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THE OFFICIAL STRATEGY GUIDE
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THIS COMPREHENSIVE GUIDE IS PACKED FULL
OF EXTREME DETAIL ABOUT EVERY INCH OF THE OAME,
WE WENT A LITTLE NUTS.

- Complete maps of every planet |

+ Detailed walkthrough for all chapters

« Every weapon identified
» Lists of every enemy's stats

» Plans for creating the best items via the Factory

« How to master the Insectron mini-game

« Where to find all the blueprints

- Every secret revealed M
« Exclusive interviews
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« Too much to list here! l . I

Pick up the official stiategy guide loday
at your fovorite retaller or order direct 800-478-1132 t
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WARNING: READ BEFORE USING YOUR PLAYSTATION"2 COMPUTER
ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience eplleptic seizures 4
exposed to cerlain light patterns or flashing lighte, Exposure to certain pattern
backgrounds on a television screen or while playing video games, including gan
played on the PlayStation 2 console, may trigger eplieptic selzures in these L
individuals. Certain conditions may induce previously undetected eplleptic sump
even in persons who have no history of prior selzures or epllepsy. If you, or anyone
your family, has an epileptic condition, consult your physiclan prier to playing ye
experience any of the following symptoms while playing a video game —
altered vision, eye or muscle twitches, loss of awareness, disorlentation
involuntary movement, or convulsions — IMMEDIATELY discontinue use
your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:
Do not connect your PlayStation 2 console to a projection TV without first consult
the user manual for your projection TV, unless it is of the LCD tupe. Otherwise, it m@l
permanently damage your TV screen; . :

USE OF UNAUTHORIZED PRODUCT: 3 :

The use of software or peripherals not authorized by Sony Computer Enteﬂqlnm' f
America may damage your console and/or invalidate your warranty. Only offic all '
licensed peripherals should be used in the controller ports or memory card slotef®

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

* 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.

MNever use solvents or abrasive cleaners.

L

Rogue Galaxy™ Tips and Hints

Game Hint Guide Information

PlayStation Underground Game Guides
For free hints and tips visit us at www.us.playstation.com,

Sign up and become a member of the PlayStation Undergroun
tips, and cool moves for games published by Sony Computer E

No hints will be given on our Consumer Service/Technical Support Line.

Consumer Service/Technical Support Line 1-800-345-764%9

Call this number for technical support, installation or general questions
regarding PlayStation®2 and Its peripherals. Representatives are avallable
Monday - Saturday 6AM - 8PM and Sunday 7AM - 6:30PM Paclific Standard Time.
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SETTING UP YOUR PLAYSTATION®2 CONSOLE

Set up your PlayStation®2 console according to the instructions in the
manual. Make sure the MAIN POWER switch (located in the back of the
console) is turned ON. Press the [RESET] button. When the [POWER
ICON] indicator turns green, press the [OPEN ICON] button and the disc
tray will open. Place the Rogue Galaxy™ disc on the disc tray with the
label side facing up. Press the [OPEN ICON] button again and the disc
tray will close. Attach a DUALSHOCK 2 analog controller 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®2)

To save game settings and progress, insert a memory card (8MB) (for
PlayStation®2) into MEMORY CARD slot 1 or 2 of your PlayStation®2
console. You can load saved game data from the same card or any
memory card (8MB) (for PlayStation®2) containing previously saved
Rogue Galaxy™ games. A memory card (8MB) (for PlayStation®2) with
at least 130 KB of free space is required for a "Save Game" file.

Note: Any mention of a “memory card" in this manual refers to the
“memory card (8MB) (for PlayStation®2)."

Toliy U p

DUALSHOCK'2 ANALOG CONTROLLER CONFIGURATIONS

L2 button
L1 button

©
o 2
directional — 7

buttons /

left analog stick

(L3 button when pushed down)
SELECT button
ANALOG mode button

START button
right analog stick
(R3 button when pushed down)

STARTING A NEW GAME

New Game
To begin a new game, select NEW GAME at the Title Screen.

Continue

To load a previously saved game, Select CONTINUE at the
Title Screen, and choose the MEMORY CARD slot save data
from which you want to load.

Note: In order to resume a previously saved game., you must
have a memory card inserted in MEMORY CARD slot 1 or 2.

Saving a Game

When you use a Transporter during the game, you can save
your progress up to that point onto a memory card.

For more about Transporters, see page 16.

R2 button
R1 button

button
button

button

OXxX O P

button



 The desert planet Rosa lies at the far
of the galaxy. Jaster, a young man on Rosa
dreams of journeying through space.

En

A huge beast appears in g plaza
and begins attacking the town one
Jaster rushes toward the plaza to protect tf

Unbeknownst to Jaster, two people are watching
his actions. They are Simon and Steve,

ates of the Space Pirate Dorgengoa.

& are so impressed with Jaster's fighting

they offer him the chance to join

's band. Jaster accepts their offer,

g, and heads for the pirate ship

_ L Jaster and his fellow Space Pirates

d out to the wide universe where countiess
adventures await them...




Kitnda

. She is the 17-year-old daughter
of the Space Pirate Dorgengoa.
. -She has'a'very cute and girlish

z uppearunce bot is curlouslg
i open und tombogtsh She does

-

Jaster is our hero. He is a 17-year-old boy who was raised .
on the dqseﬂ planet Rosa. He longs to leave his humdrum life
behind and explore the universe. Jaster is optimistic and
en'ergetic. and E:lwugs keeps one eye on the'future.
Jaster gets his wish when the most famous Space Pirater * .
in the'galaxy. Dorgengoa, recruits him for his crew.

- This one- eged hunter is Dorg 'S frlend‘uht'} kﬁ'own ds the 'Elack wolr
He has a calm manner of sp‘éedh ha’t rdns contrarg ‘to’ hls"fierg derneénor AT




‘Hailing from Zerard, Simon is a
‘mysterious little man who never
.’ shows his face. How he came to
4 join the Dorgengoa Pirates is
unknown, but he's one of the first
to mistake Jaster for Desert Claw.

ctories on Zerard and :
~ designed by the-genius’inventor
" Dr. Poccachio, Steveisa -+~

‘mild-mannered robot who serves
. ds the Dorgenark’s navigator

from the backwater rilcmet Juraika,
Lilika comes to the Dorgengoa
Pirates from the Burkaqua Tribe.
Her commanding presence and
native combat skills are more than
elite enough to make her anyone's

equal in the wider galaxy.

. Jupis Is at best éccentric and”

* possibly insane. How exactly he
managed to turn himself into one
= . of the galaxis's finest hackers,

- inventors, and englneers is

| . . anybody’s guess. but it probably

involved drinking a lot of coffee. °

, 6?0
{ S

An ex-military man, Deego turns  °
up drinking his Ufe away in
Angela's Bar on the mining
planet Yedan. He's a highly
skilled dombatant and a
conscientious,-friendly dog-man
when he's seber. :



" MENU CONTROLS

“ Move Cursor / Highlight Menu Item...........cocciiiiinen
Select Highlighted Menu Item ...

' Pause Game...
Adjust / Cgcle Menu Item...

Previous Screen / Return To Main MenuU.........cccoeeeeen.

BASIC CONTROLS

" Note: The default controls are listed below.
" For more information regarding controls during battle, see pg. 28.

Move Choructer / Scroll Map Dlsplug

.Swap Characters..

Jump ...

Display Map
BECRES MO PBOIU . it i e s b sanrk
.Reset Camera Position ...
Toggle Camera ANGLES............iivivuniiimiitiniaineisssins
S I L e S e e

Note: Pausing the game and then pressing ®
during a cut scene skips the Event.

Action (Talk / Investigate / Open Door;’ etc)

directional buttons

*+ START
.. directional buttons

@

@ (press)

START

.. left analog stick
.. ® (press)

. the System Menu, you can choose

SYSTEM
Select SYSTEM from the Main Menu
to open up the System Menu. From

and adjust the following Options.
For more information about the
Main Menu, see pg. 19.

T O e e e

SYSTEM SETTINGS
Check and change the game-related settings listed below.
The settlngs you set are soved in your save data. : o A

Battle Camera: Set the angte Of the camera durlng battle: Press SEhECT
during battle, and you can change the camera's height without Opening_
the system menu. There may be timés when this cannot be changed. g o

Auto Lock-on: The game will automatically lock-on to enemies for you. ands
automatically change lock-on, targets. For more about lock-on, see pg. 28,

Sound: Changes output method for music and voices.

Cursor Memory: Toggle ON/OFF the function that remembers
where Your cursor was on menus.

Show Compass: Toggle ON/OFF the Campass displayed in the lower
left hand corner of the screen.

Show Hlnl-‘mcrp Toggle ON/OFF the Mini-map dlspluged in the lower
right hand corner of the screen while you are movih_g. 2

Camera rotation (U/D): Set controls for camera's vertical movement.

Camera Rotation (L/R): Set ‘controls for camera’s horizontal ‘mc;vemént,

Battle Messages: Toggle ON/OFF overlapping messages on the Battle Screen.
Active Chat: Toggle ON/OFF party member conversations on the field.

HELP

Gives you Ir!formation about Rogue Galaxy™, nghllght and select the items
you would like to see information on.



MOVING ARQUND THE FIELD

On Flelds like the Pirate Ship Dorgenark and various towns, you can talk to
pebple to proceed in the story and uncover useful information and secrets.
For more about the Dorgenark see pg. 15.

We didnt bring that much with us. you know.

BATTLES

When you encounter an enemy on

the Field. the battle will begin.

For more information about battles,

see pa. 25,

For more information about Fields see pg. 16.

Flow

The Pirate Ship Dorgenark is split up into two flooré.

BRIDGE e
The Bridge contains the Control Room and Dorgengoa’s

EVENTS
*As you proceed through the story,

Events will occur. You can skip Events

by pressing ®. to pause the game

and then pressing @ but be careful, - R i e
” Control Room: used to steer the Dorgenark.

Press @ in front of the helm to open up the Golaxg Map. / ' ;

skipping Events can result in

missing important information.

Galaxy Map: As you proceed through
the story, you can freely choose the
path of the Dorgenark.

Cubtaln's Cabin: The Captain's room.

.

 DECK FLOOR ¥
The Deck floor contains the Bar and the Deck.

Bar: The place where the pirates take time off. The Bar contains an
elevator that will take you to the Bridge floor. s

Declc When anchored at a planet or nebula. the Deck can be used to
look outside. When docked at a Space Dock, the Deck contains a landing
gondola that can be used to go ashore.
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“TRANSPORTER
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The Field contains the following items.

Transporters are devices that take you to various places. If a character
passes over one, the'Trqnsponer will glow blue, and the HP. AP, and
Secondary Weapon energy of all allied characters will be completely
restored. If you walk over a Transporter during a nen-combat situation and
press 8 you will be able to choose from the following t_fofnmunds,

Save: Save your current progress to a memory card!’ *

Teleport: Move to another Transporter you have already accessed
on the same planet. There are times when this function will be
unusable, such as during an Event.

Exchange Points: Total up the Hunter Points you have recorded in your Battle

Recorder, or add Hunter Points from Quarries and Hunting Records to them.
For more information, see pg. 23.

Item Sto'ruge: Transfer items from your inventory to the Item Storage, or bring
up stored items (for more information, see pg. 19). There are some Items that
you can:t store in the Warehouse.

TREASURE CHESTS :

Press 8 in front of a Treasure Chest
in the Field to acquire the item inside.
Some chests can only be opened if

you have a specific key, while other
chests are bﬁobg-tmpped, There are
also beasts that take the form of
chests, You can remove traps on chests
by using the "Trap Canceller” item.

DOORS
If a door can be opened, an arrow
indicator appears over it when

you approgach. You can open the door
by pressing @




SHQPS!T RAVELING MERCHANTS

it Leﬂu

On the Battle Menu, press @ to access the Main Menu. From the Main Menu,
you can manage a variety of functions and options.

ITEMS %

Choose ITEMS on the Main Menu and the item Screen will appear.

On the Item Screen, you can use items you are carrying and
equip your characters.

. You can buy and sell items in Shops. All items have a certain number in stock,

and if an item is no longer in stock, you cannot buy it. As you continue through 1. Money Carried

the story. shops may acquire items that were previously out of stock. When you

. create new items in Factories, you will be-cble to buy them in certain Shops. 2. List of items Carried

fFor more information on the.Factory, see page 23.
: 3. Number of Items Carrled

Note: People with the word "SHOP" over their heads are Traveling Merchants

who will buy and sell items. Press 2 to talk to them. 4. tems in Storage

THINKING CIRCLE

ITEM SCREEN CONTROLS
The Item SCTE-EFI can be navigated as follows.

Use Item / Equip / Discard / etc.. 3 @
Press 8 after highlighting an item you are carrglng in your item Sl:reen and

a list of thmgs you can do with that item uppears

Cucle Pages... i

 Press [ or to cgcle through the pages dlspiaged on the Item Screen.

e L R e . S S . Oy @.

Select an item gou are carrying from the Iltem Screen and press @ to pick that

Places in the fleld where a "?" mark appeufs are special places known
as "Thinking C.ircles In order to proceed past a Thinking Circle, or change
something in it, you wlll need to meet certain conditions or use a certoin item.

item up and move it to another location. Use @ to split a stack of items.
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' ALLY SCREEN CONTROLS

SPECIAL ITEMS
There are some items, such as the ones listed below
that have special effects.

Info Edge: A Mobile Information Terminal, which you epsmras
have In your inventory from the start. The Info Edge n
automatically stores important information you have ~ § &
gathered during your travels. If you use the Info Edge

on the Item Screen, you can check information that

has been stored inside it.

Toady: A frog that befriends you during the course
of the adventure. If god use Toady on the item
Screen, he can eat two weapons with high skill _ h‘
levels to fuse them into a single, rr'n.ore powerful item.

ALLIES X

Select ALLIES from the Main Menu. From the Ally Screen, you can check the
status of your various allies, change their equipment, and switclh the party
members who will appear in combat.

1. Play Character Mark
2. Basic Stats
3. Current Equipment
4, Detailed Stats

Selecta chcfdcter and press e and

the following menu items will appear.

Swap Allies: S;wc:p a character that oppears

in battle with a standby character that doesn't.”
Note: Jaster can never be swapped out.

Switch Characters: Chcngé the character that the player controls. You can
only choose to control members currently In the party. The character you con-

trol will have the play character mark displayed. Press @ during the game to
,{‘:hunge your control character without opening up the Ally Screen.

20

£quipment; Change your character's equipment.
Abilities: Check the abilities your character can currently use.
STATS

Lv: The character’s level. When the EXP bar fills completely, the character
will level up, and all his-or her stats will increase.

HP: Stamina. If it redches 0 in battle, the character will fall unconscious,
AP: Points necessary to use abilities. Using an ability will expénd AP,

EXP: Experience points. When the EXP bar fills up, the character will level
up, and all his or her stats will increase. '

Yit: Your body’s endurance. Relates to your ability to defend. -
Main Wep: The power of attacks with the Main Weapon used by pressing'@.
Sub Wep: The power of attacks with the Sub Weapon used by pressing ().

Defense: Your ability to defend against attacks. Defined by your vit and
your Revelation Flow abilities. ;

Defense Status: Your resistdnce to status effects. Unlock abilities on your :
Revelation Flow to increase your resistances.

STRATEGY :
Select STRATEGY on the Main Menu. From the Strategy Menu, you can give
Party Commands and forbid the use of Suggestions.

' Team Command '

The characters you are not directly controlling will take actions according
to your Team Command. Press @‘then @ during combat, and you can
change your Team Command without opening the Tactics 'Screen.' ;

For the list of Team Commands, se€ below.

. Flght Separately: Attack the enemy closest to you.

Pick Same Target: Attack the enemy that the character you're
controlling is attacking. S

Go All Out: Use items freely. and follow your own suggestions in battle.

.

Step Baclk: Don't attack.

21



_ Revelation Flow

i -
I

4
REVELATION
Select REVELATION from the
Main Menu, The Revelation Screen lets
you check the abilities thiat each _
character in your party can use. If you | P
choose REVELATION FLOW for the
character. you will access the
Revelation Flow Chart. s

You can insert ltems In'lo the Reveldtion Flow Chart to learn new abilities or
increase your status. You can move your cu[sor over a hole that doesn't have
an item in it to get clues about what item can go in that hole. If you currently
have an item that cqrresponds to the hole, a blue bracket will appear around
It. If you gh to a hole with a blue bracket and press 8 you can insert the
item into it. The item you insert will leave your inventory and cannot be
returned, ©

If goU fillin all the holes within a certain field. you will receive the corresp.}ondlng
- effect (new abitity/status up), and the next field will open. Keep in mind the

abilities and status you need when gcu'rechoosiﬁg which holes to fill in.

_BATTLE RECORDER
o * Choose BATTLE RECORDER from the Main Menu. From the Battle Recorder
- . Screen, you can use and to swap between the following screens.

o

22

Quarries .

In the Quarries Screen, you can gain =
information about the Quarries

hidden on various planets from the

Galactic Corporation most wanted iist;. s
If gou'ﬁnd and kill a Quarry, you will be
given a large number of Hunter Points.
The Quarries Screen also lets you :
check details about Quurrg Sheets
uou‘ve acquired and Quarries that
huve'heen defeated.

5 Miew Date

HunterRecord . T .

.The Hunter Record Screen lets you check the number and type of beosts you

have defeated, and the Hunter Points uou have gained from each beast.

Ranking

The Ranking Screen lets you check information about the Hunters practlcmg
in the galaxy and their rankings. Your ranking is cal.cul.cted from the Hunter
Points you have received when you defeat a Quarry or a beast. As g,our
ranking goes up. you may receive pfizes.

FACTORY

Choose FACTORY from the Main Menu, As you proceed through the advent‘ure,
you will be able to make new items at the Factory. ltems that you develop :
and create can be purchased at special shops.’ :

The steps to create items are described below. For more information, choc.Jse
USERS MANUAL from the Factory Menu, and read the Factory instructions.

1. Obtain Blueprints : : . :
You can acquire Blueprints from people who hang out near shops. Bluepr:nts

. -list ingredients and manufacturing arrangements necessary to make new

items, as well as the shop that the item will be sold in. In instances where a
single Blueprint doesn't have all the necessary information, you may have *
to acquire infomfotl'on from multiple people to gain all the information
necessary to create the new item.

23
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When you encounter an enefmy in the Fleld, the battle will begin.

[ Once ,gou gﬁufn deve___' - plans. go to the Factory Menu, and
begin production. :

| 3. Place your Manufacturing Parts : ) .

| Select PLACE, and arrange the manufacturing parts to meet the manufacturing
& arrangements listed in the development plan. Use MOVE and REMOVE to move -
IS S

1. BATTLE BEGINS
When the battle begins, you will

and remove parts you've placed. enter the Battle Screen.

. For more about the Battle Séreen‘
4, Set Material .

g7 see pg. 26.
Select SET MATERIAL from the Factory Menu to set the ingredients listed in the ]
| . develgpment plan. : e Challenge Battle _

Some battles will be "Challenge Battles"
from which you can obtain Hunter Coins.

' manufacturing parts and set the ingredients according to the development | - When g Chatlenge Botie Sgine. the 9

P o L t |.|. be di |. ed 0n1he scree !
plan, a new item will be developed. If you don't have the development plans battle requirements will be display n. If you meet the

reqguirements, you will receive Hunter Coins when the battle is over. =
for an item, even if you set the machinery and ingredients right. the item will , i i

Hunter Coins can be exchanged for licenses, which allow you to purchase
not be developed

discounted items at shops, or get shopkeepets to share rare items with you. . :

5. Run Factory '
Select RUN and the Factory will start to work. If you've arranged the necessary ’

. 6. Acquire Iltem

If the development Is a success, you vill receive one sample item. Dapendlng 2. BATTLE

Battles occur in real time. You must

on the item, the shops may also begin selling it. Shops that will sell the item will

be listed on the development plan after development is completed. understand your environment

. and work with your allies to defeat
.-your enemies, :

~ For Information on u_ctlons' you can :

take during battle, see pg. 30.

| Experience. Points. moneu. and
A possibly acquire’ items.




The Putlle Sereen

The following items will appear on the Battle Screen:

1. Party Commands
2. Secondary Weapon Gauge

3. Action Gauge

4 HP
5. AP
6. Radar Map — ;

: . SR

SECONDARY WEAPON GAUGE

The Secondary Weapon Gauge is used for Secondary Weapons. which are
mainly used to attack from a distance. When you press @ to execute an
attack with your Secondary Weapon, this gauge will diminish whether or not
you hit the enemy. When the gauge runs out, you cannot attack with your
secondary weapons until the weapon reloads. After you have feloaded three

times, you will not be able to use that secondary weapon anymore during that battle.

After the gauge is completely emptied. it will gradually begin to restore itself.
Jf anything remains in the gauge. it will not regtore itself. when the gauge is
completely refilled, you will be able to attack uéoin. The Secondary Weapon
guuge_dc_}es not restore itself after battle. Note: Lilika's primary weapoh also
uses the secondary weapon gauge. '

*

26

TEAM COMMANDS
See Team Commands, pg. 21.

ENEMY HP
The enemies’ Hit Points.

ACTION GAUGE :

The Action Gauge displays the energy you have stored for attacks. When you
attack an enemy. the gauge decreases whether you hit or miss. When the
Action Gauge is empty, an "I mark appears over the character icon on the
H.U.D.. and he will be unable to attack.

When the gauge runs out, it will gradually begin to restore itself. If you manage
to successfully guard, the gauge will restore itself completely (see page 29). In
either case. if there is anything left in the gauge., it will not restore itself. When
the gauge is fully restored, you will be able to attack again. After the battle,

the Action Gauge refills completely.

HP

Your characters' Hit Points. For more information, see pg. 21.

AP

Your characters' Ability Points. For more information, see pg. 21.
RADAR MAP

Shows the surrounding area of the characters you control. Allies are
represented in blue and enemies are represented in red.

27,
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Note: Default controls for the camera, pausing and switching characters
are the same as in the Basic Controls section.
For more information, see page 12.

MOVE.....oocvivicririeisiscensassssessnsaseemesrs s 2fE GNGLOG StiCK
Move your characters using the left analog stick. If ,
“you get far enough from an enemy’s spawn point
" while in battle, you can escape. However, there are
some battles from which you cannot run. )

Press @ to make your character jurnp You can
attack while you are jumping. If you are moving away
from an enemy you are locked-on to and you jump.
you will do a back flip and land further back.

Toggle LOCK-0N ONJOFF.........ovceeesesesreern. directional buttons T &
when a character you control is locked-on to an

enemy, you will automatically face him at all times.

Press the directional buttons t ‘ to toggle

lock-on ON/OFF. If lock-on is ON and you defeat

an enemy, it then locks-on to the next enemy

closest to your character.

CYCLe LOCK-ON TAIGERS........oorceocrersoersirererenec. difeCtional bttons 4 wp
While you're locked-on to an enemy. you can press
the directional buttons 4= = to change the -

enemy you're locked-on to.

Primary Weapon..............cooieiiiianieninnns o STt @
Press @ to attack the enemy in front of you with

your Primary Weapon (usually a short-range

weapon). When you attack. your Action Gauge

will decrease.

Normal Attack / COmbo AHACK..................s.e.....eo. & (repeatediy)
Press @ to execute a normal attack. You can chain
your attacks together by pressing 8 repeatedly.

Charged AHOCI...............cciiiiiiisiesis @ (hold and release)
Hold &9 down for a period of time before releasing
it. and you will unleash a powerful charged attack.

Some characters cannot execute a charged attack.

Down Afttack... @ (while enemy is un ground)
Press 8 while facmg an enemy who's on the

ground to execute a down attack.

Knock Back.... eeseesenersesnssseenenene. &2 (while facing object)
Face a rock or other object and use a short-range ;
attack to knock back the target of your attack.

If the knocked-back object hits an enemy,

It wilt inflict damage.

Secondary Weapon... T
Press @ to unleash an attack in the direction
you're facing with your Secondary Weapon
{usually a long-range weapon).

Guard... A s .- IGER (hold)

Hold m to guard against enemy attacks.
There are some attacks that cannot be guarded .

against. If you manage to successfully guard,
your Action Gauge will completely refill.

Lift / Throw . i A

If you press @ while holdmg m to guard, you
vill be able to lift an object. such as a boulder, or an
enemy in front of you. There are also some enemies

. ICEH + €Q (uft) /@ (throw)

that can pick up boulders. When you're holding an

object. press (@ to throw the object.

29



about Team Commands, see page 21.

During a battle. pressing () pauses the game and pulls * -
up the Battle Menu. : ' i

The following options are available at the'Battle Menu:

MAIN MENU s
On the Battle Menu, press @ to access the Main Menu.

TEAM COMMAND
Press @ to change your Team
Commands. For more information

ABILITIES *
Choose ABILITIES from the Battle Menu
to use one of the Abilities of the
character you are controlling.

*
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ITEMS
Choose ITEMS from the Battle Menu to use one of the items

you are carrying.

SWITCH CHARACTERS %55
Choose this option to change the character you are controlling. You can
only control characters that have not reached unconscious status.

CHANGE CAMERA HEIGHT
Press M {o change the angle of the camera. Depending on the battle,
this may not be changeable.
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|
|
|
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to validate the suggestion, press
‘or Y. To reject the suggestion,

_powerful than the standard attack.

BATTLE SUGGESTIONS

During battles, characters you are not
controlling will make suggestions about
items and abilities they want to use,
When a suggestion Is made, if you want

press @ or let time expire. You can
keep an ability from being suggested

by turning it off in “Strategy” in the
Main Menu (see pg. 19).

BURNING STRIKE

You can enable Burl‘;ing Strike in
the Revelation Flow. Charge the
gauge by collecting Burning Chips
dropped by enemies. Once the
gauge Is charged, activate it by

pressing IEEM + (@ near an enemy
and a button marker will appear on

the screen. Try to push the buttons
with the right timing to follow the markers. If you can press the but.tons
in accordance with the markers, you can .
execute a chain attack much more

If you press all the buttons correctly,
the last hit will be an extremely
powerful attack. If you miss the timing
of the button presses, the Burning
Strike Mode will come to an end.
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UNCONSCIOUS ;
When a character reaches 0 HP, they fall
unconscious. If the character you're controlling

falls unconscious, the Battle Menu automatically opens.

You can either use the restorative item "Resurrection” or change
the character you are controlling. If all of your party members fall
unconscious, it's game over.

STATUS MODIFIERS

In combat, there are some enemy attacks that can alter your status.

All effects.can be brought to an end by using the designdted item or ability,
waiting a certain amount of time, or by completing the battle.

Unconscious: Cannot take actions.

Shockod: Cannot take actions and HP decreases.
Confused: Character attacks other party members.
Frozen: Cannot take actions.

Dazed: Cannot take actions. Hint: To cure this status, quickly move
the left analog stick. z

Paralyzed: Cannot take actions.
Poisoned: HP decreases.

On Fire: HP decreases. Hint: To cure this status, move into water.

33



AFTER g_nfrue SCREEN
When ?hé battle is over, the following information is displayed.

Experler{ce gained

Each character receives

. Experience Points (EXP) after
combat. When a character's EXP
bar fills up completely,

he or she will level up. and

their stats increase. ¥

Skill Points gained ’ .

Skill Points (SP) repregent proﬂcierii:y in certain weapons. After the battle, all
party members who are not Unccﬁscious.»giu receive Skill Points for the last
weapon they had equipped. When the Skill Point bar is filled. the weapon’s
skill level is set to Nj\)( and it can be fed to Toady for weapon synthesis (for
more information, see pg 20). When you use a weapon whose skill bar is
completely fillAed. tHe weapon's elemental status bars will continue to fill.

Insectron is a dueling tournament
where you use bugs to fight. As you
proceed through the adventure, you
will be able to participate in insectren.

INSECTORS
In order to participate in Insectron, you need to acquire “Insectors” ,
that are used in tournaments. The Insectors you acquire can be raised

and grown. .

Finding Insectors i

In order to catch Insectors, you need the "Insector Trap.” Set it with bait,
leave the cage somewhere out on the field, and you may catch an Ii'l_sector.
The kind of Insector you cdtch depends on the type of cage. the kind of b.oit.
and where you set the cage.

Training Insectors

In order to train Insectors, you need the "Rearing Cage.”

Put the Insector you want to train in the Rearing Cage. and the Insector will
begin to grow'. The degree of its growth depends on the type of Rearing Cage, *
the type of food, and the Insector's species. - :

Feed Formula: The two Insectors in the cage will mate, and produce
a new Insector. The new Insector’s abilities will depend on the
abilities of the parents.
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Battle Feed: The. two Insectors in the cage will begin to fight. They will grow
faster if they fight more often.

HOW TO COMPETE IN INSECTRON

Insectron.is exhibited at the Insactron Stadium on the planet Zerard.
E .

1. Buy License -

In order to’ partir:lpate in Insectron. you need an “Insectron L.icense A Iicense )

can be bought at an Insectron Meeting Hall.

——

.
. . .

2, Enter Tournaments

From top to bottom, Insectron is divided into tHe follbu:l:\gslx ranks: S, A, B. C,
D, and €. €ach rank has its own tournaments. At the beginning. you will battle
in the lowest rank, E. As you win tournaments and become a rank champion.
you will be able to compete in higherrank tournaments. : e

3. Battle - 3

‘The game of Insectron is played on a 5% 7 grid. First. both players place five

of tlheir Insectors on the first two rows of the board, and choose one Insector
to be their"'King " Once you're done arranging your Ir‘uséctors you and your
opponent take turns You will move to.attack your opponent's Insectors and
remove them {rom the board. If you defeat the opponent 5 King you win.

If your own King is defec:ted you lose. If you wln the match. you will proceed

to the nextmatch. - = : ' s
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LIMITED WARRANTY

Sony Computer Entertainment America (SCEA) wdrrants

.fo the original purchaser of this SCEA product that this

software is free from defects in material and workmanship
for a period of ninety (90) days from the original date of
purchase. SCEA agrees for a period of ninety (90) daus
either repair or replace, at its option, the SCEA product.
You must call 1-800-345-7649 to recelve Instructions to
obtain repair/replacement services. i

This warranty shall not be applicable and shall be void if. -
the defectin the SCEA product has arisen through abuse,
unreasonable use, mistreatment or neglect. THIS
WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND
NO OTHER REPRESENTATIONS OR CLAIMS OF ANY
NATURE SHALL BE BINDING ON OR OBLIGATE SCEA.

' ANY IMPLIED WARRANTIES APPLICABLE TO THIS

SOFTWARE PRODUCT, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR
PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD
DESCRIBED ABOVE. IN NO EVENT WILL SCEA BE LIABLE
FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES -
RESULTING FROM POSSESSION, USE OR HALFUNCTION
OF THE SCEA SOFTWARE PRODUCT.

So‘me states do not allow limitations as to Ho_w lohg an
implied warranty lasts and/or exclusions or limitations of
consequential damages, so the above limitations and/or
exclusions of liability may not apply to you. This warranty
gives you specific legal rights, and you may also have
other rights which vary from state to state.
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