


WARNING: READ BEFORE USING YOUR PrayStation®2 COMPUTER
ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileplic seizures when
exposed to certain light patterns or flashing lights. Exposure to certain patterns
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, or anyone in your family, has an epileptic condition, consult your physi-
cian 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.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherals not authorized by Sony Computer
Entertainment America may damage your console and/or invalidate your warranty.
Only official or licensed peripherals should be used in the controller ports or
memory card slots.

HANDLING YOUR PrayStation®2 FORMAT DISC:

e  This disc is intended for use only with PlayStation“2 consoles with the
NTSC U/C designation.

e Do not bend it, crush it or submerge it in liquids.

e Do not leave it in direct sunlight or near a radiator or other source of heat.

e Be sure to take an occasional rest break during extended play.

e  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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MEMORY CARD slot 2
MEMORY CARD slot 1 disc tray

RESET button

OPEN button

USB connector
S400 {.LINK connector
controllar port 1

controlier port 2

Set up your PlayStation"2 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 turned ON. Press the RESET button.
When the power indicator lights up, press the OPEN button and the display will
open. Place the Dragon Ball Z® Budokai™ 2 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 instruc-
tions and refer to this manual for information on using the software.

Insert @ memory card (8MB) (for PlayStation™2) in MEMORY CARD slot 1 if

you wish to load a saved game, create a new game or save a game. Dragon Ball

Z* Budokai™ 2 requires 7OKB of free space to save your progress in the game.

If you insert a memory card that contains saved data from the original Dragon
Ball Z* Budokai game, you will receive bonus skills and characters, depending on
how much of the game you had completed

If you insert an unformatted memory card after the initial memory card check, you
can still format the memory card by selecting Options from the Main Menu.
Select Save/Load, then select Save Game Data.

To copy a saved game from one memory card to another, you must use the
PlayStation®2 Browser, which you can access by removing the game disc from the
disc tray and pressing the RESET button. Place the memory card that you want to
copy saved game data from in one MEMORY CARD slot, and place the memory
card that you want to copy data to in the other MEMORY CARD slot.

Select Browser and press the 8 button, then select the memory card with saved
game data on it and press the 8 button. Select the Dragon Ball Z* Budokai™ 2
saved game and press the 8 button, then select copy and press the 8 button
to copy the saved game data




CONTROLS

TlGh[ ﬂﬂﬂlﬂﬂ stick
\ (R3 button when pushed down)

/" DUALSHOCK"2 ANALOG CONTROLLER CONFIGURATIONS N
L2 button R2 button
L1 button R1 button
directional
buttons
/\ button
left analog stick O button
(L3 button when pushed down)
SELECT button . = - X button
ANALOG mode button —— [J button
START button

-

MENU CONTROLS

Directional buttons /left analog stick: Highlight a menu item / Change

the settings

R button: Confirm menu item
A button: Go back
START button: Skip movie

DRAGON WORLD CONTROLS

Directional buttons /left analog stick: Highlight character / Highlight

map point
8 button: Select character / Move to map point
A button: Deselect character
B button: Search map point (selected character)
: @ button: Skip turn (selected character)
i R1 button: Edit skills
| R2 button: Show statistics
L1 button: Display Dragon Radar
START button: Pause Menu




BATTLE CONTROLS

Directional buttons /left analog stick: Move character

R button: Guard

A button: Kick

® button: Ki Blast Wave

B button: Punch

R1 button: Punch + Kick (simultaneous)

R2 button: Punch + Guard (simultaneous)
START button: Pause Menu

| Note: You may customize any battle command button in the Options Menu,
‘ including the L1 button and L2 button, which are unused by default. See
'‘Options Menu" on page 8

WispoMm OF KING KAI

Take control of the situation.
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You can do some very impressive moves by combining basic punches, kicks, blocks
and movements. Learn the special combos in order to become a stronger, more

able warrior

Advanced Kick / Punch — If you press the left or right directional button
toward or away from your opponent while pressing Punch (B button) or Kick
(A button), you will unleash a new, more powerful attack. You can even tie
combination attacks together.

Gather Ki — Press and hold Guard (8 button) and double-tap and hold the left

or right directional button (away from your opponent) to generate Ki. You also
generate Ki by landing attacks on your opponent.

Deflect / Return — If you press Guard (8 button) right before you are hit by a
Ki Blast Wave, you can deflect it aside. If you time it just right, you can deflect it
right back at your opponent!




Dodge — Fress and hold Guard (8 button) and tap the up or down
directional button to move in a circle around your opponent. This is especially
helpful for getting away from the edge of the ring.

WIsDOM OF KING KAl

Attack alternatives.
Instead of pressing buttons for punch, kick, guard and Ki Blast Wave,
you can use the right analog stick. Press left for punch, up for kick,

right for Ki Blast Wave and down for guard Diagonal directions also

work

Dash — Double-tap the left or right directional button (toward your opponent)
to dash toward him at increased speed

Grapple — Press Punch (B button) and Guard (8 button) at the same time to
grapple your opponent. Every normal character has a special grapple move.

Energy Punch — Press Punch (B button) and Kick (A button) at the same
time to unleash an unblockable Energy Punch. The longer you hold down the
buttons, the stronger your punch will be (up to a point). Press the left or right
directional button while performing an Energy Punch for exciting vanations.

WisNoMm OF KING KAl
The fist is faster than the eye.

When two fighters simultaneously connect with an Energy Punch, both

are warped into the Burst Zone. You can recognize this place by the
speed at which both warnors attack and block. Push any controller
button as quickly as you can while in the Burst Zone. If you are the
fastest, you will deliver a powerful Knock-Back Attack on your opponent
" upon ¢‘xr£mg the Burst Zone

Power Kick — Press Kick (A button) and Guard (8 button) simultaneously to

perform a powerful kick combination. This move varies according to the character
you are using. Press the left or right directional button while performing a Power
Kick to unleash even more moves.

Taunt — Press all four battle buttons (B + A + @ + 8 buttons) simultaneously
to give your opponent a little something extra to think about, and possibly cause
him to jump backwards.




SPECIAL ATTACKS

Some of the special attacks in Budokai™ 2 require more than just landing an initial
combination of buttons. For these attacks, you must input additional commands

once the attack is launched. You will be prompted to do so by an onscreen graphic
(see below).

] & L) e TR Power-Up Attack — When you see this
(Gl — graphic at the bottom of your screen, you
BL D ~ <8 must start puEhf'ng controller buttons or
rotating the left analog stick or the right
analog stick as quickly as possible. You have a limited amount of time to build
up your power — the faster you ‘mash” the buttons, the greater the attack will be.

The higher the bar on the bottom of the screen gets, the more damage the opponent
will take.

\\ WISDOM OF KING KAl

x‘?svafdance is the key.

Dodaina or r.r'.ll’r‘rr'ulr-l‘.'r.lr_g an mcoming f-‘r.'r.-'c‘r_}"m" attack 15 crucial to

survival Tap Guard (% button) plus the up or down directional
button to jump to eit her side Trv to land an attack while your
opponent i1s powering up to unleash a special attack. If your reaction

| ol & |
time 1s good, you can avord the most devastating attacks

Push-Back Attack — Sometimes when an A VR A
opponent launches an attack at you, you can try ‘{"} i v
to repel that attack before it reaches you. When
you see this graphic, rotate the left analog stick
or the right analog stick or push controller buttons as quickly as you can. The
characters will battle it out in a sort of reverse tug-of-war. The player who generates

the most power wins. If the attacker wins, then his skill will deal major damage. If
the defender wins, then the damage dealt will be minimal

_, S : o Surprise Defense — Defenders sometimes get
P clb cl:) ™ another opportunity to negate a special attack.
.. When you see this graphic, both players must
press either the 8 button, B button, ® button,

A button or press no button at all. If the defending player presses the same
button as the attacker, then he or she avoids some of the damage.

Ultimate Attack — Sometimes a character launches an attack that. is so powerful
— for example, when Yamcha" uses his Spirit Ball Attack — that you must enter
an additional combination of buttons to make g Jmsse= au Wl U
the attack succeed. Press the right buttons in ® — 3 A
the right order and youll deal major damage. -
Fumble your fingers and the attack will fail

E
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SANVING AND LOADING

Once you start a new game, all progress — including unlocked story chapters
and skills — is saved automatically. You must have a memory card (8MB) (for
PlayStation*2) with 7OKB of free space in MEMORY CARD slot 1 in order to

start a new game.

Note: You can only save one game per memory card. If you have a memory card
in MEMORY CARD slot 1 and you select New Game, the old game data will

be overwritten.

Note: You cannot save your game progress onto a newly inserted memory card
if you remove the original memory card from the console.

You can save your current progress to a memory card in MEMORY CARD slot 1
by selecting Options at the Main Menu, then selecting Save / Load, and then
selecting Save Game Data.

To load a saved game, select Load Game at the Load Game / New Game screen,
which is displayed after the game starts. You can also load a previously saved
game by selecting Options at the Main Menu, then selecting Save / Load, and
then selecting Load Game Data. You must have a memory card with a saved

game in MEMORY CARD slot 1 to lead a previously saved game.

VY ELCOME TO
DIRAGON BALL £°
BUDOICKAL £2

The best Dragon Ball Z* fighting game of all time gets even better. Lead Goku"
and his allies through Dragon World in a thrilling single-player quest to find the
mystical Dragon Balls®. But beware: Buu® is waiting, determined to destroy
everything in his path. Do you have what it takes to survive... and win?




_——

MAIN MCRNU)

W After you press the START button at the Title
ml Screen you can start a new game or load a
previously saved game. You must have a memory
card with 7OKB of free space in MEMORY
CARD slot 1.in order to save your progress.

Wiarning: If you start a new game using a

___._...__..’.ﬂ'

_'1 jj-, ST e memory card that contains a previously saved
— Budokai™ 2 game, that game data will be erased.

Note: If you have saved data from a Dragon Ball Z" Budokai™ game on the
memory card, you will automatically unlock some capsules. The more of the original
game that you unlocked, the more bonus capsules youll receive!

At the Main Menu, use the directional buttons or left analog stick to highlight
an option, and then press the 8 button to select it.

DRAGON WORLD

Become Goku" and join with your friends to defeat a seemingly unstoppable force
of enemies. (See "Dragon World" on page 11)

DUELING

Choose a fighter — standard or customized — and battle against your friends
or a computer (Al) opponent. (See "Duel” on page 13.)

WORLD TOURNAMENT

Select a warrior — standard or customized — and battle to become the champion.
If you are the winner or runner-up you will win prize money, which you can spend
on new skill capsules! (See "World Tournament” on page 15.)

TRAINING

Use a character — standard or customized — to practice your fighting moves
against a customizable computer opponent. (See "Training” on page 16.)

EDIT SKILLS

After you find skills in Dragon World, you can use them to customize characters.
You can also buy skill capsules using any Zenie you have won in World
Tournament or found in Dragon World. (See "Edit Skills” on page 18.)

OPTIONS

Change a number of game settings, including opponent strength, controller
configuration and more.

OFFTIONS MCNU)

Choose Options from the Main Menu to adjust various game settings. Use the
up or down directional button to select an option. Press the 8 button to go
to that option sub-menu.

8




GAME OPTIONS

Game Difficulty — Set the difficulty of the Dragon World game from Very Easy
to Very Hard

Com Level — Set the strength of your computer opponents from Very Weak to
Veery Strong. This determines how well computer-controlled characters attack and
block in Duel Mode.

Duel Time — Set the length of duels, from 30 seconds to no time limit.
Exit — Return to the Options Menu.

SAVE /LOAD

Save Game Data — Save your current game progress to a memory card in

MEMORY CARD slot 1.

Load Game Data — Load a previously saved game from a memory card in
MEMORY CARD slot 1

CONTROLLER

Press the up or down directional button on the controller in controller port 1 or
controller port 2 to highlight "Vibration.” Press the left or right directional button
to toggle vibration ON / OFF for that controller.

You can customize the controller by configuring commands your favorite way. First,
using the controller that you want to customize, and press the up or down directional
button to highlight "Config.” Press the left or right directional button to choose
one of two preset configurations (A or B), or customize your own buttons (Cust.).

To set a custom configuration, highlight Cust, then press any controller button
(except the directional buttons, or analog sticks). While holding that button down,
use the left or right directional button to scroll between different moves. For example,
you can assign the command Punch + Kick + Guard (transform, for many characters)
to the R2 button by holding down the R2 button and then pressing the left or
right directional button until the "P + K + G" symbol is displayed

Press the SELECT button to reset controls to default. Press the START button to
save your settings and return to the Options Menu.

SCREEN

Brightness Control — Press the 8 button to go to the Brightness Control screen.
Use the left or right directional button to adjust the monitor brightness. Press the
A button to return to the Screen Menu.

Screen Adjust — Press the 8 button to go to the Screen Adjust screen. Press and
hold the & button and press the directional buttons to move the top information
panel. Press and hold the B button and press the directional buttons to adjust
the positioning of the entire screen. Press the SELECT button to reset to defaults.
Press the START button to save your changes and return to the Screen Menu.




SOUND

Speaker — Switch between Stereo and Mono.

Music Volume — Adjust the music volume. |

Voice / SFX Violume — Adjust the volume of the in-game voices and sound effects.

THEC BATTLE SCIRCC™~N

Health Gauge
Ki Gauge

Time

Most of Dragon Ball Z* Budokai™ 2 takes place on the Battle Screen. The
following information is displayed on screen during a fight:

WINS (DUEL MODE ONLY)

This shows the number of duels a character has won since you entered Duel Mode
from the Main Menu.

HEALTH GAUGE

This is the character’s current health. As a character suffers damage, the gauge will
turn from green to yellow to orange. (A few very powerful characters start with a
blue bar!) When the orange bar disappears, that character is knocked out (K.O.)
and loses the battle.

Kl GAUGE

This gauge builds up as you successfully land punches, kicks and special attacks on
opponents. You can also build up Ki by pressing and holding Guard and double-
tapping the left or right directional button (away from your opponent). Using
some special attacks and Ki Blast Waves depletes your Ki supply. Blocking and
using certain skills can also drain your Ki.

DAMAGE

This is the damage this character received from the most recent attack.

TIME

This is the battle’s time limit. When the time reaches zero the battle will end, and
the character with the most health wins. You can modify the time limit for Duel
and World Tournament battles in Game Options.

10



DIRAGOMN YYORULD

Enter the Dragon World and search for the seven Dragon Balls® with Goku® and
his friends. Unlock hidden characters, collect new skills and earn Zenie. At the end,
if you have found all seven Dragon Balls®, Shenron™ will grant you a wish!

Select Dragon World from the Main Menu. If this is your first time playing, you
will automatically start on the first map. Otherwise, you will continue the game on
the last map you were on. At each map, you will be prompted to select one or
more allies to join you in your adventure.

In addition to searching for Dragon Balls®, you will have a specific goal on each
map, such as defeating a certain enemy. Once you complete this goal you will
move onto the next map, regardless of whether you have found a Dragon Ball® on
that map. It is possible to find more than one Dragon Ball® on a map.

MOVING AROUND THE MAP

The game is played in turns. Each character on the map (except Goku) is represented
by his or her portrait. A blue background means the character is an ally; an orange
background means they are an enemy. In the lower left corner of the portrait is the
character's Health Bar. In the upper right corner is the number of moves the char-

acter may make per turn.

Use the left or right directional button to scroll between your characters. Press the
® button to select a character. Press the A button to deselect a character and
choose another one,

Once you have a character selected, press the directional buttons to see the map
locations to which the selected character can move. Press the 8 button to move to
the location that has a red arrow pointing at it. Press the press the B button to
search a map location. Press the @ button to skip the selected characters turn.

Symbols on the map (see below) indicate items that your character will pick up
when he enters a map location. Some items, including all Dragon Balls® beyond
map 1, remain hidden until you search that map location

MAP SYMBOLS

S Dragon Radar — Once you have acquired a Dragon Radar, press the
| L7 button to activate/deactivate it. While activated, it will show the
d direction of the Dragon Ball® from the currently selected character.

. Dragon Ball® — Collect seven of these before the end of the Dragon

World adventure and Shenron™ will grant your wish!

abilities.

Attack Up — Increases your offensive power
u Defense Up — Increases your defensive power.
11

Skill Capsule — Use skill capsules to customize your character’s fighting
4




move per turn.

['- A ‘ Extra Turn: The character that finds this power-up receives one extra
‘,.,‘]

Zenie — Increases your funds, which you can use to buy skills in Bulma™'s
e
T Sh{}p.

g Free Ride — Step on Mr. Popo™'s magic carpet to warp to a new map
location.

Dende™ — Step here to restore one Health Point.

L
vk
e

AR T A

Battle Conditions — If you battle here, your duel will begin with certain
conditions, such as steadily draining energy.

\ WISDOM OF KING KAI"

You must seek out answers (and other stuff).

/

= M o . ] | F - ' = Fal Tl a o 'r
J0me map 1items, i .'!.a;'i"rr'.-r'f Llragon bDalls, are hidden and you wonl

find them unless you search for them, Te search a map location,
select the character on that location by pressing the 8 button and
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find (although sometimes it's not always beneficial)

EDIT SKILLS

Press the R1 button to display the Edit Skills window. Here you can customize capsules
before your next battle. Select a skill slot and press the 8 button to display a list of
available skill capsules. Select a skill capsule and press the 8 button to copy it to the
selected spot. Select a skill slot and press the @ button to remove that skill capsule
from your characters current abilities. Press the & button close the Edit Skills window.

Press the R2 button to display the offensive and defensive power for each character
on the screen. Use the left analog stick to scroll over the map.

Each character on the map has from 1 to 5 Health Points. Each time you lose a
duel, you lose one Health Point. If a character is reduced to zero Health Points,
that character is removed from the map. You can reqain Health Points by moving
to @ map point where Dende” is located.

WisPOMm OF KING KAl

Set the pace.

Ir‘. 1N -~ & Fal R ' W 3 i 0 = 1-1‘ ..l'lll ' '|I J|.||I "I.
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BATTLE!

Whenever your character and an enemy occupy the same location, there will be a brief
dialog between the characters, and then you will have the option to view your skills or to
begin the battle. (You must use Edit Skills to change the listed skills before you battle)

After each duel, the winner remains at the location. (If there is more than one
opponent on the same square, you must defeat both of them.)

The loser(s) loses one Health Point and moves back one map square.

ﬁ The damage mark displayed above the loser indicates that the character Is
s A stunned. If you defeat a character with the mark, the Health Points of the

character decrease by two points instead of one.

UNLOCKING CHARACTERS

In order to unlock some characters, you must defeat an opponent in Dragon
World or Babidi's™ Spaceship with a character that is associated with that character
in the animated series. Some examples of famous pairs include Krillin® and
Android 18", Goku® and Frieza®, Gohan" and Cell", and Hercule” and Buu".
Some characters can be defeated by more than one character to unlock a different
character each time. Here are some examples:

* Tien™ vs. Nappd™ unlocks Yamcha®
* Vlegeta” vs. Nappa™ unlocks Nappa

« Goku™ vs. Cell™ unlocks Cell”™

DRAGON WORLD PAUSE MENU
Press the START button during a Dragon World game to display the Pause

Menu. Your choices are:
Exit — Save your progress and return to the Main Menu.

Restart Dragon World — Restart at the beginning of Map 1. Warning: You willl
lose any progress you have made.

DUCL
Select your favorite character and go head-to-head against your rival on any battle
stage. The best part about Duel Mode is that you can face off against your friends!

(It's also fun to watch two computer opponents battle it out!) Select Duel from the
Main Menu to proceed to the Battle Mode screen, then choose one of the following:

1P vs. Com — Human vs. Computer: Human player must use the controller
plugged into controller port 1

1P vs. 2P — Human vs. Human: Each player must use a separate controller.

Com vs. 2P — Human vs. Computer: Human player must use the controller
plugged into controller port 2.

Com vs. Com — Computer vs. Computer: Select two fighters and watch them battle

it out.
13




CHARACTER SELECTION

Use the left or right directional button to highlight
a character portrait and then press the 8 button
to choose that character. After you select a charac-
ter, use the up or down directional button to select
Normal Custom or Edit Skills. Choose Normal to
use the standard character. Choose Custom to use a
character that you have created using the Edit Skills
feature. Choose Edit Skills to change the characters
skills before the start of this battle (see "Edit Skills"
on page 18). Select the Question Mark (2) or press the B button to choose a
random character. Press the 8 button to confirm your character selection.

Note: To select an alternate costume, press the up or down directional button.

WISDOM OF KING KAl

Harness the power of nature.
.‘."-::"H_J Can cause extra .-'1|'.-.'f-'F|-.'I.{:|'" [O Your :‘j?l,'-'-'i.'.lr‘.f

hirmr into mountains and other larae obiects [ ear
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If you are dueling against a computer opponent, you must choose the computer-
controlled character before proceeding to the Stage Selection screen. If you are
dueling against a human opponent, each player must choose a character before
proceeding to the Stage Selection screen

At the Stage Selection screen, use the left or right directional button to highlight
a stage and press the 8 button to proceed to the Battle screen.

DUEL PAUSE MENU
Press the START button while in Duel Mode to display the Pause Menu. Your

choices are:

Continue Battle — Close the Pause Menu and return to the duel in progress.
Pressing the START button or the A button will also Continue Battle.

Refer to Skills — Display a list of your character's attack and transformation skills,
and the button combinations required to perform these skills.

Reselect Character — Return to the Battle Mode screen.
Main Menu — Return to the Main Menu.

Note: You cannot Refer to Skills during a Com vs. Com duel

14




VYORUD TOURMNM AMCGCNT

Select World Tournament from the Main Menu to enter a 3-, 4- or 5-round
competition against the finest collection of Dragon Ball Z* warriors. Winning a
World Tournament, or coming in second place, will earn you Zenie, which you can

use to buy capsules in Bulma's™ Skill Shop (see "Edit Skills" on page 18).

WisNoMm OF KING KAl

Think outside the boundaries.

If you knock your opponent out of the ring, you win the match
."mn‘?fdf.-:l'tf{}f. Tijf to get ‘}fﬂurie‘ff in a pasr'tmn where you can push your
opponent out of the arena and avoid being pushed out yourselfl

There are three World Tournament levels:

Novice — The Novice tournament consists of three battles, and is perfect for get-
ting used to the game.

Adept — There are four battles in an Adept tournament, and your opponents are
stronger and more fierce than in a Novice tournament.

Advanced — Youll have to fight with everything you've got in this five-battle tourney.

Here you'll face the strongest, most advanced fighters — all determined to toss you
off the stage.

Note: The Adept level will remain locked until you have unlocked enough characters
to fill the roster (it takes 16 characters to fill the Adept level roster). Advanced level
will remain locked until you unlock all characters. (See "Unlock Characters” on

page 13.)
WORLD TOURNAMENT RULES

To play World Tournament, choose it from the

Main Menu, then press the up or down directional
button to select a tournament level (locked levels
will not be available). Then, choose the number of
human competitors that will compete in the tour-
nament. Next, choose a character for each of the
human competitors, just like you would in Duel

1 Mode.

A tournament tree displays upcoming matches. After you see who your next opponent
is, press the 8 button to proceed to the ring. The tournament is played elimination-style,

so losing one fight means you're out. If you win, you move up the tournament tree.
Battles continue until a fighter is K O.'d or thrown out of the ring

Note: If you compete in a World Tournament as the only human competitor, you
will win Zenie if you place in first or second place — the higher the tournament

level, the more you will win. If more than one player competes in the tournament,
no prize money will be awarded
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Press the START button during a World Tournament battle to display the Pause
Menu. Your choices are:

Continue Battle — Close the Pause Menu and return to the fight. Pressing the
START button or the A button will also Continue Battle

Refer to Skills — Display a list of your character's attack and transformation skills,
and the button combinations required to perform these skills.

Main Menu — Quit the tournament and return to the Main Menu.

TIRAINING

Here you can practice to your heart's content with the character of your choice,
with no worries about Ring-Outs, K.Os, or, If you so choose, even opponents
who fight back. Select a normal or a custom character for yourself , a computer
opponent and a stage, then you're ready to go.

You can also take Goten® through a rigorous training regime supervised by
different Z Warriors.

PRACTICE MODE

Practice mode is like a reqular duel, except that neither opponent can be KO.d,
and you set how reactive your computer opponent will be.

The on-screen display in Practice mode contains a few extra lines of information to
help you gauge your most effective attacks and refine your fighting strategies:

Max Hits — Displays the maximum number of successive hits you made in a single attack

Damage — Displays the damage of the last single attack. (This number only
remains on screen briefly.)

Total Damage — Displays the damage of your last combination or special attack.
(This number only remains on screen briefly.)

Max Damage — Displays the highest amount of damage you have dealt so far
in a combination or special attack.

Attack — Displays the current Attack rating. This rating can be affected by creating
a custom character using certain capsules, such as Rage

Guard — Displays the current Guard rating. This rate can be dffected by creating
a custom character using certain capsules, such as Old-Style Armor.
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PRACTICE PAUSE MENU

At the Battle screen, press the START button to display the Pause Menu. Use the
up or down directional button to highlight any of the following options:

Continue = Close the Pause Menu and return to the Battle screen. Pressing the
START button or the A button will also return you to the Battle screen.

Com Action — Use the left or right directional button to set how the computer
opponent reacts. Choose Do Nothing to make the opponent simply stand there
and take a beating. Choose Guard 1 to make the opponent block everything but
unblockable a’ttacks Guard 2 makes your opponent guard most attacks. Match
makes the epponent fight back, as if you were in a reqular duel.

Com Level — If you choose Match in Com Action, you can use the left or right
directional button to set the opponent’s fighting level to Very Weak, Weak,
Average, Strong or Very Strong.

Defend Ki Blast Wave — If you choose Do Nothing, Guard 1 or Guard 2 in the
Com Action setting, you can use the left or right directional button to set whether
the computer opponent will Do Nothing, Deflect, or Deflect Back any Ki Blast
Waves thrown at it.

Counterattack — If you choose Do Nothing, Guard 1 or Guard 2 in the Com
Action setting, you can turn Counterattack ON or OFF. When Counterattack is
ON, an on-screen indicator will display the word "Counter,” letting you know that
you've broken through your opponent’s defenses and can now land combination
moves or special attacks.

Break-fall — Use the left or right directional button to turn Break-fall ON or
OFF. When Break-fall is ON, your opponent cannot be knocked down.

Display — Use the left or right directional button to change the on-screen
display.

e Nothing shows no extra on-screen information.

e Status displays data about your attacks and your opponents attacks.

e Command displays on-screen button combinations for each characters attacks.
e Status and Command displays both Status and Command information on screen.

Reset Position — Start the practice session over from the initial position and

Ki levels.

Skill List — Press the ® button to display the list of skills that require button
combinations. Press the up or down directional button to highlight a skill and
press the 8 button to practice that skill. This will show the proper button combi-
nation in the Commands bar on screen. When you successfully press the proper
button combination, "O.K." will appear on screen, and then the skill will take effect.

Character Select — Return to the Practice mode Character Selection screen.

Main Menu — Exit Training mode and return to the Main Menu.
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TRAINING MODE

Select Chapter 1 to begin your training regime. After you complete a chapter you
can move onto the next. In each chapter, a Z Warrior will teach you important

battle skills and strategies.

CIDIT SIKILLS

Here you can customize characters, buy skills, view your collection of acquired skills
and trade skills between memory cards. Note: You must have a memory card in
MEMORY CARD slot 1 in order to purchase or organize skills. You must have

memory cards in both slot 1 and slot 2 in order to trade skills.

Select Edit Skills from the Main Menu. At the
BN first screen, press the left or right directional
B button to select characters and skills on a

& memory card in MEMORY CARD slot 1,
8 MEMQORY CARD slot 2, trade skills between
: - | two memory cards, or view the E.S.S. tutorial on
ihe memory card (048) | editing skills. Press the 38 button to continue.

r Moy Cd
[Tar MavEatonm?)
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|ﬂre educated fighter has the edge.
It vauw are just starting ot Vi .-.-;--_.-__.‘.‘u," be "r:‘lu'i'-’--'-"-'l‘.r canjuse

g owl, vou

EDIT CAPSULES

Select Edit Capsules to change skills for the charac-
ters that you have unlocked. Press the left or right
directional button to choose a character and press ¥
the 8 button to edit that characters skills. T
,Piccolo 2
Press the up or down directional button to select & < l"xﬁ
a skill slot. Press the @ button to remove a skill é
capsule from that slot. Press the 8 button to open
the Skill Type window. Press the left or rnight
directional button to choose among Ability, Physical and Support capsules and press the
up or down directional button to highlight a skill capsule. Press the 8 button to copy
the highlighted skill to your character. Press the & button to go back one step.

SKILL SHOP

At the Skill Shop, you can purchase many kinds of capsules. Each capsule contains
one skill. Press the up or down directional button to select a capsule. Fress the

B button to look at the selected capsule’s Skill Sheet. Press the 8 button to buy
the selected capsule. Press the A button to return to the Edit Skills Menu.
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SKILL LIST

Select Skill List to view the skills that you have acquired. Press the up or down
directional button to select a skill capsule and press the B button to view the
Skill Sheet. Press the left or right directional button to select a new page. Press
the A button to return to the Edit Skills Menu.

READING THE SKILL SHEET

The Skill Sheet of a capsule centains information that is useful when deciding how
to customize your ultimate warriors.

Rarity — The color bar at the top of the Skill Sheet indicates a capsule’s rarity.
Basic blue is @ common skill, blue with silver is uncommon, blue with gold is rare,
and all-gold is ultra-rare.

Skill Name — The name of the skill
Effects — The skill's effects.

Usage — The conditions required to activate the skill

SKILL ICONS

Can Increase — Skill increases when set repeatedly. Each successive use
of that skill will be more powerful, up to a limit of two.

Qu

Can Trade — Indicates that you can trade this skill with other players.

Cannot Trade — Indicates that you cannot trade this skill with other
players.

Use Once Only — This skill can only be used once per battle.

Number of Slots — Indicates the number of slots this skill occupies in
the Custom Tray

@ © @ ©

Whats a Skill?

Skills refer to the special abilities that each character possesses. Skills are
/ found in capsules and can be found in Dragon World or bought at

/ Bulmas™ Skill Shop.

There are three types of skills: Ability Skills, Physical Skills and Support Skills
=== Be sure to get a good handle on what each of these types of skills does!

Ability Skills — These red capsules include transformation and death-moves

Physical Skills — These blue capsules include successive attack and throwing skills

Support Skills — These green capsules include armar, medicines and other supplemental
fighting aids.

TRADING SKILLS

You can trade skill capsules between two memory cards, each with Dragon Ball Z*
Budokai™ 2 game data saved on it. Select Edit Skills at the Main Menu, then
choose the Trade Skills icon and press the 8 button to go to the Trading screen.
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Press the up or down directional button to select a memory card, then press the
R button. Choose up to four skills you want to trade from the Skill Case, and
then press the 8 button. Select the other memory card, and choose skills to trade
from that card. When you are ready to trade, press the START button. You cannot
trade skills that your opponent already has. Note: Once you trade a skill capsule,
it disappears from your memory card.

CHARACTCRS
GOKU*® E

Preferred Move — Super Spirit Bomb ‘1
®,®, 0, ®, ® |

TEEN GOHAN®

Preferred Move — Father-Son Kamehameha

W, ©, w, ©, ®

KID TRUNKS® |
Preferred Move — Double Buster

r,®©,®,®, ® |

GOHAN?®

Preferred Move — Super Kamehameha

W, ©,rw, ©, ®

GREAT SAIYAMAN"™

Preferred Move — Justice Carnival

r®, ©, ®, ®

L T —
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VIDEL™
Preferred Move — Videl's Close Call

P P P K E

F r F F

PICCOLO™
Preferred Move — Hellzone Grenade

K, K6 P K,6E

F

K K

£, £

KRILLIN®

Preferred Move — Fierce Destructo Disc

K, €, P, (€ ,6 (E

F

YAMCHA?®
Preferred Move — Spirit Ball Attack

P @, PP, & ;&

F r r

T}ENTM
Preferred Move — Volleyball Fist

» P, P, P, K, E

HERCULE"™
Preferred Move — A Present for You

®©,©,»r©,»xw,E
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SUPREME KAI"
Preferred Move — Majestic Rush

rK, ®©, ®, E

'-fl\‘rr‘-'!—r -

DABURA™
Preferred Move — Hell Blade Rush

r®,.»®,®, ®©, ®

MAJIN BUU®
Preferred Move — Angry Explosion

i
» @), ®, »®,®, E

SUPER BUU"
Preferred Move — Absorption

»®,®, »®, P, &

- T ———

KID BUU®
Preferred Move — Warp Kamehameha

®,®, 0, ,O ;

ANDROID 20~
Preferred Move — Life Drain

r®, ®,®, ®©, ®
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CELL™
Preferred Move — Spirit Bomb

» P, PP, P, 6K, 6 E

4

ANDROID 18~
Preferred Move — Energy Field

PP, P P K,6 E

F o ’

ANDROID 17~

Preferred Move — Power Strike
K K ’ ’JK ’ .K- ’ E

F

ANDROID 16~
Preferred Move — Hell Flash

r®,r®, ®, ®

FRIEZA®
Preferred Move — Death Ball

» P, P, P,6 K, E

, r

CAPTAIN GINYU™
Preferred Move — Body Change

» P, P, P, K, E

' e

23




RECOOME™

Preferred Move — Recoome Bomber

r, ©, ®©, 4©, ®

RADITZ"
Preferred Move — Dynamite Monday

ro, ®, ®, ®

NAPPA™
Preferred Move — Breakstorm

®, e 0,6

VEGETA®
Preferred Move — Big Bang Attack

r®, ®,®, ®©, ®

TRUNKS*®
Preferred Move — Burning Slash

®©, 0 20, 20,®,®

GOTEN®
Preferred Move — Fusion (Gotenks)

®, 6,60, ©,
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ATARI YWCIB3 SITCES

To get the most out of your new game, visit us at:

hitp://www.us.atari.com
To send e-cards to your friends, download wallpapers, or get access to other free stuff, visit our Freebies section at:
www.us.atari.com/freebies
If you would like to chat with other gamers, as well as developers, visit our Community Forum area at:
www.ataricommunity.com

Kids, check with your parent or guardian before visiting any web site.

Chal Messages: Atari does not monitor, control, endorse, or accept responsibility for the content of chal mes-
sages. You are strongly encouraged not to give out identity or other personal information through chat message
transmissions. Kids, check with your parent or guardian if you are concerned about any chat you receive.

Use of Alari web sites is subject to terms and conditions, which you can access at:

www.us.alari.com/terms_of_service.asp

TCCHNICAL SUFFFORT

(US. & CANADA)

Help Via the Internet
Up-to-the-minute technical information about Atari products is generally available 24 hours a day, 7 days a week via the Internet
at:

hitp://www.atarisupport.com

Through this site you'll have access to our FAQ (Frequently Asked Questions) documents, our Hints/Cheat Codes if they're available,
and an E-Mail area where you can get help and ask questions if you do not find your answers within the FAQ.

Note: In the event we must send you a Hint Sheet, FAQ document, patch or update disc via E-mail, we may require verifiable
consent from a parent or guardian in order to protect children’s privacy and safety online. Consent Forms are available at the
web site listed above.

Help Via Tel I ited States & Canad

For phone assistance, call Atari Technical Support at (425) 951-7110. Our Interactive Voice Response system is
generally available 24/7, providing autormated support solutions immediately.

This console-based product has automated support, which includes information such as gameplay tips, information on Control
Keys, possible Cheat Code combination keys, and instructions for finding secret screens and/or additional game levels (if these type
of items exist and are made available for this particular product).

Great News! We've improved our Automated Systems so that you can get product-specific Troubleshooting help more quickly. All
you need fo do is enter the product's Part # when prompted to do so. This will take you directly to all of our known issues and
solutions for this fitie. The product's Part # is located in several places (on the CD label, Game Pak, package and/or plastic disc
case, if applicable) and is usually identified by a number such as 04-12345. When prompted by the Automated System, enter
the last five digits of your product’s Part #, (For example, Part # 04-12345 would require that you enter the "12345" portion of
the number for that product.) Nete: Some products simply feature a five-digit Part # without an "04-" prefix.

Live support is generally available Monday through Friday, 8:00 AM until 6:00 PM (Pacific Time). Note: We may be closed on
major holidays.

Produ P res | it

In the event our technicians at (429) 951-7110 determine that you need to forward materials directly to us, please include a
brief letter explaining what is enclosed and why. Make sure you include the Return Merchandise Authorization Number (RMA#)
supplied to you by the technician, and your telephone number in case we need to call you. You will receive the mailing address
when the technician gives you the RMA#. Any materials nol containing this RMA# will be returned 1o you unprocessed.

Warranty Policy in the United States & Canada

If our technicians determine that the product storage medium is found to be detective within ninely (90) days of original purchase,
(unless otherwise provided by applicable law), Atari will replace the item free of charge, to the original purchaser, if the ilem is
accompanied by the original dated receipt and packaging.
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IMPORTANT — READ CAREFULLY: Please be sure to carefully read and understand all of the rights and restric-
tions described in this End-User License Agreement ("EULA").

AGREEMENT

This document is an agreement between you and Atari, Inc. and its affiliated companies (*Company”). The enclosed soft-
ware game disc(s), cartridge or Game Pak ("Software") and any accompanying printed materials are licensed to you only
on the condition that you accept all of the terms contained in this EULA.

By opening this package and installing or otherwise using the Software you agree to be bound by the terms of this EULA.
If you do not agree to the terms of this ELILA you may not install or use the Software and within 15 days of purchase you
must call the Tech Support telephone number listed in the manual accompanying the Software (the “Manual™). Select the
Automated Phone System’s Main Menu option for Consumer Services and follow the prompts.

You will be given a Return Merchandise Authorization number (RMA #) by the technician. You then have 15 days from
the date of this contact to return the Software in its protective covering, the Manual and the original sales invoice to
the address supplied to you.

If this is a PC product, when you install the Software you will be asked to review and either accept or not accept the
terms of the EULA by clicking the "I Accepl” button. By clicking the *| Accept™ button you acknowledge that you have
read the EULA, understand it and agree to be bound by its terms and conditions.

COPYRIGHT

The Software is protected by copyright laws and international copyright treaties, as well as other inlellectual property
laws and treaties. All title and copyrights in and to the Software (including but not limited to any images, photographs,
animations, video, music, text and “applets” incorporated into the Software) and any printed materials accompanying
the Software are owned by the Company or ils Licensors.

GRANT OF LICENSE

The Software is licensed and not sold to you and its use is subject to this EULA. The Company grants you a limited,
personal, non-exclusive license to use the Software in the manner described in the user documentation. The Company
reserves all rights not expressly granted to you in this EULA.

PERMITTED USES
1. If the Software is configured for loading on a hard drive, you may install and use the Software on a single computer.

2. You may make and maintain one copy of the Software for backup and archival purposes, provided that the original
and copy of the Software are kept in your possession.

3. You may permanently transfer all your rights under this EULA, provided you retain no copies, you transler all of the
Software (including all component parts, the media and printed materials and any upgrades) and the recipient reads
and accepts this EULA

RESTRICTIONS
1. You may not delete or obscure any copyright, trademark or other proprietary notice on the Software or accompany-
Ing printed malerials.

2. You may not decompile, modify, reverse engineer, disassemble or otherwise reproduce the Software.

3. You may not copy, rent, lease, sublicense, distribute, publicly display the Software, creale derivative works based
on the Software (except to the extent expressly permitted in the Editor and End-User Variation section of this
Agreement or other documentation accompanying the Software) or otherwise commercially exploit the Software.

4. You may not electronically transmit the Software from one computer, console or other platform to another or over a
network.

5. You may not use any backup or archival copy of the Software for any purpose other than to replace the original copy
in the event it's destroyed or becomes defective.

EDITOR AND END-USER VARIATIONS

If the Software includes a feature that allows you to modity the Software or to construct new variations (an “Editor”), you
may use such Editor to create modifications or enhancements to the Software, including the construction of new levels
(collectively the "Variations”), subject to the following restrictions. Your Variations: (i) must only work with the full, reg-
istered copy of the Software: (if) must not contain modifications to any executable file; (ili) must not contain any libelous,
defamatory or other illegal material, material that is scandalous or invades the rights of privacy or publicity of any third
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party; (iv) must not contain any trademarks, copyright-protected work or other property of third parties; and (v) may nof
be commercially exploited by you, including but not limited to making such Variations available for sale or as part of a
pay-per-play or timesharing service.

TERMINATION

This EULA is effective until terminated. You may terminate this EULA at any time by destroying the Software. This EULA
will terminalte automatically without notice from the Company if you fail to comply with any provisions of this EULA. All
provisions of this EULA as to warranties, limitation of liability, remedies and damages will survive fermination.

LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES

You are aware and agree that use of the Software and the media on which is recorded is at your sole risk. The Software and
media are supplied "AS 1S." Unless otherwise provided by applicable law, the Company warrants to the original purchaser of
this product that the Software storage medium will be free from defects in materials and workmanship under normal use for nine-
ty (90) days from the date of purchase. The warranty is void if the defect has arisen through accident, abuse, neglect or misap-
plication. If the Software fails to conform to this warranty, you may at your sole and exclusive remedy, obtain a replacement free
of charge if you return the defective Software. Follow the Product Return Pracedures described in the Manual. The Company
does not warrant that the Software or its operations or functions will meet your requirements, or that the use of the Software will
be without interruption or error.

TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, EXCEPT FOR THE EXPRESS WAR-
RANTY SET FORTH ABOVE, THE COMPANY DISCLAIMS ALL WARRANTIES, EXPRESS OR IMPLIED,
INCLUDING AND WITHOUT LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FIT-
NESS FOR A PARTICULAR PURPOSE AND NON-INFRINGEMENT. EXCEPT FOR THE EXPRESS WARRANTY
SET FORTH ABOVE, THE COMPANY DOES NOT WARRANT, GUARANTEE OR MAKE ANY REPRESENTATION
REGARDING THE USE OR THE RESULTS OF THE USE OF THE SOFTWARE IN TERMS OF ITS CORRECT-
NESS, ACCURACY, RELIABILITY, CURRENTNESS OR OTHERWISE. SOME JURISDICTIONS DO NOT
ALLOW THE EXCLUSION OF OR LIMITATIONS ON IMPLIED WARRANTIES, SO THE ABOVE EXCLUSIONS
AND LIMITATIONS MAY NOT APPLY TO YOU.

LIMITATION OF LIABILITY

IN NO EVENT WILL THE COMPANY OR ITS EMPLOYEES OR LICENSORS BE LIABLE FOR ANY INCI-
DENTAL, INDIRECT, SPECIAL, CONSEQUENTIAL OR PUNITIVE DAMAGES, OR ANY DAMAGES WHAT-
SOEVER (INCLUDING, WITHOUT LIMITATION, DAMAGES FOR INJURY TO PERSON OR PROPERTY,
FOR LOSS OF PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION, LOSS OF
PRIVACY, FAILURE TO MEET ANY DUTY AND NEGLIGENCE) ARISING OUT OF OR IN ANY WAY RELAT-
ED TO THE USE OR INABILITY TO USE THE SOFTWARE, EVEN IF THE COMPANY OR AN AUTHORIZED
REPRESENTATIVE OF THE COMPANY HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.
SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSE-
QUENTIAL DAMAGES, SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU.

IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH RESPECT TO THE SOFT-
WARE EXCEED THE AMOUNTS ACTUALLY PAID BY YOU FOR THE SOFTWARE.

CHOICE OF LAW AND VENUE

This EULA is governed by the laws of the United States of America and the State of New York, exclusive of its conflicts
of law provisions. The exclusive venue for litigation regarding or arising from this EULA is New York County, New
York and you agree to submit o the Jurisdiction of the courts of New York County, New York for any such litigation.

MISCELLANEOUS
If any provision or portion of this EULA is found to be unlawful, void, or for any reason unenforceable, it will be sev-
ered from and in no way affect the validity or enforceability of the remaining provisions of the EULA.

This EULA constitutes the entire agreement between you and the Company regarding the Software and its use.

© 2003 BIRD STUDIO/SHUEISHA, TOEI ANIMATION. Licensed by FUUNimation Productions, Ltd. All Rights
Reserved. Dragon Ball Z and all logos, character names and distinctive likenesses thereof are trademarks of TOEI
ANIMATION. Developed by Bandai. GAME: © BANDAI 2003. Developed by Bandal. Manufactured and marketed by
Atari, Inc., New York, NY. All trademarks are the property of their respective owners.
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