, yvou play with a prepared
ook, When you clear a map and get a card, you are able to edit the boole
This gnables you to tailor the book to your combat style and preferences.

I‘E Settings for a game

rom the Maintenance menu, you can pick “Settings” to change the

.ound output, message output and controller vibration. [see p. 8}

€ ® Starting a game

rom the map screen, select in which location you want to start playing
ond hit the button to move the character to the location. Once there,
it the €3 buteon again and selece “Enter here” o start the game.

Push @ button to zoom out.
If vou hold ®) buccon while the character is moving, the character
10VES F._\_‘.Lur.
I \Map completion

The first Cepter who retumns to the castle with more than the amount of
“Total magic designated for the map will be the winner. After the match
is completed, a detailed analysis of the battle shows the distribution of

Total magic, the Total magic for each pi.‘lyl:r at the end, tolls paid and
pumber of battle between Cepters, After viewing the analysis screen,
vou'll retum to the map screen so you can pick another location at which
ra continue vour quest. [f vou didn’t beat the Cepter, you can select that
|acation to start the challenge again.

+ About Replay mode
“he Replay oprion gives vou the ability to save a game from beginning to end on a memory card
MBI (for PlayStation®a2!, Keep a record of impressive game wins, which can then be used to analyze
vame strategy or show off to others!

— S
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£ —Subtitles [toggle on or off|
L —Capture card

- How o vty
Ve Move

. create a new one to participate in the match, Bring an existing book or edit it for a customized strategy.

@ Registration of attending Cepter

Select “Versus” from title screen and select the Ceprers who
will compete. When you select “Participate,” 2 menu

is displayed:
Load — Use Cepter data that is saved on a memory
card (8M B[ for PlayStation®a),
Mew — Create a new character.
Story Character — Calls up characrers that appear in the story.

Al character: Calls up computer-controlled characters {see p. 2g).

8 Rule setting

The rules ro be used in the Versus mode can be altered to your preferences.
By selecting #Ser Rules,” you are able to set the kind and number of cards
that are in the players’ books. You are also able to load a rule set that you
previously created. After loading the desired rule set, select “View Rules”

' and verify the contents. o

~It is possible to start a mateh without selecting different rules.

" Map selection

Oince you have the players selected for the match, click on “Bactle,” and
/ " e L

vou'll go to the “Map selection” screen. The maps that vou are able to

select are based on how much of Story mode has been completed with that

Cepter and through the acquisition of medals.

® Setting game conditions

After picking the map, you can edit the game options, such as the Toal
magic goal, length of game and whether sudden deach is on or off |see p. 24-
25). Pash the START butcon after setting the options to confirm the
selections and move to the next step.

-t

Game conditions which is possible to set
—Magic Goal
—Pered [number of rounds)
—BGM (background music)
—Time limit

—Land mode
—5Sudden Death (toggle on or off!

Book selection

After options are selected and accepted, each Cepter can choose which bool will be used for the match.
When all players are satisfied with their choices, push the €8 butron and the match will seart.
*What is an observer!

Though the rules and maps that can be used in the match vary according to how far the player has
progressed in the game (amount of Story mode completed and medals acquisition|, players can chaose to
utilize an “observer.” An observer is another player who has made progress further into the game, and

necessarily a participant in the Versus match. For example; if the Ceprers playing in a Versus mateh have
- only gone as far as completing the fourth stage in Story mode, but another player has successfully battled

\ select other maps and rules.

-

In Versus mode, vou are able to battle against up to four other players, You can select an existing character of

loading an ohserver uses that person’s progress to open up new maps and rules for others to use, though isnt

through the first eight stages, that person can be used as an Observer to enable the Versus combatants to
wi

There are three kinds of
c;n'd.-s use,d i“ CLF]C[CEPE.
Each card type is
designated by the design of
Ll'l(‘.'. b(}rdar "\TOLI"‘Jd thL’. card
as well as being listed in
the card information screen
(see p. 5l

|tn:m ca rd

'.rc;tturt: card Spell 'c,‘.\rd
{Pyre Diragon| [Flame Tongue/ [Haoly Word 6]

Creature card

The card is used by the Cepter to occupy land or selected to go againstan
apponent Cepter’s creature in a battle. Each creature has two main
statistics: HP designates che creacure’s
“health power” or how much damage they can
take from another creature, while 5T indicates
how much “striking power” or the amount of
HP damage they will inflice on another
creature with a single blow, Every time a
creature is summoned to occupy a land square
or is used in a battle, it costs some of the
Cepter’s magic.

Creature card
|Efreet]
Culdeept’s creatures are divided into five groups by their actributes. During a battle, if the autribute of the
land on which creature is located and the creature’s own actribute match, the creature’s HP will be increased
by the land effect.

Creature attributes

Fire — Best used for attack, because the creature has a big 5T.
Water — These creatures are better in defensive situations, because they have higher HP or beter skills to
defend the territory.

Wind — This creature has capability of “Firsc Strike” or the first attack in a batele, which gives it berter
offensive skill.

Earth — This creature has higher defensive talents, because it has “Support”capability, which means that
anather creature can be summoned to join it, and that the second creature’s HP/ST stats are combined with
those of the first creature in a battle.

Jtem [imitation
Some items can’t be used in battle because of restrictions on the creature:

No protectiv
equipment

No weapon

No weapon — Can't use such weapons as a spear or a long sword.

No protcc[ivc cquipment — LInable to use protective equipment items, such as chain mail
and leather armor.

No item — ltem cards, such as Wing Boots, can’t be used.
No scroll — Can't use scroll items, such as Wind Curter or Freeze.




! The following is a list of creature abilities, as well as the effect they have

Actack ability, the offensive side starts the battle as usual.)

| 100%, which means it doesn’t work every time it's used. % by the card, its benefit can be instantaneous or place a curse on a creature with

UIRD TYZES CONTINYED

S lomcard ————

This card adds support.to-a creature ina bactle, providing increased HP or ST or
serhaps a special power to acreature; though it does cost the Cepter some magic
sower to use. Some items can’t be used by certain creatures,

- - o R)

5

o s -
= =
5] sidiear]
Weapon ﬁ Procective . ltem
equipment

in a match: [tem card types

ate the first strike. {When both sides have First A ]L/VQJ.]DO'I] — |t primarily raises a creature’s 5T, which increases the damage to an Kris
opponent in a batele. It is effective if it is used at the time of an actack.

Creature’s capabilicy
Each creature has a unique capability. For details, please refer to page 25 “Creature’s Capabilicy™ in the
online manual.

Abilities

s First Attack — During a battle, defense is able to i

. La_s_t attack — This is the opposite Iof a first Actack, and the offensive side’s attack is prevented. (When Protective equipment — ¢ raises the creature’s HP and makes it harder for it to be destroyed in a
] both sides have Last Accack, the offensive side starts the actack as usual.) battle. [t is effective when used at the time of defense.

. 1 i " - 1 H K + 3 - . i . . .
Poison — Adds a curse effect of peison to the creature. The poisoned creature loses HP each time a ' ltem — It gives a power or heneficial effect té a creature—it can transform the creature or give First Actack

battle ends, e k
Bt i ;i , ’ capabilicy temporarily, among other effects.
'Para[yze — lt curses the creature with paralysis. The afflicted creature is unable to attack, use a special = cth s de e d
: mpabi[i;_v or use items, 2CToll — lt bypasses the lan L.[fu:‘.t and causes an opponent to ta amage anyway.
s, Dcfense ‘type — Itis not able to arrack, and the creature can not be moved with the “Territary” command. 5 pel[ card F Ry =

| *Support — You are able to use a creature card [ike an item card o enhance the existing character’s battle )
shills. en a bactle starts; the new creature’s 5T and HP are added to that of the existing creature. [The 4 As the name implies, this card enables the casting of a spell by-a Cepterora
creature that was used for support is disposed of after the bartle.| creature, though it does cost the Cepter some magic power to use. [t can offer
 one of various effects, such as taking magic from anather Cepter or

- Instant death — When an attack is successful, it destroys an opponent regardless of how much HP the ; L : ! :
manipulating the spots on the dice. Depending the length of the effect provided

_opponent has remaining. However, such an attack has certain conditions and a success rate of less than

= b e wn s
4|

.y.l‘“'

longer-term results.

ultiple E Single m Multiple
instancce mstancce cursing cursing

L« Neutralize — The creature doesn't receive damage from the opponent’s attack. However, when the
| opponent creature uses a scroll, it is impossible to neutrallize

[&

the attack. 3
+» Critical hit — Under special conditions, it gives an opponent 1.5 times more damage than a normal strike, =

When a weapon item is used, it offers 1.5 times the 5T of the weapon's normal capabilicy. Pl.l-:;iﬂ:le,r
* Scroll critical hit — When a scroll is used, it gives 1.5 times the damage of the scroll’s normal 5T. Spa[[ card types
- Regenerate — If at least one point of HP remains at the end of a bacele, the crearure will recover to the \ i i 3
value of MHP [maximum HPL Single instance — A spell that provides its effect to single Cepter or creature instantly.
i Penetration — The attacking creature ignores the land effect and gives damage to the occupying creature. Multiple instance — A spell that demenstrates the effect to multiple Ceprers or creatures instantly.

{ % L?:lll port — When it's located, make ST and HP of other creatures that are suitable for conditions increase 5 inS[e cursinq — A spell thar places a curse effect on single Cepter or creature.
and decrease. 7

% *Terri tory — This capabilicy is utilized if the creature is on a square and the “Territory” command is

selected. It has 2 effect similar to casting a spell. Ral’(’,‘r‘l@&S Of a card
*Global Effect — When summoned, it affeces the whole game.
ff , ic aff i Based on how difficult it is to acquire, each card has a rareness degree. The level of rareness for a particular

Multiple cursing — A spell that puts curse effect on multiple Cepters or creatures (see p. 261

| Creatures that have G Jobal POWET card s displaved at lower-right corer in the card-selection screen.

| Some neutral-attribute creatures in Culdeept are living idols. When they're used, their power affects the | 2 :

| whole game, not just the square they Uccups. E X : Y fle . " NINormal)= This type of card is

i 7 AT 7 _ i y fairly routine. =
~A living idol is easily spotted on the map because of the waves that radiate from it onscreen. l  * 5{50angel= AStansecardis

[ less common.

* R {Rare]= This card is much less

likely to be received.
* E (Extral= The Extracard is a

unique card thac can
only be obtained when
specific conditions are met.

Gold idol — Clay idol — The damage
isregards the cost of caused by spell and territo
her than the magicof  decreases 10 HR




- number of squares on the map board. If the Cepter has a spell

ETLON

T
Each Cepter plays a tum by rolling the dice and moving that

card in hand, though, that spell can be cast prior to rolling the
dice. After the dice roll, the Cepter may choose to summon a
creature. When all Cepters have finish their respective tumns,
the round is ended and the next one will begin.

Take a card:

When the tum starts, a card is added from the book to the player’s automatically. Each player is able to hold
a maximum of six cards at any time. If the card received at the start of a tum would cause the player to have
seven cards, one must be discarded.

Use spell:

The player is able to use an available spell card before rolling the dice, but jt’s optional. If there’s no card
available or the player chooses to jump right to the dice roll, pressing the ¥ butcon will roll the dice.

Dice roll:

Press che €3 button to stop the rolling dice, then move on the map that number of squares. If the player

- comes to an intersection, the possible directions will be shown so the player can choose the desired direction

fOT I.hle Chdl’dCtCT o move.

! Summon creature or use territory C,()ﬁ“ﬂﬂ'l'ld:

The player can summon a creature to occupy a territory if it’s unoccupied. If the Ceprer’s own creature is
already on that square, the territory command can be used for beneficial effect, such as leveling up the land or
changing its land ateribute.

Map information

Most of map boards on which the game is played are big loops. A Cepter starts at a castle and must pass
all forts [checkpoint), then recum the castle and receive a magic bonus.

What is a map areal

Most map is made up of several areas
[see p. 21]. The map-display screen before
the match shows the layvout of areas thac
make up a map,

—

IDraw a Card —s—— =
Juring each tum; a-card is-aucomacically added from the book to the
layver's hand. A maximum of six cards can be held at once, and a card
ieeds to be discarded if it exceeds that number.

~When all so cards are drawn from the book, the cards are shuffled
wtomatically and the book is put back into play.

1] Using a spell smm—

After a card is drawn, a spell-selection screen is
displayed. Card that can be used are highlighted,
and those that can’t be plaved are graved out. To
use a spell card, move the cursor with the 4= and
= buttons, then selece it with the €3 buccon,
Afrer the spell is used, the gsame will shifc
automatically to dice mede. If, on the other hand,
acard won't be played at this point, use the

1 button to move to dice mode.

3/Roll the dice i
After the dice roll, the Ceprer will automatically be moved that number of
squares, If there is an intersection, the remaining numbers of moves will be
shown on the dice, and the pessible directions the Cepter can gb are
displayed. After choosing the direction and hitting the € butcon, the
Cepter moves the remaining squares. When a territory already occupied by
that Cepter is passed, the territory’s frame will flash, After moving,
rerritory command can be used on the terricory that is flashing,

4]5Summon creature @ == —
After moving on the map board and stopping on a land square, the Cepter is
able to summon creature from one of the highlighted cards in the hand.
Maove the cursor with the 4= and ™ buttons, then select the desired card
with the €3 bucton.

If the land square [anded upon is empty; the Cepter can take possession of
the square by summeoning summonsing to guard that spot. However, if the
square is already occupied by an opposing Cepter, the newly summoned
creature will battle it for possession. If the existing creature wins, possession
of the square will be maintained
by the opposing Ceprer. If the
newly summoned creature wins,
though, the land changes hands
and the victorious creature then
maintains guard over the square.

Switching between the modes
(before the dice roll)

After moving on the map board and stopping on a land square, the Cepter is able to summon creature from
one of the highlighted cards in the hand. Move the cursor with the 4= and = buttons, then select the
desired card with the,@ button.

|f the [and square landed upon is empty, the Cepter can
take possession of the square by summoning summonsing
to guard that spot. However, if the square is already
occupied by an opposing Cepter, the newly summoned
creature will battle it for possession. If the existing creacure
wins, possession of the square will be maintained by the
opposing Cepter. If the newly summoned creature wins,
though, the land changes hands and the victorious creature
then maintains guard over the square.
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vy g g, i —

i When creatures can’t be simmoned

. T L

'+ There are magic requirements and conditions that must be met in order for a creature to be summoned during
= a tumn. If all the requirements are not met, the playeri
bolis

not able to summeon a ereature. When the summons is.
played at the upper-right corer of the card.

T

g, an explanatory sy

The creature can’t attack,
it's a defensive creature.

enit magic is available.
E The creature can't be used because it doesnt
<" meet the requirements of land occupation.

eature can't be used on thac cype of

no card that can be s
the hand.

HP recovery

. The creature’s HP is decreased from bactle damage or a spell cast on it by an opposing Cepter. If the
creature’s HP reaches zero, the creature is destroyed. If the HP level becomes low, it needs to be recovered.
There are three methods to recover HP:

* Exchange creature

If the player already has a creature on a square and
subsequently lands on that square; a creature card
from the plaver’s hand can be chosen to take the
place of the one on the board. The creature retumied
to the player’s hand will regain its full HP as
specified by its card.

* Recover by a complete lap

Each time a Cepter qoes completely around the map
board, all of the Cepter's creatures on the board
recover 20% of their MIHP which is added to their
HP [up to but niot exceeding their MHP)

*Recover by spell
A spell card with an HP recovery effect can be used
to cure a creature’s health.

Having a battle = ——

If one Ceprer summans a creature after landing on an opposing Cepter’s
territory, a battle will start. If the invading Ceprer chooses not to summon a
creature or the battle is lost, magic is taken from the loser as a toll, and given
to the victor. If the invading Cepter’s creature wins, however, no toll will be
paid and the land will change hands.

How to choose the creature to use in battle

When one Cepter stops at an opposing Cepter’s territory, icons appear on the creature cards in the invading
Ceprer’s hand to indicate the comparison of the basic power values between each creature card and the
creature occupying that square. [eep in mind, however, that it’s only a rough comparison. ltem cards used

- and the powerof the opposing Cepter's creature may potentially change the bactle’s outcome.

[5ee p. 20-2r for information on land andfor support effect.

It is possible to destroy opponent’s creature, if. ..

*The invading creature’s 5T + support effect exceed the
opponent creature’s HEP + land effect.

* The invading creature’s 5T + support effect equals the
opponent creature’s HP + land effect.

However, it is impossible to destroy opponent’s
creature, if...

*The invading creature’s 5T + support effect are less than the
opponent creature’s HP + land effect.

Deal information

Creature-Cepter
m fOTn‘latl on

Battle flo;v

*ST/HP calculation df.‘;play — Result of support effect and land effect
is added to ST and HP of each creature,

* [tem selection: Players need to select items with the ST and HP stacs of
the occupying and attacking creatures in mind. Once the players have chosen
their items [if any], the artacking creature has its seleceed item implemented
first, followed by implementation of the item chosen for the occupying ereature.

*Offense side attack
The attacking side accacks first—unless a occupying creature usees a power or
item to get the initial actack.

e Defense side attack
A counterattack is done when the defending creature isn't destroyed by the
invading creature’s first attack.

* Bartle results

1|Defense side destroyed — The land becomes a territory for the
invading side, and the creature that won then takes over eccupation of
that square.

2/Offense side destroyed — The losing Cepter pays a toll to the
victorious Cepter. The vanguish Cepter’s creature card is not returned to
the player’s hand.

3)/Both sides destroyed — Both sides lose their respective creatures and
the land becomes empty. There is no toll payment by either side.

View deal information

The power for a card in the player’s hand is displayed.
The cards that are able to be used in a battle are highlighted.

Select item card

Among the cards that are highlighted, the player can choose one
card to be used in battle. When the cursor is on the desired irem
card, push a button (€3, @, @, @ buceon, TEH o XN
butron| to use ic. If, however, no card is to be used, push the
START button to skip the card-selection screen. Then, a

bartle will start,

-Creature information of your Cepter
and opponent’s Cepter

You are able to view basic power of both creatures whoaill bartle
and each Cepter’s status. The value of the land effect or support
effect is not added to the creature’s power.




Land types

. There are various kinds'of [and; however they are roughly divided into two types:

reqular fand and special [and.

Regular land feature

This land can be taken as your territory by summening a creature to occupy it. When you use a creature
matches the land attribute for that square; you are-able to obtain a beneficial land effect (level of land x 10 to

r

| raise HP. However, there are also lands that certain creatures can’t occupy due to individual restricrions.

* Multi-
actribute

é *Fire @ * Warer @ * Wind & *Earth E

—Multi-attributes influence the land effect on all types of crearures—
add to a land chain.
~MNeutral land doesn’t add a land effect on any creatures, nor does it add to a land chain,

carth, water, fire or wind. lt also won't

Special land squares

There are seven types of special land squares, On these locations it isn’t possible to summaon a creature.
Castle — ‘\tn.r a pl.l\..r passes all

of the territori

castle, a lap bonu:

Additionally, each creature rluc &

located on the map at that time v

recover 20% of their MIHPE, which is

added to their HP |up to but not

eeding their MHP).

Fort — A bonus is received when a

fort 1s passed for the first time. [You

are able to check which forts have and

haven't been passed by looking at the

colors of the fort symbols in the
creen.)

Propha.l: — You are able to choose
and take one type of card from your

book to add to your hand when you

stop at this location.

Altar — When you land on this
square, the oracle causes unexpected
things—it could be either good or
bad—to happen.

Bridge — This act
panel that takes the Cepter from one
area of the map board to another

it’s landed upon or passed.

s forced to a
remote area when it lands on the
warp square. Nothing happens

ed

Shrine — You are able to buy/sell
nbols when you stop o p.

~When a Cepter lands on the castle square, the “Territory” command can be used to alter all cerritories.

Land effect

If a creature’s actribute is the same as the land’s attribute, there will be a land effect added. An HP bonus of
the land level x 10 1s added to a creature in a bartle. As a land square’s level is raised, the frame around it is
thicker, which makes it easier to see the strength of an opponent’s land holdings.

Example:
Fire ateribute creature +
Fire attribute land =*
land effect
e = S .

(Minotauros) (level of land |

| and cham
-."hat is a land chain?

1en a Cepter’s creatures occupy more than one land square of the same actribute, the land value and its
‘p.,crl\-c toll increases. [t is known as a “land chain.”

*2 chain®

SEEE |

he chain of the land
ature of fire

1¢ chain effect happens within
- same area even if each
ritory is not next to each other.

>

and chain effect

¢ land chain can be a powerful benefit, and as more land squares are changed, the effect becomes ~a|:mnqa_r

dditionally, when the land effect is combined with the boost received when the land is leveled up, it's even

-ore dominant. For that reason, collecting [ands of the same actribute becomes one of the key strates
laving Culdeept.

*2 chain® =3 chain®

3 chain Toll up! Land of value up!
About map areas

Some maps are made up of different sections called “areas.” They are considered to be separate in the game,
so there are some factors that need to be taking into account in the course of a match on such a map:

* Land chains only exist within the same area.

* Value of symbols are calculated within each arca.

* There are some

[Is that only work within the area in which they're cast.

About the chain under an alliance

I Versus mode, it is possible for Cepters to create an alliance. The land-chain effects benefit the alliance
even more, because their combined land holdings create an even mare powerful chain.

Support effect

In the manner similar to a land chain, the support effect oceurs when adjoining land squares are occupied by
the same Cepter’s creatures, In that event, the number of lands that are next to each other times 10 is added
to any of those creatures’ HP if they should be drawn into a bactle. L)

Support effect *ST + 10

* Example
When the lands next to
cach other are yours

Support effect ST + 10

Linlike the land effect, creatures
on both sides—defensive and
offensive—are able to benefit
from the support effect.

C:Dm?n¢1nd L

From the command panel, it is possible to utilize various commands:
Territory,” “Map” and “Information.” However, the “Territory” and
‘End” commands are able to be used only following a dice roll. Also, the
uspend” command is only available during Story mode play, befare
{ice rolling or spell selection.
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“Territory

“This command enables you to adjust aspects of the territories that your creatures occupies, such as leveling
= up of the land or exchanging one creature with another, In most cases, the “Territory” command is only able

_ to be used on land squares that were passed m the course of the dice roll during that tumn ([and on which the

4 needs to be paid.

Land change —tss——— =
Amother beneficial option under the “Territory” command is
L to change the attribute of a land square. The plaver benefits

' are occupied, bue there is a substantial cost of magic to
+ make such a change.

- Creature movement ————————

- Cepter, it will start a battle. The movement cancels the effect

* with one from your hand. This can be used to better match a

. territory power, you are able to use the

¥ spell. For example, the Cepter or

object of spell, cannot be selected.

owner’s frame is flashingl. Howewver, if a castle or fort square is landed upon directly, you are able to use the

% lBTTiI'.Cl L C,D'I'I'l]ﬂ.l'l'ld on all our OCCLIliiEd l‘t:rriror'rt:& on !.]16 map.
Y. ¥
Level ll|) a

“When the level is
up, the frame
becomes wider.

Level up Land ==

When the “Territory” command is used and the “Level Lip
Land” selection is chosen, you ger the benefit of having that land
square (or all, if it follows landing on a Castle or Fort square in
that tum/ get a value increase. Not only is the creature on that
square more powerful, but the toll and land effect are increased
as well. Leveling up land costs the player some magic, howeves,
and the higher the level, the higher the amount of magic that

Toll

|

Land I.h:\fll;(_

by increasing a chain, if other squares of that ateribute * The magic
consumed by land
change increases
or decreases
depending on the
level of the land,
’\Uu.

The square with the fire
attribute is being changed
to the Earth aeribuce

The player is able to move creature one measure, It is
effective in occupying adjoining territories to acquire the
support effect. However, it is not able to move to special land
fearure. When it moves to the territory of the opponent’s

of a curse on the territory. The defense type of creature is not
able to move.

Creature exchange e

This command switches a creature occupying the land square

Exchange

e

creature to the land attribute for a strategic advantage., but it
can also remove a weak or damaged creature from the map in
favor of a stronger or fresher one. [The removed creature is

recurmed to the plaver’s hand for later play, and if it's damaged,

The terricory which
it returns to MHP again.| Exchanging creatures costs the

is moved out
player some magic.
: Use territory power
—_—

becomes empty.
Crearure with the
termitory power

HP and curse recover when creature
has recurned to the hand,

Creature power <———

If you have the creature that has the

the opponent

power by the “Territory” command.
ure

The territory power is treated same as

creature, which are not set as the
Example: When a Minotauros who has
creature power “territory “10” 10 damage o
the opponent’s creature” is used.

3

Map

T e “Map” command brings up information about the map board. |t also enables the playver to move the
rsor around to view various statistics about particular squares (such as land value, toll and creature
details). That makes it helpful ro plan cut a strategy before a move or in preparation for a bacele over a
|and square.

Help
}lelp message according to the situacion is displayed. When you select “Tiead Manual,” the in-game
manual is displayed, which helps provide key information about the game, how it’s played and its rules.

[nformation

T his section provides useful information about the current game, such as the cards in the player’s hand,
specific Cepter details, the number of symbols (see p. 24) or decails about the current map. * Please refer

o page 23 in the “Information Conmand” section in online manual for detailed information.

Suspend

a player needs to stop a game, but would like to retum to finish it later, the “Suspend” command is
Felpful. It saves the game status to a memory card, and can be subsequently loaded back in from-the title
.-reen using the “Load” command. A game can be suspended only during the Story mede play, before

ce ralling or spell selection.

= 5

betting

! arious game options, such as the message display speed and controller vibration are able to be changed
nder this selection.

"Hd

his ends vour tum, but it's only available after the dice roll.

d of your tum

Summon creattire

Territory command Turn end automatically

ect the end command

! " Please refer to page o'y of the “Command Mode” section of the online manual for information on each command.




Mo s AN AT e §
- Avsimbol is the gods’ symbol thac can be

» purchased in exchange for magic at a shrine.
The value of the symbolis related with the
11 value of land in the corresponding area. [f it is
- well utilized, it is possible to increase magic,

Example

+ This is an example of the map “Versus map 1.
The value or degree of upgrade of symbol
depends on maps.

Symbol purchasing s=e——sme
The symbol that vou are able to purchase at once
is only the symbol of one attribute.

Select the area with land to buy a symbol by
direction key 4memb and select the symbol by
direction key £ * ¥ and decide by (®) butcon.
Then, decide the number of symbals to buy.

“The maximum number of symbols that yvou are
able to buy at one time is so.

- Symbol bonus eem———ae

i 1f you have a symibol, vou are able to obtaina

. symbol bonus with a Lap bonus, and a total of
10% of the symbol value is added ro the Taral

~ magic. However, if the opponent’s Cepter has the
- same kind of symbol, only the Cepter who has
the symbol the most is given the bonus. If the
number of the symbaols is the same, no one is able
to obtain the bonus.

Example:

The bonus of the symbol with 30 Fire symbols
[value 20G] {In this example, oppanent’s Ceprer
doesn’t have the symbol]

- Lack of magic

gave up, becomes level 1, empty land.

Area

Attribute

Value per 1 symbol

The number of symbals you have
Magic needed to purchase

+ When you are not able to pay toll, you need to give up territory or
. symbol, change those to magic, and pay it. The territory, which vou

<rored on the memory card., from which

*West area fire attribute, [and [evel

g

Land value 1600

Lewel 5

Land value 5o

Level r

= Walue of the symbol: west area, fire attribxire =* The magic is increased!

What goes here

* G aroumd bomus
200 x 30 x 10%=60C

| Taral of symbals] Svmbols bonus

- sent to a castle, and atrend the game continuously.

Sudden death

magic wins.

. magic, you will bankrupt by magic depletion when Total magic
~ becomes minus. The Cepter, which is bankrupt, is given some magic,

Ome of the options for amatch is to set it up in a sudden death

~ format. Sudden death starts when one of the Ceprers obeains more than
half of the Total magic needed to win. When the Cepter whose magic is
« depleted appears, the game is over, and the Cepter with the most Total

Magic depletion (bankrupt| a= ESE = Wi a::m',?"u*
Regardless you gave up your land and symbol because of the lack of i =P 4 I

s, L e

S Sl S

Final result —Se—
Vhen one of the Cepters meets or
vceeds the Total magic geal for the
ratch, then returns to a castle, the
warch ends with that Cepter winning,
hat's followed by a display of the
‘eprers” rankings, with their Tocal
wagic figures determining the
lacements, After the ranking
nnouncement, an analysis of the game
. displayed, and then cards are given
ased on the player rankings. If the
cplay data is saved, the game’s data is

can be called up and played back later.
Period
jefore a match begins, the option can
e set to have a game last a specific
wumber of rounds. When the game hits

rat mark, the Cepter who has the
nost Total magic wins.

Alfiance < ——

A alliance is a situation when two or
more Cepters choose to combine into a
single team to batele against others. l¢
15 mainly used in Versus mode.

~ e may oceur in Story mode by compulsiens

wgﬁ

N Pt A

Forming an alliance

Alliances are set up before the match begins, After
designating that Cepters that will be in a match,
alliances can be determined by using the

button to specify one team of Cepters and the
@ button to designate the other team,

Rule of alliance
* The Total

sum tOLﬂ[.

* Mo toll is charged when members of the
same alliance
land on each other’s territories,

* Territories occupied by members of the same
alliance combine into chains.

magic is calculated in each other

Map clear during alliance

The Total magic of Cepters chat are in an alliance is
calculated together. [SAME AS ABOVE] When the
sum total of the alliance members’ Total magic reaches
the magic goal, and one of the alliance’s Cepters
retums to a castle, the alliance wins the match.




i Curse

. Cutse is a special effect that gives continucus influence over a Cepter or territory by the power.of spell or
t creature. A, curse icon is displayed on the Cepter or territory that’s affected.

= The methods to remove the curse:

*Wait until the curse’s effect time ends [unless the-curse doesn’t have an effect time, in which case it lases
forever or until another method is used to remove itl.

* [Ise a “Remove Curse” spell that is able to get rid of the effect.

*|f a territory s cursed, it can be removed by exchanging or moving a creature onto that square.

*1f a different curse is.placed, the previous curse disappears,

*Curse Type [territary] *Curse Type [Cepter |

creature's
1P decreases

terricory al

‘ I mb-m L4

of this ceprer's
ary changes

. oll — the toll ‘
symbol value ; |
changes temporarily

Dice Conerol — effect
that dicraces the number
ralled wich dice

Unfigheable —
this territory can't
be invaded

AP of \.J(.; ®

destroved ereature

ain — first cepter
lands on this

time of draw

HP anchangeable —

Change lap bonus —
| be unable

lap bonus increases

Disable facilicy use —
temple and propher
become unusable

Chisable movement -
e unahle to move

la du-l hin

Tea

i Nt HPd

estroved by

Soul hunt -

will net be

eet Lo spell or
rerticory abilivy

ten books can be saved.

HON 7O LIE THE
YNTENAINCE " COVMAND

The “Maintenance” command has various kinds of functions such as book editing, saved
daca manager, obtained card, or illustration viewing. The main functions which are used
during play are introduced here.

The things can be done in maintenance

*Book — Add a new book or edit an existing book.
Al — Create an Al character [see p. 32)

. Ru[e — Create rules for a Versus match.
5 5 er’s data onto a memory card

— A viewable LO”LLt'[D‘n of th arious illustrations that appear

ckground of the Game Anal en.
* Medal — Displays medals (which are granted when ce
have been met] that have

in conditions
en obtained during the course of the game.
ettings — Various sett within the game can be changed.
xport data — Enables the import and export of external data.
Aanual — Opens up the in-game manual.
* Exchange — For trading cards with other Cepters {in Versus mode only).

ook editing

The card set that a plaver takes into a game is called a book. It can be edited to create a so-card set that is
ilored to a specific strategy. In fact, a player can have multiple books for use in different situations.
‘uldeept enables the creation and editing of books, which is especially helpful when new cards are received.

Book-editing rules
ach book consists of so cards.
['he same card can put into only four books.

|Book-editing procedure —s—te—a—.

* Open book-editing screen — In order to perform book editing in Story
ode, there are mainly two ways to accomplish it. After Cepter data is
1ded, select “Maintenance” from menu screen, then choose “Book.” 1f,
wever, a Story mede game is already in progress, push ® button, then
t “book editing” from the menu.

IOpen a book to edit = —

om the saved books that are available, select a book to be edited by
oving the cursor to the desired book, then press the ® butcon. [If wou'd
@ to start with a fresh book, pick “new book” selection.] From the menu,
lect “Edit,” which will bring up the book-editing screen. A maximum of
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E A book can be edited to your wishes. Snmpiv :aLlLCt the cards that you

~ would [ike to put into a book, up to-a maximum of so.

- Book-editing screen

1€ All the cards that you have are classified by their type. There are six

Creature card groups [one for each of the four land attributes, as well

as one that are good for all land attributes and one that 177, one group

’ for ltem cards and one group for Spell cards. Additionally, there are
three other card groupings:

e

o

B New!— This group holds all the newly available cards chat
have been obtaimed through gameplay.
i Allcards — The cards that the player has available from all of the

groups combined can be viewed here.

This is a chart of all the different cards in the game,
though the only ones that appear are those that the
player has available; the rest are blank and aren't filled
in until the player receives them as new cards. There are
480 cards available in Culdcept.

Catalog —

Each of the book-editing screens also display the statistics of how

‘& many of each card type is in the particular book, how many of each

I8 card type are available to be put in the book and what percentages of
each of the three card types have been collected by che player.

L s

- When the cursor s on a specific card, the number of that specific card
E in the book can be changed by using the O butcon [to raise the
number! or the @ buteon (to lower the number]. The card’s detailed
bucton.

T

mformation viewed by pressing either the
- 4]Closing the edited book —memme——
When the desired edits to the book are completed, selecting “End”
* from the menu brings up a confirmation window with three options:
~ Apply — Saves and closes the bock with the changes thac
- were just made.

Disregard — Retums the book to the form it was in before it
was opened for editing,

Score @ =L

f 4n
i£ The scare offers a detailed record of the results
i

from Storymode or Versus mode. It can be used
" to analyze previous matches and erack various statistics.

- Score screen

Whale map — The synthesized score data in all maps is displayed.
Each map — Scoring data for individual maps is displayed.

Select map and push (8 button. Then, the score data for

the map is viewed by direction key ! i

Also it is possible to view the score data by the right
stick. When you push button, the order of map
~ list distribution is switched.

D:
Total time
# of match-u
At theend o
v, # of toll pa
Bl # of battles

~ sorder of the # of maps =P *order of the
# of match-ups ™ =order of the # of
winnings = *the last time ™= *order of
the map name [alphabetical order|

When vou push button, the switching
order reverse above.

g A

Retum — Returns to the book-edit screen to continue making changes.

EEWE.
EE*E&LH'M@

G

leon and each
type of card

MNEW!
All cards

Catalog
End

Map list of the past match-ups

A score data of each map

wed with
L‘L t time af play *

|| Select character symbol

[ ach Al character can be given a unigue name, with a maximum of 12

cditable fearures:

« Character — The Cepter’s appearance in the game, which can be
f G4

P CRELTION AND ELATING
CEIN ] EHARICTER

[

Al |art|f|cml intelligence| character is a Cepter that you can create for use in a Versus match, and it

. ames complete with jts own book to use and a basic gameplay stratesy. There are various ways of playing,
-uch as downloading the Al character which other player created from “Culdeepe official site” and have a
" ersus match.

Al character creation

relect “AlY from the “Maintenance” menu, select “Mew AlY to create
character, and choose a body type for how the character will look during
game.

!11[)“[ 4a name

1aracters.

Editing

\[rer a character is created |or there are others available on the memory

rard}, choose the character to be edited by moving the cursor to the

‘| character vou would like to alter, then push che @ button. Select
Edit” from the menu displayed, which brings up an assortment of

* Profile — A short text description that you can enter abour the
Al character,

selected from a number of previously created body types.

Al |Battlcf/3xssignmcnt:' — Settings for the Al's handling of
certain combat situations [such as creacure placement and defensive
orientation| during a battle. Each of the criteria is ranked in importance from 1-g.

- Al |'5pe[|f5}ﬂﬂb0[" — Setrings for the Al's handling of spells and symbol [such as the amount of
magic used during spellcasting and the amount of symbols bought at ence] during a match: Each of the
criteria is ranked in importance from 1-g.

Al [Cardﬂ—errirory/MovefA[Iiancc] — Settings for the Al’s handling of certain navigational and
strategic situations (such as the imporcance of differenc card types, leveling up land squares and the
avoidance of high-toll squares| during a match. Each of the criteria is ranked in importance from 1-9.
Book Name — A player-customized name for the Al’s book.

Book — The section that enables creation and editing of the Al’s book.

Copy Book [Al book = Normal book] — A utility for copying the Al character’s book into a
book that can be used by the main character.

Copy Book [Normal book = Al book! — A utiliey for copying one of the main character’s books
into a book to be used by the Al character.

End Edit — The selection to exit the editing mode and retum to the “Manage Al” area, The game
prompes the player to canfirm the changes with “Apply” “Discard” or “Retum to Edit mode.”

I

y i
laying as an Al

Vhen all of the aspects of creating an Al character are completed, the character can be used for play ina
ersus macch, During match set-up, select “Al character” from the Cepter participation screen in the Versus

1vode and [oad it from Cepter data or a memory card (8MB](for PlayStation®2.| To load from a memory

ird (BMB[for PlayStation®a.], it is necessary to export an Al character in advance (see p. 30-31),
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* To make the game more ffexible, Culdeept enables the ereation of original rules, such as adding new
restrictions on what cards that can be put into a boole For a creaved rule, it's possible to import/fexport rules
between the game and a memory card [8MB/|for PlayStation®a).

* Rule creation methods = ——
¢ 1) Input a name of the rule

- Select “Rule” from the “Maintenance” menu, and then choose “Mew
Rules.” Create a name for the rule, up to a maximum of 12 characters.

2] Editing che rule

& Place acursor on the rule tharyou would like to edit, then push the
® button. Select “Edit” from the displayed menu, and set the rules in
detail. These include the following criceria:

* Profile — A short text description that you can enter to describe the rule.

* Came Options— This selecrion sets the criteria for a macch, including the time limit, what map will be
used and whether or not there'll be Sudden Death enabled on a macch.

* Lseable Map — Picking which maps are open to use in a match, but it enables making 2 map [or maps|
unavailable, if the player chooses.

L Card Restriction |Card amount by category] — Limits are determined here on the number of cards that

will be available per category,

~ * Card Restriction [Card amount per card| —

that will be available.

- = Card Restriction [Category Amount| — Sets the number of cards in each category, with up to 5o possible

in each category.

Limits are determimed here on the number of each kind of card

ses = -

3 Reflect the editing result e

When you select “End Edit,” the window ”Wau[d you like to save

changes!” is displaved. If there are no prablems, choose “Applhy.” The
created rule is used in the Versus mode, You can otherwise select
“Discard” to cancel any changes that were made, or “Retumn to Edit
mode” to make more changes to the rule.

EXTERNAL 2A7H
EXPORT AND JMPORT
L[EXPORT AT COMMANL)

In Culdeept; it is possible to export or import a user-created
book, Al character or rule daca to a memory card.

<Cepter data> <Extenal data>
The status of Story mode Export
(suspended status) — | *Rule
Collection of an art gallery, book *Book.
Al characterfediting contents of Import [+ Al charactey, etc.
- |the rule, ecc. daca inherent in Cepter | ———
| 3
L " The name of the Cepter cannot be used for the name of the exported data. When you try to export the data f{
L using the Cepter’s name, you will be prompted to change the name. Input a different name for the data, then
export it [no influence on the original data name.
- Data that can be moved with the “Export Data” There is some data that can't be exported/imported:

- command:
* Book data {see p. 27-28)

+ Al character data (see p. 20/
* Rule data [see p. 30!

* Replay (see p. 11
= Map [see p. 12]

v—{ow to handle exportedf mportad dat.a

Methods for exporting/importing data
= Copy data between PlayStation®2

& em ard [BMB)(for PlayStation®z] into one of the !
nsert a memory card [(8MB]|(f 'y / f systems using a memaory card.

PayStation 2 slots. From the “Maintenance” menu, select
Export Data” to bring up the options for exporting, importing or
{eleting game-related data.

Cxportng

. Select “Export Data” from the “Maintenance” menu. Select the item
that relates to what you want to export: “Book Data,” Al
Character” or “CGame Rules.”

Select a memory card [8MB)|for PlayStation®z) to export external
data. If a book or an Al character is being exported, Culdcept will
ask if vou want to make the contents of the data secret so other
players can’t view them.

Importing

. Select “Export Data” from the “Maintenance” menu, then choose
“Impore.” The nexe screen will give vou the option to select the
memory card [8MB](for PlayStation®a] that holds the extemal data
to be imported.

Select the item that relates to what you want to import:

“Book Daca,” “Al Character” or “Game Rules.”

" When external data is imported, the process will be prohibited if the
imported item’s name matches data that already exists on the receiving
side. Simply changing the data name will make it possible to import.

1f certain conditions are met during a game in Story mode
ar Versus mode, you are rewarded with a medal ac the
end of the macch. There are so different medals available, and each medal
has a secret condition that needs to be completed in order to receive i,
Also, each time a certain number of medals is acquired, it unlocks one of
the maps in Versus mode as a bonus.

Examples of medal requirements
Name of medal
“The pursuer of the duty”
me Tr"l'l“pl‘.'rﬂ
" crazy siclkle”

What to do

Complete Story mode
Maximum continous rolls of 1
Take land from opponent more than 20 times

[23!

e 3.

Rule to obtain medals @ms
Medals can only be abtamed during play under the following situations:

= All oppanents have to be using Story mode characters (the macch used
personal macch or Al characters are not allowed),

* The player can not be in an alliance with other players (however, an
exception is if the alliance is included as a condition of the gamel.

* The game is not interrupted with the “Suspend” command in Story
mode [the judgment to cbtain medals becomes invalid).

Medal-listing screen ——ltmis——— s
From the “Maintenance” menu, chooue ‘Medal” to d1f-piay the chart of
medals that are available and thac have already been received. When you
push the €3 button on any of the red dots; a hint pops up to offer a clue
as ta how that medal can be acquired.
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1] Make sure that creatures match the plot of land they’re occupying

- When creature has the same attribute as land it's placed upon, the land effect gives it a boost [see p. 12/,
. where the HP added is equal to the land level x ro. Increasing a creature’s HP makes it harder for an
opponent to take the land fram him,

4! Use items in a battle
some ltem cards are entical to victory in a battle.
A Protective Equipment card is used for to hinder
the attack of an enermy by increasing the
sccupying creature’s HP When invading an
encimy’s land, a Weapon card makes the
rure’s attack more powerful by raising its 5T,
ese are fundamental methods for defeating an
aprenent. In preparation for key battles, try to
o at least one Weapon card and one Protective

cutpment card in your hand ac all times. MB“’L l‘-‘-’mFo“l Leaser armar (protector] :
Add0re 5T Add 20 (o HP 3

Minotauros HP 4o

Example: Utilize Spell cards effectively
e S gy E : T :
Sum}no:[ 2 'M1T10t‘i_u}:°"'.’ lfire “ht] 1[1”."'“ fovel 1] 2 3 Spell cards can conjure various effects, which
on a and square with fire aceribute [ac level 1) 10 [land level 1 x 1o} create an advantage for the casterora # =
; di-advantage for the recipient. Understanding the
Minotauros HP becomes sol canabilicy of each Spell card and the best thme to

AR

s It are important tactics.

\{‘_“ s v W i

2] Build a chain of land —sm—— :

Aana Haly word &

When you can summon creatures onto more than one land square of the Obcain # of For subject Ceprer, e
same ateribure, a chain 1s created. The value of the land 1s raised, along go-arctind x 500 next spot diceon 4
- with its toll and its Toral magic. The larger the number of land squares dice becomes 6 1

- that make up the chain, the more beneficial che effect on all those squares.

6 Edit the book —ssmm— ectiti=1

Fluctuation of land value in case of level 1 land {land value 1aa] " [ | * toll : i : T
. [\' Cl'l mea 11\‘1&:}1 15 wWon, you OhtZl'ITl new CJTdS. Scan El'IB SrATISTICS r
1 chain 2 chains 3 chains 4 chains 5 chains < ;
Tovel I — = for each card, then edit the book to replace weak cards with maore =4
P ] Y |.10. 039 180 (36] 200 |40] 220 {441 powerful cards that will make yvour book seranger. When you
level 2 | zo0 [6a) 300 (go| 160 [108) 400 (120 440 (132 enzounter a highly competitive opponent during a Story mode match,
level 3 | 400 (160) Goa (240] 720 [288) oo (320] 80 [352) it = 2 smart strategy to retum:to the previous map, wim to collect
P - — — - | more cards, build up vour book through careful editing, then challenge
level 4 | 8o l480] | noo(ra] | 1a40(864] | 1600 (g6a] | 1760 [1050) the tougher rival agaim—bue this time with more potent skills. 2
i o Jlevel 5 | 1600 [1280] | 2400 [1020] | 2880 [2304] | 3200 [2560] | 3520 (2816] 4
3) Level up the land you obtain
- When land is improved, the land value, its toll and the HT? of accupying ereature are all ncreased. If an
- opponent [ands on a land square that has been leveled up considerably, land of a higher level makes it more ;
- dif h?uwofi th;‘.‘, mvad}u to capture ;{he ]andhsu]cces[sfu{[!\{ 'l:‘he Ec[gf[tat;gl foala[so n}_:xst pay a larger toll as a 7i Rmsc t,h(’, Tota[ s e —
: result, And when a chain is created using higher-level [and, the [and’s value s that much larger. 1 1:13]6 Wi C]"l a symbo[
. A symbol is like a “stock” so to speak. When the worth of
Level up of land Example Land level up fromt to 3! corresponding land of area rises, the value of symbol also rises, so :
Price [talll does Total magic. When you purchase the symbaol of vour land and A
The land value up rese the level of land, vou are able to increase Total magic
level 1 100 [20] from 100 to 400, toll considerably. 1t is also effective to buy the symbol of the land which :
level 2 200 |6o) up from 20 to 1o your opponent are [ikely to raise the level. Although a symbol seems 4
level 5 400 [160) Lo be difficulr ac the firse glance, it's not true. If you fully utilize it A
e TR II vou are able to raise the Total magic effectively and to make a big
e 09:1400/ diference against your rival.
level 5 1600 [1280)
HP of Minotacros up from 40 1o 7o!
“Incase level 1 land {land value 100]
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PLEASE READ THIS LICENSE CAREFULLY BEFORE USING THE PROGRAM. BY
USING THE PROGRAM, YOU ARE ACREEING TO BE BOUND BY THE TERMS OF
THIS LICENSE.[F YOU DO NOT AGREE TO THE TERMS OF THIS LICENSE, DO
MNOT USE THE PROGRAM.

NEC INTERCHANNEL LIMITED WARRANTY

MNEC Interchannel warrants to the original purchaser of this product that the recording medium
on which the software program(s| are recorded [the “Recording Medium®”| and the documentation
that is included with this product [the “Manual”] are free from defects in materials and
workmanship for a period of go days from the date of purchase. If the Recording Medium or the
Manual 1s found to be defective within go days from the date of purchase, NEC. Interchannel
agrees to replace the Recording Medium free of charge upon receipt of the Recording Medium or
Manual at its service center, postage paid, with proof of purchase. This warranty is [imited to the
Recording Medium containing the software program and the Manual that were originally
provided by NEC Interchannel. This warranty shall not be applicable and shall be void if, in the
judgment of NEC Interchannel, the defect has arisen through abuse, mistreatment or neglect.
This limited warranty is in lieu of all other warranties, whether oral'or written, express or implied,
including and warranty of merchantabilicy or fitness for a particular purpose, and no other
representation of any nature shall be binding on or obligate NEC Interchannel. If any such
warranties are incapable of exclusion, then such warranties applicable to this product, including
implied warranties of merchantability and fitness for a particular purpose are limited to go-day
period described above. In no event will NEC Interchannel be liable for any special, incidental, or
consequential damages resulting from possession, use or malfunction of this NEC Interchannel
product, including damage to property, and to the extent permitted by law, damages for personal
imjury, even if NEC Interchannel has been advised of the possibility of such damages. Some
states do not allow limitation as to how long an implied warranty lasts and/or exclusions or
limitations of incidental or consequential damages so the above limitations and/or exclusion of
liabilicy may not apply toyou. In such jurisdictions, the NEC Interchannel’s [iabilicy shall be
limited to the fullest extent permitted by law. This warranty gives you specific right. You may also
have other rights that vary from state to state.

RETURNS WITHIN THE go-DAY WARRANTY PERIOD

Please return the produict along with (1] a copy of the original receipt, showing the date of

the purchase, 2] a brief description of the difficulty you are experiencing and 3] your name,
address and phone number to the address below and NEC Interchannel will mail a

replacement Recording Medium and/or Manual to vou. If the product was damaged through
misuse or accident, this go-day warranty is rendered void and you will need to follow the
instructions for retums after the go-day warranty period. We strongly recommend that you send
your product using a traceable delivery method. NEC Interchannel is not responsible for products
1OC N 1S POSsession.

RETLIRNS AFTER THE 9o-DAY WARRANTY PERIOD

If the defect in the Recording Medium or Manual resulted from abuse, mistreatment, or neglect, or
if the Recording Medium or Manual is found to be defective after go days from the date of
purchase, please return the product a[opg with | 1 a check or money order for $20.00 LISD made
payable to NEC Interchannel, (2] a brief description of the difficulty you are experiencing and (3]
your name, address and phone number to the address below, and NEC Interchannel will mail a
replacement Recording Medium and/or Manual to you. We strongly recommend that you send
vour product using a traceable delivery method. NEC Interchannel is not responsible for products
1ot i1 its possession.

WARRANTY CONTACT INFO

Wehsite; hetpdfanw necgames.com/suppart
Phone: [408] 774-0400

CUSTOMER SERVICE MAILING ADDRESS

Cunsumer Service Department
475 Qakmead Parkway
Sunmyvale, CA gaolis

MNOTICE

NEC Interchannel reserves the right to make improvements in the product descried in this
manual at any time and without notice. This manual and the software described in this manual
are copyrighted. All nights are reserved. No part of this manual or the descried software man be
copied, reproduced, translated, or reduced to any electronic medium or machine-readable form
without the prier written consent of NEC Interchannel.

ESRB RATING
This product has been rated by the Entercainment Software Rating board. For information

about the ESRB rating, or to comment about the appropriateness of the rating, please contact
the ESIAB at (800 771-3772.
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