CONTENT RATED BY
ESREB

SLUS-00663




( - o ( N

BUSHIDO BLADE ‘@

OWNER'S MANUAL’

freegamemanuals.com




WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE

Avery small percentage of individuals may experience epileptic selzures when exposed to certain light patterns
or flashing fights. Exposure {o certain patterns or backgrounds on a television screen or while playing video
gemes, Including games played on the PlayStation game console, may induce an eplleptic seizure in these
individuals. Certain condltions may induce previously undstected epileptic symptoms even in persons who
have no history of prior seizures or epllepsy. If you, or anyone in your family, has an epileptic conation,
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 game console to a projection TV without first consulfing the user manual for
your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your TV screen

HANDLING YOUR PLAYSTATION DISC:

+ This compact disc is intended for use only with the PlayStation game console

+ 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 fo take an occasional rest break during extended play.

* Keep this compact disc clean. Always hold the dlsc by the edges and keep it in fs protective case when not
in use. Clean the disc with alint-free, soft, dry cloth, wiping in straight lines from center to outer edge
Never use solvents or abrasive cleaners

SQUARE ELECTRONIC ARTS GAVETIPS
(Game Tips are available for all Square Soft PlayStation fifles:
1-900-407-KLUE (1-900-407-5683) $.95/min. Automated Tips, $1.25/min. Live Assistance

Callers under 18 years of age must obtain permission from a parent or guardian before calling. Game tips are
available for callers within the U.S. only. Touch-fone phone required. Live assistance is available for Square Soft
ftles published on the PlayStation game console only. Game counselors are avalable Monday-Friday, 8am -
T1:45am and 1pm - 5pm, Pacffic Standard Time. Automated support is available 24 hours a day, 7 days a week

Square Soft Online
Vit us online at www. squaresoft.com 10 register for upcoming Seepstakes, prizes and more!
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(K the sea of etorekai lesthe anient iand
of Kourodhi.

Tight bundred years ag, the tvo s familes
cooupying the isand engaced in a devastating war that
vould spitthe country intwo. The Kagami family
survived the ver by siding vith the predomitet pover
while the Soe fmilyfll asa resut of thisbetrayel

The iter ol e etveen teFogai
destntdsand the et of e e, b ks
(g o gy inbondyvarfe

Before lon; the Kagam family formed the
Norvkaggmi, a ool for asssing while the Se
formed their own oo, Swinto. T fighting
intersifed, yet reneired sowht #aetie.

A rovy the time hes firelly come fr the Seirio to
ut anend to this ong vengefil battle They are to
@ to the Nerukagami headquerters Mikyolen,

to redtaim their sacred svord, Ygirl. Hoveves the
Nerukagami have interepted Sainto's plars and
e calle for reinforenerts
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Reet button— ~© — Disc cover
Pover button—
Pover indicator—  Opnluttn

(ontroller port one ‘/% Minory card ot

Set up your PlayStation” game corsole acoording to the irtruetions in s Intruction mervel. Mke swe
the pover is OFF befor inating or removinga comyet i et the Bstido Badé™ 2 i ko
your Paytation game corsole and cose the Dt cover: ke sre one or two ontrollers are irserted
into the Controller ports and tum (1 the Playtation game console. Ater the opening movie is
conleted,the Title Sreevill be dislayee. (Y can pres the 9 button to i the openng e
and ity the Tl Seen) Select e mode sing the Divetiona btons and pres the €9 button
o start.

MEMORY LARD

ANemory cand (sold seperately) is requied to save your records and acquired support cheracters.

Insert a Venmry cand into the PlaySation game console BEFCRE tarting play Db o removea Menory
card while saving or loeding games; doing s could darmag the gane data. Previously saved data vill be
loededl autonmtically if the Nemnry cand s present when starting up b save gae dta, g to the
Option Sereen at the Min Ve Yaavill also be aked if you et to save game data after conleting
a ceracter’s Sory Mde.

%ﬁoic Control=

Note: This Softviare el explains the e of the Controlle when you are using the Controller in port [

MOVE ~ Diretionel buttors
Nves the character forverd, backverd left and right. By pressing the sae diection tvice, the cheracter
(@n move a ertain distance more qickly

FREE MOVEMENT - I + Tiretioral buttors
Fold down the L1 button while roving the character vith the Diectioral buttons to run avound in the field

FRODTAL ATTACK - @ Iutton
Sraightforvnd attacks vith o vrist movenert.

REVERSE ATTALK / EXECUTE COMMANDS - & button

Snings veapon sidevways and sshes upward by turring the wrists. Also press this button to choose characters
and veaponsand to bypess nvies

CHADGING STADCES - @ buton

The dharater hangessance ach i you pres the @ futton. Character Favethree diffrent stances for
each veapon. Snord techmiques vary depending on the starce the character takes



%a:n’c Controls Ruies of Pushide

RAISES CENTER OF GRAVITY - TN
LOWERS CENTER OF GRAVITY - EA

Tryvarious actions by sifting the character’s stance uperd and dowemard
(See “Center of Gravity” on page 8.

ABOUT DEFENSE
This game does ot have any pertiodar cormmands for defense. To defend against the opponent's
attacks pres the @ button or € futton to deflet attacks vith your veapon (Se e 7

SINGLE HIT FATALITY SYSTEI

This game is designed to reroduce relistic sword fights $, bettles may
ene by just one fatal hit o the head, ches or abdomiel area. When this
coaus, the danege vl b dispayed inred. Al other veapontrikes are
represented bya burst of olorat the point of imypact. Diferent colors
reyresert different situations

RED EFFECT  Rtal it

CHADGE VIEW (POV 10DE onLy) - IR + XN o B
o can g the it ofview il i i the POVt (e e 1

@ BUTTON ~ Canel commends/rtuem o the preous sreen

SURRENDER - SLHT button

: BLUE EFFECT  "Renfet Dfense” — shown when attack is sucessfully defended
The character sits down and surend
er sis down and surenders i GREEN EFFECT " Defe Break” — shown whenro amage i cased, bt the character
loses belance
PAUSE - SARThutton .
ity s P WHITE EFFECT m“&w?wp)m.}nitrgdmtﬁ?mﬂﬂlo.l;ades
Wit hiog <t s ORANGE EFFECT  shownvhen damage is iflcted, but i ot afi

the &) button. Chooe < Returmto tb Mew> to retum to ".
characte selecton. Choose < Returnto Tp M to retumto /,U
gae selection 7

"BODY DAMAGE" SYSTEN

Instead of a “Tife Meter” Bustico Blade 2 uses the “Body Derage” sstem where the character is
incrementally vieakened by sucessfl attadks: A areas of the character’s ody becorme denged, that
area vl becone veaker urtil it becores rorfinetioral. Vhen light damage is receved, the cheracter
finches roonntarily and movement i redured. When severe damage i reeived to the let arm the
abilty to throw objects an hold veapors with both hands i kot and the effectiveness of the veapon
is dimirished

DEATH BY FALL
The chracter vl def they fall froma location higher than 20 feet.
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FRODTAL ATTACK - © uiton

Sraightforvend attacks vith o vt movenent. This s stabing nd
sninging the vezpon dovwerd

REVERSE ATTACK - @ iton

Sping veapon iy and sshes upiead g he s

Dot Ven the haracter attackswithtwo svor the @ buton eenes ttacs i the min

veapmn e the € button exentes ttacks g the b veap, Teereing o the veapmn ad e,
ot all cheracters can attack vith tvo svords

REPEATED ATTACK - © button (aher ceting anattack)

Ve weayons it each othes, “VWéapon Dflecion” oo The character that advantagpouly deflcts
the opponen’s ey an attack eeatedly by resing the © utton. (i somesttiors, you cn do
the sme by pressingthe €@ button)

COUNTER ATTACK - 6 buton (afte your weaponis deflete)
Ve your veapon i dflete, resthe 2 buton to cunter atack. (1 the chracter s a two-svorded
fghter and te veapon i your et i deflted, s the @ button)

ATTACKS BY IDPUTTING COMMANDS
By presinthe Trecional uktonsvich etber the ® tutton or @ tuton, you cn exente varions
attacks: The ist shown belowintroduces some besic attacks. Fowever vrious veapons and stanes have

differen attacks 9 these examples ey ot be avaiable at all times
ommdbaaldeoms veps »+@ o),  »+ Qud
(oo fr i S t:Q 49

(omends for speial o extsiveattods. ¢ + @ ), =ems Q)
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PERFECT DEFENSE AND DEFENSE BREAK
Tis e does ot eyt o o e Bl the e e o
“counterattack the attack”

PERFECT DEFENSE - By counterattadking the opponent's Fortl oL
Attt R ook theppmet's e i e (S

Trontal Attadk, the character vill be atle to execute a “Perfoct Deferse” e Ty

' :ﬁ‘m n-iJ- "’hﬂ

DEFENSE BREAR - e drater s te Frontl Mtk to e
the opmen’ Frontal Atk the e vill t i daeg: bt il
e e e cagt off g

THE RELATIONSHIP BETWEEN DEFENSE AND POWER

Uner nomel ciromstances, whether a “Perfet Deferse” is executed or ot is determired by the
attacking sides (Frontal Attadk/Reverse Attady) of both parties: Fowever, ore character ey have an
advantage over the other when there s a big diffrence in pover between ether character or weapon

THE LONCEPT OF "YIN" ADD "YANG"

n Nerukaggni Shinto Sehool, the side ith the veapory the lef sde when facing the opponent is called
“Yig” The other side s called “¥in” Fere we introduce the rlaiorsfip of “Yn” and “Yng” wing the
Fetare 25 an eyl Te Fatars Rovese Atk () buton) atacks the pporents “Wr” sideif the
haracter s in a Nomel Sanee and “Ving” side i the character 5 ina Hh Sanee. For imtance, if the
dharacter i ina Hgh Sance and sees an opering on the opponent's “Yig” side, the cheracter can
attack acourately by moving around to the opponent's *¥ig” side and attadking vith the Reverse
Atack ina Hh Sance. By adjusting your attacks between “Yn” and “¥ing” acoordingto the
cirommstances in this mamex, the gane can be enjoyed to fsfllest extent.

Vben the opponent leaves an opering onits “Yg” sice, move to that side and e atadksthet vill
attack the apening, Sonre opporents cannot be defated by sinply attacking head on

?



Center of G\VAVH*Y

PERFORMING SPECIAL MOVES BY SHIFTING THE CENTER OF GRAVITY
Tn Bshico Blade 2, various actions can be taken by shitng the center of gravity
Athough shiting the character's center of gravity can take lace at any time,
soute attadks thet rely on the difting of the center of gravity are availble only
ifa certain veapon or stance s e

ACTIONS THAT RAISE THE CENTER OF GRAVITY -

OVERHEAD ATTACK -

Jorops in place to attack the enemmy from above. (except for Nagirata and Y
CLIMBING TO UPPER LEVELS - et buttors-+

Pres the irectioral button toverds  vellor ciff and press the R button to dieh over ohstades

ATTACKING DISADVANTAGED OPRONENTS - IGEN (when opponent is on the ground)
Jumys o the ar to attack the opponent lying on the ground

ACTIONS THAT LOWER THE CENTER OF GRAVITY - EH

tROUCHING Down - G
(rouches i place for an ietant. Can als pick up discade subweapors on the ground

sUB-WeApon - A + @
Throwes sub-weapon. Tipes and antities of subweapors vary from one character to amother Carmot
e exeruted ifthe let armtains severe danege.

BLINDING THE OPPODENT - RN +
Bincs the ppet by throvingsnd o it a hemin et oatons. Camt e et ifthe
left arm sutairs severe dammage.

Center of @\VﬁVH’Y

)ump

Higjmp - E2, XN
Junpshigh in lce

Tig forverd junp - =, IEE8 EXR
ooy i and forvrd

MAJOR ATTACKS

Mjor Atack (Fortal Atack) - =, EED.@
Apovexfil frontal attack, commonto all charaters

Mjor Atack (Reese At — =, IEER, )
Areverse attack, common to all characters

Note: Some characters perform excusive attadks by fnputting Mior Attack commends. The Negirata and
Yari have Mior Atacks that are diffrent from other veapors

MOVING ATTACKS

RUDNING ATTACK - © or ) (Guing fee movenen)
Foid covn TSI and press ither one of the buttors to atack e rurming

CLIMBING ATTACK - © or  (tmediately ater diing
stacks immediately after the caracter dints a vell or ciff

LANDING ATTACK - © or ) (romesiately pon landing
Atacks as soon as the charadter lands



Gianme. Mode.s Giame. Mode.s

Bushido Blade 2 offerssix different game modes: The Sory Mde, V& CPUMNGde and Taing Mde allow

W VS, CPUMODE - (re Payer

you o choose from two types of viewpoi. S The payer chooses one character and faces the challenge of defeating
===l ll other charactersin the game.
SIDE VIEW
The viewhich shove both characters from the side. Allinstructions in this
Siyare el e o o gy o 5 i o | TRAIDING MODS - e P
POV : SO There are tvio ruodes oftraining to refine your Sword temiques
Theviewmhdlymseetlmlglﬂlee)m?fﬂmdmderhrmﬂm PRACTCE Sy offesive and defsivetehniues by fighing agint a
vill diffr from the Sde View For exanle if you vere to ress the = button in M. The e can et te N gt staties. Tis etingcan
the S Ve, youill e topres the 4 buttonin the FOV e istead be caged dring ractio by resing the SIRT button. I i e,
In the upperleft corne; you vl be able to se the chracter’ stance st veapors e K Viiza (Secial Mve) camt e v (e e 14),
(hange View (FOV e only) - 120 + (EXH or EE FRACTICE ROUND - Mook tourreamet agains the conmputer: Siee the !
Nives the focs ofthe FOV beck and foth. Fbid down the I button and pres the IEEM buttonto opporent anel weapon can be selected, thisis a wefl vy to study opponents
move the viewpuint forvere and the IGEH futton to move backverd that are iffct to deal vith

= STORY DIODE - (e Py f
| T plar chonesa crater fromither sl s heboses. 80§

=] VS. M0DE - Too Players .
Fich player slects a character and weapon th they vould e to do Y

sl 2o lover level N of the oppesing sciool. The entirestory wiblds sl buttle with. Onee the characters and weapors have been chsen, a
when the player conplete all peths ing al posstle ceracters betlestegeis e upon e the fght e (Plyers camnot chooee
the sam character
SUPPORT CHARACTERS -

Vhen you advance i the Story Node, support cheracters will appear: The next tage vill be fought sing
these support characters. (Note: The support character vill have the same veapon as the main
character) I you complete the stage using the support cheracter and the mein character makesit to the
end of the Story Vde, the support character vill becore a seectable character inall mmdes of the game.

10



Game. Mode.s

GROUP BATTLE MODE - Tio Players
Agroup tourrement sing berboo veapors. Frst, select the rumber of

entries on each team point system an time [imit. Then, choose a
ghool to st upa team (When a player chooses 2 chool, the opponent's
thool vill be selected autontically) elect the order of the characters and
weapons they vill se. The same veapon carmut e chosen tvice

(ROUP BATILE MXERULES

1. Ahit that counts as a fatel hit usin real swords vill count as ore point (Eppon). Any it short of
that vl not count.

2 b v Ko Veza (Sl M camot e (e e 14

3 I players have st up the tourreent for one-point matches the player who getsa point first vill
vin the ntch. I players set up the tourmement for three-point matche the player who gets two
points it vins the etch

4 Ya player steps out of the white e, allsor hits at the same time, the match vill tart ver fa
player intentiorelly steps out ofthe white e,  varring vl be isued

4 Ifa player s given two varrings the opponext vill gt  point.

I time runs out, the player vith the rost points willvin the natch 1 both players have the sane
rumber of oints; then the player with fever verings vill win. (The winver vl eama point for
eving fever warrings) Ifplayers have the same ruber of points and verrings, the match vill
elinatie

7 Whenall matches are conpleted, the side that von more metches vill win the tourament. i the

unrber of i arethe sane, the side vith more points vill win the tourrement. i the points are
the same, the tourveet vill end i tie.

12
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Gianme. Mode.s

T LIDK 110D - o Py

By using two Payation” game consoles; two moritors, two Bushido Biade 2 Diss and a link czble
(sold seperately), you can enfoy the ultra relistic Link Ve, There s a speial stage for this mode.

HOWTO START LINK MXE

ke sre the PlayStation game consoles are turmed off. Cormeet each end
of the Iink cable to the Serial Y0 ort on the beck of each Payation
game orsole. Insert one Bushido Blade 2 s into each MayStation game
corsole and close the Dl covers. Turmon the Playtation game congles. =
(hoos the Link Vide on each PlaySation gane console. Ater both players |
Fave chosen their characters and veapors,either player can selct the
bettle stage. A POV ga in Lirk Mode vill begin

MONIOR Slect either Color or Black & White.

DRIV S thedify el

MSC Sl OFto tumof he s hear oty L,"‘, ,f
tesom effts s

NEVORY CARD Sive and load data

BV CONFGERATION g the @ button, 9 buton, @ ton and ® hutton ofigrations
T you choose < Dfault>, the configrations will refum to theose descuibed on
rges Sand 4 I you choose < Gistonr>, the configurations vill retum fo the
ones previously st. Sl < Bit> to retun to the Option M

3
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VARIOUS ATTACKS BY DIFFERENT CHARACTERS
Besides differences in pover and speed, each character has a wnique se of attadks
Tllowing are examyples of these attadks

EXILUSIVE MOVES

Some cheracters have Becusive Noves wing perticular weapons and staces
Usally, each Bclusive Nove hes its own conmrend, Hovever the same commend
may sometimes ing up a dierent rove depending on the chracter

KARAII-WAZA (SPECIAL MOVE)

Harani-Waza i5 a urique rove that ivolves natial arts dlls that can
arty be used when characters are dose to each other A in exchsive
moves, only ertain characters an we these moves when they have
particlar weaponsand stances,  the conman i alvays ¢+ 69
o cn s esape from these move by presing the © hutton n'a
fimely mamer: There are several v of this type — experinent o
discover themall.

SUB-WeAPODS

Fach cheracter s their own subyveapon. Fach suweapon s its own
effets and distinct features. They can be ivided into three mejor catecories
* Atype that can inflct a faal hit

+ Atype that can be used as  second sword

* Atype that can be thrown conseutively

After being throwa, some subveapors vill emain on the ground wntil picked wp and ey even be
pickee up by the opposing character: I a character has received sinificant irjury'to their left army
they vl ot be abl to use sub-veapors "

‘bpe.cml Oidustions

£LOSE CONTEST:

Vhen attacks from each side meet a the same e, a (lose Contest vill
oo Pes either the @ buiton o € button repeately The payer

: who vins the (lose Contest il have an adventageous position. o ore
,L‘ cbtairs the upper hand ding a (lose Contest, ressthe let or right
%] Drettionel button to stepout of it

00 THE GROUND

Fthe character loses a Close Contest or falls froma higher levl during "
battl, they ray falltothe grownl. nthis ituation one of the folloving SESES
three actions can be performed:

« Bll over: Pres ard.
Rollsover to avoid immediate attadks

* Roll forverd or beckverd and get up: Press 4 or .
Rolls forverd or beckvrd to get up and escape from inmediae attacks

o (et upand attec Pess @ or ) vl roling forverd o beckvard. Atadks immeditely after
getting up from a forward or beckwerd roll.
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fll Neme:  Uikvown
A |
gt 64"
Wigt 18k
Pace of (rigi: (kirav, Japan
e Tover

Afme menier o the g — N st sty of
asasi: F e gt ih ot vithin Moo
and v o N Yok oo g o e
rerned o e e Moo aed o el

Forai Viza (el Mo Ssif
roadsvord  Low Sance: 4, € (Vben o to the oporent)
Apwer st vl s vencpable of brekingtough i
opporent's “Pefect Deforses ™ His rertial arts sl are superior
toother charactersand robody rivals himat the Karami Vza
(§ecial Moves.

Syveaporr  Tesen (ron ) “,-i l]-,"“””h
Wigt:  3ls ;o
. Hight Distance: Mdium A

8 ight Gt Sow

' Specialty: ~ Breaks opporent’s “Perfct Defenes™

P

B Sie the Benisveryeavy it can case an eommois
| amout of damage, but ladks gpeed.

Chndv-ete= (8]

il oo o N M{‘ '

Mg v A

gt 6 i :
Wt (ks
e O mmmn |1
Tpe .

Matallystrong and sicks cosely to his belefs T s
traie vith the Scainto froman early age and s
arrently one ofthe leaders of the group. Hs conrades
bave strong fith in him

Tichusive Mve: Karataleveri

Fatara  Figh Sarce: 4, 69,0
Athough a pover svordear, he canalso wse quick
attacks ke the Karatalevri Hasagxﬂdmacterto
choose for those who wish to experience the true esgee

of svorthanstip

¢ Shvegpnr Ko

Veight: S
Hight Distance: Long
Hight et~ st
Secalty.  Cbe thrown comeantively

s o too poverfil, but it i im light and very sharp
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RilMme  Tismi Hedim
"
Mgt 50

gt 10k
Hace of Ctigir - Hioshing, Japan
Tipe: Belaree

Thoughanlya upl o the Nrkagainhe vl e,
Histalnt s e b F eived s st
by fghtingmenbersofoher sl throghout the rtion
T et e e beard te kg ves n g
ocaci  Figh e 40, ©, 69,9, 9.9
' Astordsvan vbo an figt vith two s e ofis

. stbweapon, the Kodadhi. F can lso we urorthodox

1 tetriques uch a the Fidtiki Cbonznk. Vo srateges
\ , canbe e ot through thiscaracer

"I

- Shuepor  Fodachi
Veight: 3hs
Hight Distance:  Long
Hight Speet ~ Mdium

) Secalty  Gapebleof Ftal Hisand
to-siord fighting

Arather long sub-weapon which can als be eed as a svord
It can cae v anout of damage vhen throvn
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Rl fan
e 2

Higt  6F

Wt ks
Raeof g Kot Japn
Te  Bae

Cenppro's adopted son. Amen offewwords and ltte
enntion. B 5ot interested in the feul beteen the two
chool but be fights to repay Gengoro for rising him
Tt is e that he i the best swordeen in the Seinto
Fchive Mve: Vdachi

Fatarn Mol S 49,

Kaum uees this sprise attack to cover long distances
betveen himeef are i enemies: F: hesa god belae
of speed and pover ard s highly neneerable

Shweapon: ~ Tho

Veight 2bs

L Hight Digance: Mdium
P Hiht et Meum

Qecly  Gyabl of il His

The shaft has shrp blades on both s meking it an

extrenely dangerots b veapon 1t ves origirallya
religous fnstrunet.
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Ashrine maiden for the Btara Srire, her concern vith the
Tack offores after the last interval conffict conpelled her
toseek out old oomrades inching Farmnd and Ttsumi.

Fichse Mve: abutoveri
Ngiata » Hih e, G, @

e ks v bt e strngh e e e
cvervbeln e opporntsvith itk atfadsand at tnes
fie tem of vih meor atacs schas e
Fbuiovr

Sveapor Al

Veigt: U

Hight Distance:  Long

 ight et st

Secalty.  Canbe thrown coneeutively

Apoclethaife that travels fast and far toattack enemies
froma digance.

Chrav-ete=

il Ne:~ Jo Kotomura
A 18

Higt: 58
Wigt: 15l
Place of Ogie - Ty, Japen
Bpe $ped

The high-sirited davghter cfa fish mercent. Se
was nfluenced by a childhood fiend to join St
e believes in the Sainto's teachings and is shoving
good potential asa svorcighter

Bshe M Tbogsi

Tong Svord  any stance: =, [EEA,

S 5 g al cxfsg gt it e e
an oyt ks P atodsa it
frn eyt diaterinthe g

b Shveapon  Jitte

Veigt: 2s s

Hight Distarre: - Mdium i}
ight Geet ~ Sow e
Secaty Do

The Jite is ot desioned to be throvn, it can easlybe
deferdee]. I it by i, the opponent inours mejor damage.



‘.‘DvppoHr Chndv-dete=

Vien you play in Story Mode, support characters vith various personalities
vill appear during the couse of your battle to help you main cheracter
¥ certain requiremerts are fulfiled, these ceracters vill becore playable
inll game modes. (e page Lo)

e —

' st |

‘DVPPOV-" Chravheten=

.t
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WC.APOW&

KATATIA o
Tl lnghe V5 e R By Arack = =, )
Bade el 215 T Giming Sstr ©,69,
(mvatue 450 Trom Normel Sanee:
g 330ls Vatial e Atack =, ©
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For a period of ninety (90) days from the date of purchase, Square Electronic Ars LL.C. (SQEA) warrants to the
original purchaser of this SQEA software product that the mealium on which this computer program is recorded
i freg from defects in materials and workmanship. SQEA agrees for a period of ninety (90) days from the date of
purchase, to either repair or replace, at its option, free of charge, any SQEA software product that does not meet
the above warranty, postage paid, with proof of purchase. This warranty is not applicable to normal wear and
tear. This warranty shall not be applicable and shll be void if the defect in the SQEA software product has arisen
through abuse, unreasonable use, mistreatment or neglect

LIMITATIONS - The above warranty is in lieu of all other warranties, and no ather representations o claims of
any nature shal be binding on or obligate SQEA. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE
PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY, COURSE OF DEALING IN TRADE AND FITNESS
FOR APARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO
EVENT WILL SQEA BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING
FROM POSSESSION, USE OR MALFUNCTION OF THIS SQEA SOFTWARE PRODUCT. Some states do not allow
limitations s fo how long an implied warranty lasts and/or exclusions or imitations of incidental or
consequentiel damages so the above fimitations analor exclusions of liabiity may not apply o you. This
warranty qives you specifc rights, and you may also have other rights that vary from state to state.

NOTICE - This manual and the Softwere described n this manual are copyrighted. All ights in the manual and
the software are reserved. No part of this manual or the described Software may be copied, reproduced,
translated, or reduced to any electronic medium or machine-readable form without the prior writien consent of
SQEA. The described software may not be reversed engineered, decomplled or offierwise disassembled.

RETURNS WITHIN 90 DAY WARRANTY PERIOD - To replace defective media within the 90-day warranty period,
send the defective media, a copy of the original sales receipt, & refum address, and a smal nofe describing the
difficulies you are experiencing to Electronic Arts Customer Warranty, PO. Box 9025, Redwood City, CA 9406-
9025 If you have warranty questions, you can also contact Customer Warranty af (650) 628-1900, fax (650)
628-5999. Hours of aperation: Monday - Friday, 8:30am - 11:45am and Tom - 4:30pm, Pacific Standard Time.

RETURNS AFTER WARRANTY - To replace defective media after the ninety (90) day warranty period has
expired, send the original CD {o the Electronic Arts' address above. Enclose a statement of the defect, your
name, your refurn address, and a check or money order for §15.

REPLACEMENT MEDIA- The above provisions apply to any replacement media or software provided by SQEA
hereunder, including the above warranties and limifations.

TECHNICAL SUPPORT - For technical support questions, you can call (714) 428-0699. Representatives are
available Monday-Friday 8am - 11:45am and 1pm - bpm, Pacific Standard Time
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Only on PlayStation® - Only from
SQUARESOFT

www.squaresoft.com
Published by Square Electronic Arts L.L.C.
Square Electronic Arts L.L.C. — 949 South Coast Drive #200, Costa Mesa, CA 92626
© 1997, 1998 Square Co., Ltd. All rights reserved. Square Soft is a registered trademark of Square Co., Ltd. Parasite Eve, Xenogears, Brave Fencer and
Musashi are trademarks of Square Co., Ltd. Based on the novel: Hideaki Sena “parasite EVE" (Kadokawa Horror Bunko). Character designed by Tetsuya
Nomura. © 1997, 1998 Square Co., Ltd./Lightweight Co., Ltd. Bushido Blade is a trademark of Square Co., Ltd. U.S. Patent No. 5390937, 5649862.

‘ Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation and the PlayStation logos are
B - ' registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association.
LEVSenEl - Manufactured and printed in the U.S.A. THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE NTSC U/C
DESIGNATION. U.S. AND FOREIGN PATENTS PENDING.
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