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Maximilian
An inventive young man

who possesses a genlus
\ I and is the lone son to
one of the wealthiest

than hanging atound the
mansion, he enjoys
wottking in Cedric’s

and inventing new
\ creations more than

\ anything else. |
\

families in town. Rather

- Maintenance shop

T A



Menica

A skilled wartior from the future visits the prm:ﬁt '
to /Maximilian’s time. She skillfully wields a
mystical sword and is a master of masic.




USB connector
8400 LUNK connecter

controller pors 1
controller port 2




Anger Counter

Display Character Name

Display Monster Name

Blur Background

Display Captions
Pause Display
Camera Pitch

Camera Rotation

Toggles the anger counter during lock-

iorl li'infﬂ{l.-.-i‘.l'-

‘oggles the character name display

- e
'[.J'.u‘."'l.-"l'.-"l-

“oggles the monster name display
{-;;;'r:.:.li'li'--

Togiles the blur background function
‘l- "-. l‘-_ll"l.r.l;'- '.14:3'.-

Togirles the subtitle alsplay OL/G¥,
Togzgles the "PAUSTY display Ol /Or',
Togile Kormal/Reverse

Toggle Kormal /Reverse










Dungeons (P.

button/IGEKE button
button

L3 button

X2 vutton

START button
Left analog stick
Right analog stick
&3 button

® button

® vutton
® button

FIELD Contrors

The basic con trols used in the Field are

21), Jtem /MNenu (D.
CFeorama System (P,

28) for details of the controls wsed theve.

& button
O buttor
X button
(1 butten

ck
ﬁgvh:_:“““’g,h,dﬂmi

START button

glven below. See the pages for the
10), Invention Slfs*rtm (D. 16) and

notate camera
neset camera position
Change character Wiaximilian F i lonica)

wWitch between camera view

el

chiaracter view

Pause

iLove character

liOvVe camera

Action (tal 1-:;'&;-:_:-1:ai:,e,—-"apf:n door, etc.)
Heset camera position

lhain menu (see P, 9

Yoint the "camera" (see P. 16)
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| MAIN MENU

Dutlng the games press the @ button
to display the /Main meni. TAse the
divectional buttons to select an item

i press che € button.

1 —

I+em .

45 to th; Nrem meni. :
Heem menis, YoU can check on quu-t cutrent ‘ -
Lse (tems 01 KPFLAde ong. e

S, Character

e
1.{; ‘ (@ hange the charactet ¢o control. Select chie to use Tidepod ot /Monster
¢ " ﬂ' T ransformation. /Monster T ransfovmation 18 sot avallable wntil the |

o, s gecond dungeon: : _ |

: Make (see page 17)

; Dpwent @ Hew Ltem oF make an invented e T his selection 18 WOt available
f at the stavt ‘

ou have pigited 'Plﬂilﬂuﬂh'.

Move .
teld or dungeon that y

/Nove dizectly to 4 i
Option (ue page ) e

S l T his lets you change seetings wged in the game:

Help |
Led knowledge about controls, epfective

teme ate added as you

g become able to vlo MOTE things.
ey Help: T his selection 18 not available at the stast:




i?*;rr'af_‘: b Tt
R
W
 Irems
\ Item Menu
‘ Screen

0,
)

QG
@
&)
©)
@

Selecting [Ieem] on the
/MNain menu displays the
Dtem Nene screes.

Active Items

Gilda

List of items carried

Name

Health

Weapon status

Description of highlighted item

ltem Menu Operations
Use ltem/Equip [tem/Discard Item, ete.

Select an item from the list of items carvied and press the @ button to display a
meni of the things you can do with that item.

Meve |+em

Select an item from the list of ltems cavvied and press the @ button to move that item
to a different location or set it as the active item. Hold with the @ button to hold only
gome of several items.

Change Displayed Character
Dress the NN bectton / IGER button or NER buctton / R buttor to change the
character displayed.

Weapons (see page 12)

L Select an equipped weapon ot 4 carried weapon and press the @ button to display a

ot
RS ¢
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ltems

Lhere are many Gypes of items in addition to the ones shoron below.

‘Ttlf to get mote (tems in

Recovery items

bread {%

fellow Banana <

antidote Drink 4

Tagty Water 4

—

P Hestores a little

nealth when aeater.

P liushy banana that
restores health

but creates thirs Ll

r LCleanses poisorn
Irom the body,

+ Yrom a deep
mountain stream.
Simply mouth
watering.

Equipment items

Camera { ml

bevice that lets

you take photos.

Hishing Pole

lguip to fish.

Choose balt wisely,

Repair items

Hepair Powder J‘é 1

(sun Repair *
Fowder

ATmbarid 1
Hepair Powder

rnestores WHP
ol" weapotl.

iHestores WHP of

projectile weapons.

nestores WHP of

armlet weapons,

the dungeons and Shops, ot invent nesw ones.

Attack items

Lomb 4|

wihen thrown

Poison Apple 4

-

[ -auses great damage

@&l an opponent.,

" Foison Apple.
Foisons the eriemy
when throws.

Material items

iollj AT LD[-" I

/L

s

Haw Glass 4

s

FHaterial

Hunk of Copper 4

Pajinut 4|

P Log cut from only

Lne strongest, trees .
=

+ Ingredient

for rlass. L

P A lumpof
PUre copper.

Can be used to
paint Georama parts.

Defense items

Antidote Amulet 1{.@

G000 Amulet 4

F Freveuts e lemy
Fﬂi S0l ii.l-t:{lf:kﬂ-
Wwentually breaks.

I frevents enemy
Zo0ey attacks
but breaks after

a while,

R L



WEAPONS
Weapon Status

On the Jtem meni, gelect a
weapon and pick [ Status] to

display its abiliries.

(7) Special Ability

(?) WEP (Weapon Hit
(3) ABS (Avsorption yalus)

@ Weapon Name

(5) Avilities
@ gynthesis Points

Points)

WHP
T his is the durability of the

attack strength i © until it

Z his is the name of

ABS
T hig is the maglc

Synthesis Points
gbalntf acq:-titfd by leve

Name of the Weapon

the weapon.

‘pumﬂ d&!ﬂpt.{nh

blue magic drops that appeat after
extends to the right side of

ling up WeAPONs with ABS

(/) I
Attack 24 Durable 26

Flame OiChil 10
Lightning gag! Exorcsim 10

) Cycione 0 1 Swan
Soheds ¢ U, Good for

| pedium range.

Smash
Beost 0. Scale

Synthess Point

e

24 the WHP becomes O, the Weapon s

H.FI!HPOH.

is t!pnim:{.

T he number aptes che name is its Levek.

value. Thig i¢ increased by getting the

defeating an enemy. 24 the ABS jauge

the gauge, the weapon Goes KUy a level.




Special Abilities

[ abilities of the weapon.

T hese are lcons for the specls
: 1 Farnlyzes Lne enemy

wealth -L Icreases the gold Stop
dropped LY enemies. for a time.
Joes not appeat
topetner witn
npoverty.”
purable 51ows decrense Dark [ncreases your attack
in WHY. girengtn but you recelve
Does not appear damayge from each attack.
togetner with Does 1ol appeat togetner
npragil e witn "Cri tical."
Poverty } pecreases Lne pold Steal Steals items carried
dropped by enemies. by enemies.
Uoes not appear
togetner with
wyealth."
Fraglile Accelerates ABS Up L Increases Lne Abs
decrease in W HY. dropyed oY e enemy.
Does not appear =
topetner witn
vpurable
Poison r Pols0iis the enemy.
Absorbd nestores your oWt

nealth by & portion
of tne damage
indlictea ot the enemy.
Does rot appeal
togetner witn wHeal."




) inwu are nucmf ways to upgrade Weapons.

i
1Ir } .e. J
&) —

L.wul Up

weapon goes up a level, its attack goes up
“glightly and the synthesis points ave

| Spectrumize
| \ Srccttnmiu s a method of
' | converting items into Synth
*\H Spheres. Any item can be
| gpectrumized, including weapons.
| However, be aware that if you
‘Ht gpectrumixe a level 4 ox lowen
\ meapon, it becomes an unstable
t‘-‘ Siynth Sphere that bavely
| increases the abilities of a

\

\ weapon even if synthesized.



Synthesize
\ Synthesize (s a method of upgrading
weapons by merging Synth Sphetes with

h

the weapon. TOhen an item (s

spectrumized, its effects on a weapon's

abilities appear in blue. The number of

times a weapon can be synthesixed ave
A

determined by the amownt of

'-'-.I
e

.'1, synthesis points. Teapons whose

k\ gynthesis points have dropped to O

= -

\ can no fahfﬂ be sqhtﬁﬁiu:d with :
1

'- th Sphetes. LA
Synth Sphere i
RN
Al
i 'y
F ! ,.
v r‘ b

j @

=

| Build Up
Euiﬂf Uy is a mctﬁod of upgrading
.-" weapons by vebuilding the curient weapon

;
a into a new mmpon.

J ol B
| O the Dtem menu, select a weapon ami pick , 1, . “
| [Build IUp] to display the new weapons that
}I can be built. /Move the cursor to a new weapon
| indicated by [777] and the remaining abilities
_,f! vequived will be displayed in red. Once the _
| abilities of the weapon ave sufficiently achieved by

e
-

- LS " -
s B Ak

'1.,.'. .‘ -._‘
' - L » - .
e
e
- —

J

[ Level UUp and Sptctmmtu / Synthesize, all of
. the abilities will be displayed in white and the Euﬁﬂd
: _ S Wi N HFM&EHEHR‘H! Wk \







che Invention screen and
display the materials vequired. YOt sufficient

e the (tem.

materials requited, select [Yes] to <vea




it
¥y Dunceons

I'
.- Dlmgeans Screen

C¥eens like the oye =
in the duﬂﬁ;i:g, e belom will appear

1

Active item
Health
Weapon status
Rage counter
Map display
Enemy HP

SESECECSRCASRS

Lock=-on gauge

Health 7
thof the - :
!‘ﬁg d““’ﬂl’.’-‘ﬁ‘t .. - qumm C“ttﬂi -"'-.
’m"”""ﬁﬂnmp,w#:;’%’%w_ O IR o
Active item . .,ﬁpﬂtiﬁﬂ,ﬂg’;;%““n
T el e er
i < m#:u“ {tem ﬁﬂﬂfﬂtﬂy csee Pdge Tb> = : o L
Ser "'h
Weﬂpan
Statys
(zﬁfs.{g he
¢ ftate of tkmm s E::ﬁ jage 12) =
| en
gfsp df.-!pfay 1 “Gulpped soref, -
‘2 Map of the
Siteh ameo € Ateq ﬂ'lﬂt(.pu( the ci
"5 display Methout. “atacter. Pryogg R
E'ELE@T 4
he |
locked on 8 dlsplingeq
Enemy Hp - |
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Exploring dungeons

In the ‘Dungeons, you can advance through randomly

generated dungeons while flshting enemies and picking up
items and the like. 4 single dungeon consists of a
number of floors. Once you have cleared the first floox,

you can then advance to the next floor.

{

]
J
|
]
]
:
E
!
1
]
]
]

Floor Select Screen
U se the directional buttons to select the floor you
!‘ want to explore and press the @ button to display the
| name of the floor, the curvent number of medals and
} conditions ﬁa! 0&#:111?1{!15 them. ?fanﬁr that have been "=
,

cleared once can be freely selected any number of times.

Explere the Dungeon
| “Dungeons hold various things including enemies
and treasure chests. /Move ahead while watching
the map display.

. Combat with S ——
1‘. Enemies

| Combat with enemies is performed in veal-time.

1

1 Upon defeating enemies, you may get Gilda, (tems
| and the magic power (ABS) required to raise the

 level of weapons.

| To the Next Floor

‘Zu advance to the next floor, you must get the
f}arc Key, the item that is the key to the exit.

 On each ploor there will always be an enemy who
' will drop a C}ﬂtf Kﬂf when defeated. 4.'.5;’9 ahead

- and advance while defeating enemies.



g |

o\
e
o

@

T hese are treasure chests containing (tems. ;‘Juyﬂ
the @ buctton near the chest to get the items inside.
Some chests are booby trapped or locked.

i

What to expect...
Zhe following things are found in the dungeons.

Enemies

Zhese are monsters and
other enemies swho move
around the dungeon.

|

'1

Treasure Chests

Springs
Lhese springs westore your health, Sneer the
Ipring to vestore yourself to full health,

Angel and Devil Coins

Thetre ave coins with an angel and a devil
drason on them. The coixn beging to spin when
you come close; something good will happen if

the angel comes up, but something bad will
happen if the devil comes «p.

Geostone (see page 28)

These stones ave needed to create

bulldings in the Georama Paxe.

20
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Dungeon Controls

Lhe controls used on in the Dungeons ave given belon,
For details of combat, see pages 22-23.

DUALSHOCK®2 ANALOG CONTROLLER CONFIGURATIONS

L2 button ———
Llbutton —

XN button

¥R vutton
L3 button

(Bress left annlog stick)
START button
SELECT button
Left analog stick
Right analog stick
EXN button

button

R3 button
\Presa rignt analog stiok

Directional button

& button

button + @ button
@® button

® button

® button

hiax: aim Projectile wWeapon

Fonieca: charge Pro

‘lEBEL camera posit

Change character |

Pause

Jectile Weapon
ion

Faximilian / Monica)

owitch the map display method

llove character
Ilove camera

Guard

Switch between first PETSON View and ti

Change character }

aximilian / Ridepod or

Fonica / Fonster Transf ormation

Jelect active item

Attack with hand w

eapon

Attack with projectile weapon

Heset camera position/lock=on

liain menu (see P, 9)

Use active item

— —_— e —

ird person view
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Combat Moves

An combat, various attacks and actions can be done with the controls.

e

Combo Adtacks (@ button repeatedly) |

;-"'uﬂ# the ' button muiﬂﬂt times to #_,f" ™

wnleash combo attacks with the tight ,f'-n - -

hand weapon. eamﬁﬂ attacks ave (?fr f_, -"’-: ¥

¢ﬁ:¢:t£u£ againgt ﬂaﬂting enemles and -:L-w‘fn-‘_ :__ | :
qu.{ck enemles. Also, discovet hew f ' - gt '

combo attacks by moving the left stick

in different dizections while {
'._;'ﬂ""
attacking. 5
?
E i
':

Charge Attacks (Hold down @ |

button and release)
94 you hold down the @ button and then
velease it, this becomes a charge attack. -1

charge attack is mote powerful than an ordinary attack A N> )
ks i -_ ; \E -l
and also attacks a larger area. They ate effective when attacking S AT SO
NS S
glow-moving enemies with high HP values as well as when you are L/ - I’f v,
v ™
sucrrounded by a number of enemies. A (@™
% A\ Rt ra
1..' li"_ | .‘ lr.‘ h
S

. Guard (R button)
w can guard against enemy attacks by holding down the EER

button. You cannot attack while guarding.

Pick Up (While guarding) (@ button)
A4 you press the © button while guarding, you can plck up

an enemy ot other items that might be in front of you. 2% you
preas the @ button again you can thros the object.



o ' e
5 S — =
- % I

.

Lock-On (@ button)
Press the @ button to lock onto a

neatby enemy. Once locked on, the :
character you ate controlling slows l
down and (8 automatically pm‘.nwi S0 |
that it faces the enemy it I8 locked
onto. This is effective when attacking ,
quick enemies and when you want to |

,65"'.1 ,! \ '\ < 5 Improve the accuracy of the alm of left-

£ . Ry [ hand attacks and actlve teem attacks.

\ f-{ = .1 -4 | " " Zo change the target of a lock-on, press the
TN 5 e _t @ button while locked on. T o release a lock- b
W B ™ on, Press the @ button while moving the
| aray from the locked-on enemy

| ] .
| ! ) > A, direction

I

1;l “~a | S )" pursuit Attacks (When enemy is down)
N R S .
I I (farmr& + @ button)

0 2§ you press the © button while approaching a downed
enemy, you can Launch a pursuit attack.

J.--.. i ! § F oo
. k i Jr" f"

———

- T

\7 B Back Flip (While locked on)
o= (buknlri +9 llllttl#) ¥
YOhile locked on, Uf you move AWAY from the locked-on enemy while |
pressing the @ button you can wove backwards while

t:'}--;, frﬂck ﬁff ppinﬁ.}}au do not -reciiw enemy df:tﬂckil wﬁﬁt H
| back plipping:

\ N /¥ Active tem (@ buttox)
—— /" 2\ Press the @ button to use the currently
.y : ) E gelected active LEem. 'Rfcouﬂq (tems will be

wrself, while attack ttems will be

thrown forward.

used on yo
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| E"tf as .
' 7As¢ the story advances, there ave mote things you can do as the
Dungeon Patres increase. '

Rideped

Zhis is a vehicle that Maximilian uses. Its speed is slow,

but it has superior ateack
and defense poswen.

You can customize the pod in diffevent ways by getting parts ox

mﬂkihg inventions,

Meonster Transform

. - B v /Monica can transgfotm into a monster.

ry - Lransformiing into a monster glves hev
o, 2 1) that monster's special abilivies ard

B AN N also lets her commanicate with
LS | : " ’ ¥

A, othet monsters of the same type.
.

b i I'P‘ -. +L
N i ‘-..rr‘

L Support
T | Characters

¥

1
1

Our heroes will bring some of the

people they meet alons on the
adventure as Support characters.
Support chavacters cannot be

v, controlled divecely oq patticipate

o) w il - _in combar, but tkfllf do help with

\ _vatlous abilities.

| Boss Battles
Some floors in dungeons
have huge bosses you mest fight.
gl e A 4 Bosses have high attack and defense
| ’ . 3 _: values. Q:nf to ;fmn_' thein weaknesses

and usze effective attacks against them,



the following.

Attack with a wrench

Attack with a sword

Attack with magic

Attack with a normal gun JI g
Attack with a grenade gun 4 g

Attack with the Ride Pod

Attack with a beam gun
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 GEORAMA SYSTEM

The Gjeorama system is the part of the stovy
“Carpenterion " that you can use as the ¢
it during /ﬂnximlfhm'ﬂ time may cha

where you can build buildings

9 -. u.ﬂlmjthl!
LT Buildings bu nge the futute

Carpenterion Screen
YOhen the Carpenterion icon appears at the bottom lefit of
the scveen, press the SELECT button to display the

C arpenterion Screen. O the Carpenterion scveeh, press

the @ buctton to open the Cleorama menis.

Build Buildings

- VYou can bucild buildings from the plans stored
Ak L the 'Lﬁmstﬂutﬂ' you have ;:ricﬁtd “p. Qelect
[ Make] from the Ceorama meni to display
' 5 a list of the buildings you can currently

| - build. Select a building to see a display of
= the materials required, and then gelect
['yr.s] to complete the bucilding.

Return to the Field
YOhen a human-shaped lcon appears at the bottom left
of the Carpentetion screen, press the SELECT butron

to veturn to the Frield.



Building Layout

Select [Layout] from the Georama mens
to lay out the bulldings you have built on the ]
Field: Once a building is laid out, the g
amotont of “Dolyn™ fixed for each Fleld ts |
decreased, and when the “Polyn” becomes 0,

i no more buildings can be lald out.
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Bom:s A CTIv) nss
“Fishing

Once you get the Fishing Rod, you can fish in numerous areas.

Start Fish
Squip the Fishing Rod and attach the bait and luves to the Fishing

Rod. If you are equipped with the Fishing Pole and o somewhere /
wheve you can fish, the text “@: Stane fishing” will appear at the

bottom left of the screen. Press the @ button to stare pishing.

s

Catching Fish

CUse the left analog stick to set the point to aim at and press the @ button to cast the hook
and lure onto the surface of the water. As a fish comes close, a “1” appears above (ts head.
TAse the left analog stick to veel in and get the pish to bite. Once the fish bites, watch the
tenslon on yout line while moving the left stick in the direction of the arrow to velease
tension and press the @ button to hawl in the fish.

Raising Fish

Once you make the Aquarium, you can begin raising the fish you catch.

How to Raise Fish

From the list of cavvied items, select the fish, and select Put in Aguaricom to move to the
MAguarium. On the Agquarivm, press the @ button to open the menu.

Omn the ﬂquaﬂum gcreen, you can raise ;ﬁsﬁ in any of three di#ttfht Aguariums: the
"Soctal Tank,” the “Battle Tank” and the “Breeding Tank.”

Che “Soctal Tank” is an aguarium whee you place ovdinary fish and ralse them. Their
abilities change depending on the food you give them.

Che “ISattle Tank” is an aquarium wheve you train fish for gtrength for uge in the Fish
Races (see P. 31). Put two or more fish in and the fishes” abilities are boosted in the
ensuing barele.

Che “Sreeding Tank™ is an aquarium wheve you place two fish, a male and a female, to
breed fry that inherit the abilities of their pavents. The parent fish die once the fry ave born.




=ish Races

s the story advances, you witl be able to enter the “Fish Races.”

Flow of Fish Racing
o to the Fish Racetrack and talk to the /M C to enter the Fish Races.

First, from the “Social Tank,” pick the fish to enter tn the race. Next,
select the class you want to enter and lastly, begin the final adjustments.
The final adjustments are done in spectal aquariums with various effects.
Pick an aguarium that matches the fish and rvace. The vace begins once
the final adjustments ave complete. Theve ts nothing for you to do duting
the race. ynm win a prixe if your fish wing the race.

Password Ceontest

As the game progresses, from [ Extra] on the Title menu, enter fish

passwords to challenge fish vatsed by your friends. Ly to bring together
fish passwords for a contest.




- What is Spheda? Y

‘il.\\'+

In the game Spheda (Fealian for *chatlenge”). hotea o U ‘-";g..'.e'
distortions” have opened 1p Al avorcnd the world, 3, M}Mﬁmc

called "sphevas” have fallen ouce of che holes, 46 yorc fuy 5
spheres Gqckmmrﬁéﬁota. d SRR

- You camtur..tgt:ch the spheves woich your
\ hands, so ?—ou Mgt qae 'ﬂ"pt'cfdf items
called “sphed 0ds." Sach vod has 4
Aifferent vange, so colecs the corvect

rod
Aepending on the sitcation,
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Sony Computer
Entertainment

Japan /

Game Design/
&cenaric Producer

;4&!111 ro dHino

Director (Pragrnm)
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