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

A very small percentage of individuals may experience epileptic 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 physician prior
to playing. If you experience any of the following symptoms while playing a video
game — dizziness, altered vision, eye or muscle twitches, loss of awareness,
disorientation, any involuntary movement, or convulsions — IMMEDIATELY
discontinue use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation 2 console to a projection TV without first
consulting the user manual for your projection TV, unless it is of the LCD type.
Otherwise, it may permanently damage your TV screen.

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 PLAYSTATION 2 FORMAT DISC:
e This disc is intended for use only with PlayStation 2 consoles
with the NTSC L\/C designation.
* Do not bend it, crush it or submerge it in liquids.
* Do not leave it in direct sunlight or near a radiator or other source of heat.
* Be sure to take an occasional rest break during extended play.
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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Prologue

Knowing that Odin would catch up to her sooner rather than later,
Silmeria began speaking to Alicia while the princess was still a child.
But to those around the young girl, it seemed that the conversations
she held with the valkyrie within her were the signs of madness.

King Barbarossa of Dipan, the girl's father, sent his daughter to an ancient,
secluded castle far from his lands, where the princess was forced to live in exile.

Eventually, the inevitable happens. Odin discovers that Silmeria has awakened. X
His minions begin to close in on the pair. Aagtd

Two souls, bound together by capricious fortune, now face the retribution of the gods.

One human. One god. The wheel of their ill-starred fate inexorably begins to turn.
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open button
MEMORY CARD slot 2 | disc cover

MEMORY CARD slot 1 on/standby/
_! —= I reset button

o) o =Rl . +—— IR receiver

USB connectors

controller port 1
controller 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 disc tray will open. Place the VALKYRIE PROFILE 2: Silmeria 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 to
the controller ports. Follow on-screen instructions and refer to this manual for information on using
the software.

STARTING THE GAME

When you start the game, the opening movie will play, and you will be
taken to the Title Screen. You can press the & button or the START button
to skip the movie and go straight to the Title Screen.

When you first load the game, you will be asked to set the screen aspect "
ratio of your television. Press the @ button for a normal 4:3 ratio, or the '
® button for a 16:9 widescreen ratio. If you select the widescreen option,
you will need to set your television to full-screen mode. Please consult
your television’'s user manual for details.

NEW GAME
Start a game from the very beginning.

LOAD GAME

Continue a game already in progress. Select a memory card (8MB)(for
PlayStation 2) from a MEMORY CARD slot, and then choose the file that
you would like to load.

SETTINGS

Enter the Game, Environment, or Controls sub-menu, and select the Change option to adjust
settings. You can select Undo to cancel any changes, or Default to restore the initial settings.

GAME

Change various game settings.

Targeting

Choose whether to have the target selected automatically (Semi-auto) or manually
(Manual) during battle.

Horlzontal Battle Cam Controls | Select the control direction for moving the battle camera left and right.

Vertical Battle Cam Controls Select the control direction for moving the battle camera up and down,

— —

Camera Angle In a battle, select the camera position after an attack s made.,

Skip Specilal Attack Sequences | Enable or disable the option that allows you to skip special attack animations by

pressing the € button (see P. 33).

Preserve Battle Groups Select whether to maintain groups (see I". 29) used in battle. If you enable this option,

the settings will be used In subsequent battles.




__Basic Controls

DUALSHOCK'2 ANALOG CONTROLLER CONFIGURATIONS

.2 button R2 button
L1 button R1 button
directional
buttons
left analog stick — /\ button
(L3 button whan pushed down) O Phiian
SELECT button Vel
ANALOG mode button LN
START button button
right analog stick

(R3 button when pushed down)

The basic game controls using your DUALSHOCK"2 analog controller. You can change your controller settings in the
Settings Menu (see P. 4),

« When playing a single-player game, insert a DUALSHOCK"2 analog controller in controller port 1.

« This game is designed for use with a DUALSHOCK"2 analog controller. Other controller types are not supported.
Keep the ANALOG mode switched on (with the mode indicator shining red) to use the analog mode. You can .
switch the vibration on or off In the Settings Menu (see P. 4). -

* During a battle, the @, @, ®, and @ buttons are each assigned to a party member. Press a button to have the ] 8
corresponding character attack. .

Loom in (when viewing the Change camera position -
dungeon map)

L1 button --- Target mode

Show/hide the minimap Dash
Loom out (when viewing the
dungeon map)

Show/hide the map Change radar view |
Recharge AD - |
R3 button — Change camera mode
directional buttons Move Change controllable character Move cursor
(left/right)

Split into groups

left analog stick Maove Move Move cursor

right analog stick : Mowve camera

START button — Skip event/Pause game

SELECT button Display menu

& button Talk/Check Attack with assigned character | Select/Confirm
Change view (when viewing
the dungeon map)

Swing sword

;

jump Attack with assigned character Cancel
Show whole map (when
viewing the World Map)

View sealstone data Attack with assigned character e

Fire photons Attack with assigned character —

e —————————

ii




y

A

-

.f’. . .‘--.

.-rlr =
'z
i - . - o £

' bl -

.

"- . J 1

-

e . :-"')";
=, ff:j '

—

ENVIRONMENT

Change environmental settings such as voices, controller vibration, and sound output.

Choose to have Audio Only or Text Only in the event scenes. If you prefer both, select the
Audio/Text option.

Enable or disable character voices during battle.

Vibration Enable or disable controller vibration.

Screen Slze Choose a standard screen (4:3) or widescreen (16:9).

Sound Select the sound output type,

Speaker Position Adjust the position of your speakers. Move the cursor and press the @ button to select a
speaker, and use the left analog stick or directional buttons to adjust the position. Press the

® button to play sample sounds. You can use the L1 and R1 buttons to change the position of
the sound source,

DOLBY PRO LOGIC II O(]ooLBY

You can enjoy the game in surround sound by connecting a PlayStation 2 PRO LOGIC IT
DIGITAL OUT (OPTICAL) or AV MULTI OUT connector to a compatible sound system (AV amplifier,
etc). Systems with a Pro Logic Il decoder can play five-channel audio, while Pro Logic systems can
play four-channel audio. You can also hear the game in traditional two-channel stereo.

* For additional details, please consult your amplifier/sound system's user manual.

Dolby, 'ro Logic, and the double-D symbol are trademarks of Dolby Laboratories.

CONTROLS

Change the button assignments on your controller. Use the directional
buttons or left analog stick to select the item you want to change, and
press the button to which you want to reassign the function. Press the
START button when you are finished making changes.

SAVING YOUR GAME

You can save your game by opening the menu on the World Map,

selecting Data (see P. 26) and then Save, or by using one of the save points (see P. 11). You will
need to insert a memory card (8MB)(for PlayStation 2) with at least 67 KB of free space into
MEMORY CARD slot 1 or MEMORY CARD slot 2.

PROGRESSIVE SCAN TELEVISIONS

Valkyrie Profile 2: Silmeria is compatible with progressive scan televisions.
Press and hold the @ and € buttons simultaneously while switching

on your PlayStation 2 console to bring up the progressive scan

selection screen.

* To play in progressive scan mode, you will need a PlayStation 2
component AV cable and a progressive scan-compatible television.
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Our story begins hundreds of years before the legendary
adventures of Lenneth, the Battle Maiden.

Silmeria Valkyrie is charged by Odin,
Lord of the Gods, to gather the souls of
the fallen. Silmeria serves her master
faithfully until a certain incident causes
her to Mbt and ultimately rebel

against, the Lawof()c{m
{,

: l
Odin mm ately recognizes
the ¢ '_‘t-'t"er el ,.g'le transmigrates

b,

q“ s Soul and summons

> ne :: ' Maiden in her

. : Sovereign’s Rite,
. ell used to transfer
‘t!' q sbul is not campleted

Jwa.kens within the
ha' young princess of

~ Normally, valkyrie souls
- do not awaken when _
trapped within the body
of a mortal. Lord Odin
will not suffer one who
defies his will to remai
alive and conscious.

Gne day, Odin will
cover ﬂ‘l&t the
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' Characters

SILMERIA

One of the three valkyrie Battle Maidens who rule over fate.
After opposing Odin, Lord of the Gods, her soul was forcibly
transferred into a human body. She resides within Alicia, Princess
of Dipan, their souls existing side-by-side. Silmeria has spoken to
Alicia since the princess was a young girl, trying to prepare her
for their inevitable fate.

TWO SOULS.
A LIFE SHARED.

ALICIA

A young girl, born as the first princess
of the Kingdom of Dipan. Silmeria has
been speaking to her since before she can
remember. It was those conversations that
led her father, the king, to banish her to

a distant castle, where she has lived ever
since. Scarred by this paternal rejection, the
sensitive girl has grown up timid and meek.

RUFUS

THE ARCHER OF FATE

The archer Alicia meets in the harbor of Solde who becomes
her first ally. Rufus is sometimes offbeat, sometimes bashful,
but always the wiseguy. Though he himself is loath to speak of
it, he is burdened with a cruel fate—a fate that may be deeply
entwined with that of our characters.




DYLAN
THE LOYAL HEAVY WARRIOR
An einherjar materialized by Silmeria. He lived 150 years ago
as a heavy warrior who swore loyalty to the Kingdom of Dipan.
Knowing that Dipan is in danger, he steps forward to
protect and assist Alicia. His taciturn gruffness
belies a deep sense of honor and the
kindness in his heart.

LEZARD
THE YOUNG MASTER OF MAGIC
An extravagantly courtly sorcerer who has acquired knowledge
and magic skills far beyond his years. Though initially engaged
in research in Dipan's capital, he joins the adventurers’
quest when he rescues Alicia and her party from a
dangerous predicament.

LEONE

THE BEAUTIFUL WARRIOR
WITH A SECRET

A treasure hunter who Alicia and

her party encounter on their journey. Curious about

the adventurers she has run into, she volunteers to
accompany the party. She is a beautiful, good-natured
woman, but a shadow seems to lurk behind
the friendly mask.

ARNGRIM

THE IMPULSIVE, STRAIGHT-TALKING MERCENARY

A mercenary in the employ of Leone. It is under her command
that he only half-willingly joins with Alicia and her party.

A straight-talking fighter with a fiery temper, he despises both
politicking and lies.
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In the towns and villages you visit on your journey, you will find armories and inns.
You can spend money (OTH) to rest at inns or buy items at shops.

INNS

| Staying at an inn will completely restore your party’s HP (see P. 26) and cure all status ailments
(see P. 36).

ARMORIES

Here you can buy and sell items. Push left or right on the directional buttons or left analog stick to
change the item category. From the subsequent list, you can choose the item and the quantity to
buy or sell. When viewing the list, press the @ button to sort the list, and the L2 and R2 buttons
to switch between characters.

# The purchase screen is pictured here. The screen will be different when selling items.

|_ Item Category "} . ' : Abilities
Shows the category of Shows the prospective
the listed items. abllity values for the char-
acter if the selected item
= All is equipped. (Abilities that
Increase are displayed
. Weapons in green; abllities that
decr are displa
Ll Armor i .. Incf;a;“' Isplayed
ﬂ ltems _. . WA ::‘:E
BH Accessories B " %
Valued Customer Items |0 Sinctaiz Saber 20000 »
W % Lightning Edge TN =
ﬂ Materials “ lcicle Sword 0000 X
N .
b
% Hrumting
erformeance ATK 40 RST S Y Slanking B
P Artachy: 2 Soecial Attack: Yes Anack Twpe: Lightring
84180 grH®  Subtotal O grH®
Money Held I ‘ Total Cost
L Item Explanation : : ,
e i Item |
Press the @ button to page [ —
through the explanations. ltem name, cost, quantity,

and the maximum you
can purchase are shown.
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%= GET YOUR HANDS ON THOSE VALUED
CUSTOMER ITEMS!

In armories, you may see mysterious items with question marks

+ displayed instead of a name. These are Valued Customer Items.
Many of these are rare goods or limited items that can only be
purchased at that particular shop, so you definitely want to try to
acquire as many as you can. Here's how to do it:

1. BECOME A VALUED CUSTOMER

To become a valued customer, you must shop at the store
frequently. The more you buy, the more items will be revealed.

2. COLLECT MATERIALS

To have a shop make you a Valued Customer Item, you will
have to supply them with the right materials. You can acquire
many Kinds of materials by breaking off certain monster parts

in battle (see P. 34). To find out what monster parts will provide Required Materials
what kind of materials, read the shopkeeper’'s notes that you can Shows the kind and quantity of A
find in armories. materials required to make the f

item. The number In parentheses
indicates how much of the material

you currently possess, I

3. SELL MATERIALS

When you have collected the materials, sell enough of them to
the shop so that they can make the item. The materials they need
to make an item are displayed in yellow.

4. HAVE THE ITEM MADE FOR YOU

Once you have sold the materials to the shop, you will be able to
buy as many Valued Customer Items as could be made from the
materials you collected and sold.

#* You cannot have a Valued Customer Item made for you if you
do not know its name, even if you sell the required materials
to the shop.
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You will navigate through dungeons and towns on the side-scrolling Field Screen. Move
carefully and keep an eye out for monsters.

ONSCREEN INFORMATION

You control Alicia, who appears in the middle of the screen. In the dungeons, a minimap and
enemies are displayed.

-1 Haﬂgﬂtlnn Display |

When this icon appears,
you can use the directional
buttons or left analog stick
to move further inwards or
outwards.

Minimap | ' -1

The minimap can be toggled on
and off with the R1 button. It shows
the location of monsters and other
Important information.

¥ | Your location
I: Screen area
()| Photons (see P. 13)
Ii Enemies
E Crystals
Enemy residual psychic energy - R
Enemy
Sealstones : -
Initiate battle with enemies (see P, 27) by
striking them with the @ button or simply
coming into contact with them. After an
enemy Is defeated, its residual psychic
energy remains to mark the site of the battle.
PAUSE SCREEN

Pressing the START button in the field will bring up the Pause Screen. Here you can check the
name of your current location, the chapter number, and button assignments.



_Field Screen

1

SAVE POINTS

You can use save points to save the progress of your game.
Press the €3 button to save, or access the menu, select Data
(see P. 26) and then Save.

TUTORIAL POINTS

At tutorial points, you can pick up useful information about playing
the game,

Tutorial Point

WORLD MAP ﬁ

When you come out of a town or dungeon, you enter the World Map. Here you can move to
different places by selecting a destination with the cursor. The # mark shows Alicia’s current
location. Press the @ button to see the whole of Midgard. You can even travel to areas in other
regions if you possess a map for that region.

World Map } Map of Midgard

[ Brief Description ]

This window shows some
information about the currently
selected town or dungeon,
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You can carry out a range of actions while on the field. You need to choose the right action
for each situation if you want to progress.

Movement | directional buttons or left analog stick

In general, you can only move to the left or right. At certain points
in the game, a navigation icon such as the one shown in the
screenshot will appear, and you will be able to move further inwards
or outwards.

Crouch l Down directional button or left analog stick down

Press down on the directional buttons or the left analog stick to
crouch.

Talk / Check | @ button

You can talk to people in the game. Press the @ button to greet
them. Use the same button to investigate items of interest.

Opening bags and treasure chests

You can open bags and treasure chests and acquire their contents
by standing close to them and pressing the € button. But be
careful—sometimes they are booby-trapped. If you do trigger a trap,
try to get out of the way as quickly as possible.
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Jump @® button

Jump to reach higher areas and get past obstacles.

Swing sword | & button

Swing your sword to break certain objects as well as crystals
generated by photons. In addition, if you strike an enemy to initiate
a battle (see P. 28), your party will begin with maximum AP levels
(see P. 28).

Push left/right directional buttons or left analog stick

—— e

In dungeons, you will encounter objects that can be moved if you
push them. Sometimes, if you place them in the right location, they
may activate devices or open doors. It is often worth your while to
experiment.

Projecting Photons | ® Dbutton ]

You can fire photons at enemies, their residual psychic energy,

and certain other objects. Doing so will seal the target inside a
crystal. Push up on the directional buttons or left analog stick to aim
upwards at a 45" angle, or push down on the directional buttons or
left analog stick to aim downwards at 45°. Photons rebound off walls
and floors.

Crystals

You can use crystals as platforms and stepping-stones. Contact with a
crystallized enemy will not initiate battle. But be careful—the crystals weaken
and eventually disintegrate after a short period of time.

Teleporting

After creating a crystal with photons, fire photons once more to exchange places with the crystal.
You can use this power to reach higher ground or otherwise inaccessible places. If you hold down
the @ button while teleporting, you will be able to jump in midair. Use this technique to reach
high ledges.

You can even jump
in midair!

Hit the crystal with

ou change places!
a photon and... y ge |
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View Full M-Ip R2 buttnn_

Press the RZ button when you are in a dungeon to view a map of all the areas you

have explored.

0l Q] 1EH (] |=

Percent ltems | | Percent Dungeon
Collected Explored

|

FULL MAP CONTROLS

Current location
Entrance/Exit

Save point (see P, 11)
Dais (see P. 16)
Spring (see P. 16)

Sealstone with area affect (see .

17)

directional buttons or left analog stick Move map

right analog stick Rotate map

& button Change viewable area

L1 button Zoom in

R1 button

START button Pause Screen

(map translucency)

SELECT button Return display to default position

MATERIALIZING EINHERJAR

Throughout the dungeons that you explore, you will find
relics that once belonged to the einherjar now sleeping
within Alicia. By investigating these relics and performing
materialization, the einherjar will emerge to fight alongside
Alicia. The more of these relics you discover, the more allies
you will gain.
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e SEALSTONES

Scattered throughout dungeons you will find powerful
stones known as sealstones. You must use them wisely to
progress safely through the dungeons.

ABOUT SEALSTONES

Sealstones can be found throughout dungeons. They have various
special effects on the bearer and nearby enemies (sometimes,
enemies will be carrying sealstones, too). You can pick up and
move sealstones from place to place, but once you leave the dungeon, all sealstones will return
to their former locations. However, sealstones that have been restored (see P. 17) may be used in
other dungeons. i

Range of Effects =
A sealstone’s effect range depends on where the sealstone is placed.

Sealstone Effect Range

Alicia carries the sealstone Affects entire party 't

Enemy carries the sealstone Affects entire enemy group

Placed on a dals Affects enemies in the area (area effect)

Placed In a shell

Effect is neutrallzed

When you are within the area of a sealstone effect, you will see a display like the one shown
below. You can always press the @ button to check what sealstone effects are active.

“-I Area Effect (see I I‘J','l_]

A sealstone placed In a
clais will affect all enemies

r Party Effect In the area.
A sealstone that Is carried . TS W N
will affect the entire party. i — [ Enemy Effect ]

When an enemy carries
a sealstone, it will affect
that enemy’s own group.

SEALSTONE EFFECT ICONS

. Positive effect for bearer

Bl Negative effect for bearer

Bl Player-only effect

n Special effect

K3 Neutral effect (not inherently positive or negative)
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SEALSTONE PLACEMENT

There are three kinds of places that can hold sealstones. Approach
and investigate them to bring up the Sealstone Placement Menu. You
can place sealstones on daises or in shells, or expend magic crystals
(see P. 33) to restore a sealstone to a dais or spring.

DAIS

A dais holds sealstones. A sealstone placed on a dais will affect enemies in the
area. Because earth veins connect daises to dungeons throughout the world,
you can also use them to restore sealstones.

SHELL

You can place sealstones on shells, but because they are not connected to earth
veins, area effects will not be activated.

SPRING

Springs cannot hold sealstones, but they may be used to restore them to the
earth veins. Sealstones that have been restored may be accessed via springs
in other dungeons. If you use the springs wisely, you can make your journey
through even distant dungeons less dangerous.

SEALSTONE PLACEMENT MENU

From the Sealstone Placement Menu, you can pick up sealstones, restore sealstones, and view
area affects on the map. You can also select a sealstone and press the @ button to read the details
for that sealstone.

1

Sealstone explanation J

e Sealstones in place
Fire Blessing — J
The name of the sealstones currently placed
in the location, and the number of magic

crystals required to restore them.

# Fire Atfack 1505
& lee Attack 172

Sealimames haeld ‘-r_-n.tl Lhaid

I - "
t1on [hod W vy
I

» Fire Rlessing Fani

Sealstones held

The name of the sealstones currently held, and the number
of magic crystals (see P. 33) required to restore them,

Withdrawals left ? — : Withdrawals left J

— The number of sealstones in the dungeon
Current magic crystals that can still be drawn from the springs.
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EXCHANGING SEALSTONES

You can exchange a sealstone in the hand with one placed on a dais or shell. Move the
cursor to the sealstones held column and press the @ button to switch the sealstones.
At springs, you can withdraw sealstones that have been restored. .

RESTORING SEALSTONES

You can restore sealstones to the earth veins at daises and
springs. Sealstones that have been restored can be withdrawn and
used in other dungeons. Restoring a sealstone consumes a certain
number of magic crystals.

# Once a sealstone has been restored, you can remove and
replace it as often as you like without spending any more
magic crystals.

FULL MAP

You can open the full map (see P. 14) and check the range of sealstone area effects.

AREA EFFECTS &

When a sealstone is placed on a dais, its effects are applied throughout the whole dungeon. If
sealstones are placed on two daises, then both of their area effects are active. The range of area
effects is limited, however, by divinity voids and empty daises. Use the map to check

for differently colored zones, which indicate the range of area effects and the location of
divinity voids.

Range of the area effect ]

1
Divinity vold |

‘Lfnaffectﬁi by area effect

DIVINITY VOIDS

In the dungeons, you will encounter special areas known as
divinity voids. Be careful in these places—not only do they nullify
area effects, but they also prevent Alicia from firing photons.
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MENU EXPI.ANATION/ITEMS
Pressing the SELECT button in the field or on the World Map will open the Menu Screen.
Various menus provide access to game functions.

MENU EXPLANATION ~
Use the directional buttons or left analog stick to select a menu to open.

Skills =P 21

Menu 1 Items -+P 1H_I Equip =+P. 20

Refer to the relevant
section In this manual

|
| for detalls on each of
these menus. Status =P, 25 | Settings -+ 26

Attacks =P, 23 Sealstones =+ 23 Party =P 24

Data P 26

- .’ Ehamctfrﬁ

Shows each character’s status (LV, HP: see
P. 25). class (see P. 21), and attack button.

- 1 Money
—== O] * Shows how much money (OTH) you possess.
l PH}'IHI? time 1 Magic crystals | | You can earn money by defeating enemies
and selling items to armories.
Shows total Indicates how many "
playing time magic crystals (see P. 33)
since you you possess. Magic
began the crystals are used to
game. restore sealstones (P, 17).

ITEM

Here you can view and use items. As well as purchasing items from
armories, you can collect them in the field from treasure boxes and
defeated enemies.

# When the cursor is in a list, L —— T RIS j
press the @ button to sort the list. Itemns you have recently g == :
acquired are displayed Iterm list |
In green. — -
All the items you possess and their
quantity are listed here. Press the
L1 or R1 buttons to page through
ITEM MENU the screens.

Use Lse an Item. You will also select a character on whom to use the item.

— e — — - —_— —

Equipment View weapons and armor. Place the cursor over an Item and press left and right on the directional
buttons or left analog stick to read more detalls.

Accessory View accessories. Place the cursor over an Item and press left and right on the directional buttons or
left analog stick to read more detalls,

Other View special items such as gems, trinkets, and materials used to make Valued Customer ltems.

Precious View precious items.
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SOME EXAMPLE ITEMS

Here is a short list of some of the more useful items and equipment you might come
across in your adventures.

CONSUMABLE ITEMS

Warrior's Arcanum

Restores 300 HP to one character.

Dwarf Tincture Restores 300 HP to the entire party.

Union Plume Cures one character of Unconsciousness (see [, 16),

Cures one character of almost all status aillments (see . 36).

Ellxir

EQUIPMENT

Long Sword A standard sword forged from lron, Increases ATK (physical attack power) by 6 points.

A standard, compact-size bow. Increases ATK by 6 and HIT (accuracy) by 2.
Armor made from tanned leather. Affords good protection against lightning attacks. Increases RDM
(reduction of physical damage) by 4 points.

Open face helm which leaves the nose and chin uncovered. Increases RDM by | point.

Preferred boots of laborers, Increase RDM by 8 and RST (magic resistance) by 2,

ACCESSORIES |

Beast's Fang ‘ The razor fang of a carnivore. Increases HIT by 15%.
Great Eagle Heart A crystal holding the intense lifeforce of a bird of prey. Increases ATK by 15%.
— 3 ——
Black Crystal A transient life, released from its corporal prison. Status levels go up when suffering from
status alfflictions,

OTHER
#

Flare Gem A gem that releases a fire attack against one enemy,

lce Gem A gem that releases an ice attack against one enemy. May inflict Freeze (see I. 36) on

the enemy.

Temporarily increases resistance to fire element magic.

‘ Fireproof Trinket
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EQUIP

Characters can equip up to nine different armaments and items—in their hand (weapon
slot), on their head, body, arms, and legs, and in four accessory slots.

EQuIP

Select the character whose equipment is to be changed, and you will be taken to the Equipment
Change Screen. First, select the equipment slot you want to change, and then select the item to
equip from the list. While on this screen, you can press the L2 or R2Z buttons to page through the
different characters. You can also press the & button to view the link combinations you need

to acquire skills, and to check how close you are to acquiring the skill (see P. 21 for more
information on skills).

- f Abilities [

Shows current abllity values (see P. 26) for the
selected character. When an item Is selected,
abilities that will increase are displayed in
@reen, while abilities that will decrease are
displayed In red.

— Equipment grid
Displays the equipped items’ color type and

- — - rune. Each grid has nine equipment slots,

| Equipment

Lists the equipped items. The
lcons show where the item is

equipped and its color type.

Equipped items
are displayed

Shows the effect of
skills, Equipped rune

in yellow, combinations are
also displayed.
When selecting an item Skill information
COLOR TYPES
Swords, bows, and the like make up the different categories of equipment, but equipment can
also be classified according to color type—red, green, blue, or
colorless.
LINKS

When equipment of the same color type is placed in adjacent slots
in the equipment grid, that part of the grid lights up. This is called
a "link," and it will boost the effectiveness of the equipment. In
addition, certain combinations of runes for linked items will allow
you to use skills (see P. 21).

TANSEEew S
T ==y
i

Make all your equipment the

same color, and you will be

rewarded with a huge boost
in effectiveness,



RUNES

Equippable items with red, blue, or green color types also have rune attributes attached
to them. Runes are connected to skill acquisition. The icon indicates the type of rune.

Rune Types

Slashing Bludgeon ™| Piercing | Head Arm

Body £ | Fire Ice Lightning
Earth 3 Holy #| Darkness Creation Activation
Training Healing W' | Resistance Strengthening Weakness

CLASSES |
Characters belong to certain classes, and this determines how they attack in battle and what Kind
of equipment they can use. Class also determines a character's attack range (see P. 30).

A character’s class is indicated by the icon shown to the left of the
character’s level, or you can check the Profile option on the
Status Screen menu (see P. 25).

‘ Class

SKILLS

Skills are special abilities that will help you win battles. Skills must be set before they can be used.
You can increase your skills by combining equipped item runes and fighting in battles.

SETTING SKILLS

Set the skills that you have acquired. You can set skills up to the character's maximum CP.

When selecting skills, you have to consider both the character’s CP and the CP cost of the skill.
Maximum CP increases as the character levels up.

'{ Set skills ]

Lip to six skills can be set.

| CP (Capacity Moints) r

Shows the character’s maximum
CP and the combined CP of presently
set skills.

i SKill Tist —|

Shows the name of the skill and the
CP cost. Skills that are presently set

| 3 are displayed In yellow, and newly

_, | [ ~acquired skills are displayed in green.
| Skill information

Shows the effect of
the skill and the rune
combination needed
to acquire it.
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SKILL TYPES

Skills are broadly divided into the following five categories.

Status Skill Affects a character's abilities (see P. 206).

Attack Skill Activates when the character attacks an enemy.

Defense Skill | Activates when the character suffers an attack from an enemy in battle.

Critical Skill Dramatically increases damage against certain enemies. and increases the
chances of scoring a critical hit.

B

Reaction Skill | Activates according to how the character acts.

LEARNING SKILLS

To learn skills, you must equip certain combinations of item runes
and win battles. Here's how you do it:

I. Activation

When you are equipping items, if you link runes in certain
combinations (see P. 20), the rune icons will light up. When these
runes are lit, the skill is activated. You can check your equipped
rune combinations by pressing the @ button on the Equipment
Change screen (see P. 20).

# Simply activating a skill does not mean you can use it right
away. You must first learn the skill.

2. Learning a Skill

Every time you win a battle while a skill is activated, the acquisition percentage will increase. You
can view this percentage on the Equipment Change screen in the Skill Information window. When
this number reaches 100%, you have learned the skill.

¥ The learned percentage only goes up while the skill is active. If you break the rune link by
changing equipment before the skill is acquired, the skill will be deactivated and the learned
percentage will not change until you reactivate the skill.

Currently active skills are dis- Keep winning battles to -
played in yellow. learn the skill, ]

3. Set
Once a skill has been learned, use the Set option to use it.

# You can only set learned skills. Activated skills cannot be set.
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ATTACKS AND SEALSTONES

Select the normal attacks you want to use in battle, view sealstone data, and change the

people in your party and the party formation.
ATTACKS

Change the attacking techniques (magic) that the character uses in battle (see P. 31). Place your

selected techniques in the order that you prefer. You can change the order of the techniques later

by pressing the & button.

I

]

|
| Set Techniques (Magic)

You can set up to three
techniques or one magic

speldl,

Technique (Magic) Data

Provides a description of
the technique or magic,
and shows the increase to
the special attack gauge
(see P 33) when the
character scores a hit,

SEALSTONES

See which sealstones you are currently holding (see P. 15),
and view details about the sealstones that you have carried
previously.

#* The Sealstone option will only appear in the menu once
you've encountered sealstones.

SEALSTONE MENU

—

Holding Shows the sealstones in your possession, their effects,
and the number of magic crystals required to restore
them. Press the @ or @ button to view more detailed
information.

Press the € or ® button for more details. The © icon
shows which stones have been restored.

List View a list of all the sealstones you have held or restored.

Guide Provides important information on the use of sealstones.

l
L Weapon Data J

Shows the character’s
equipped weapon,
special artack, or great
magic (see P. 33), and
the number of attacks
(see P. 32).

—1‘ Attack Technique

(Magic) List

Lists the avallable attacks
and the amount of AP
(see . 27) they consume.
Techniques that are
already assigned are dis-
played in yellow. Newly
acquired techniques are
displayed In green.
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Select party members and free the souls of einherjar who have reached the required level.

CONFIGURE

Change your battle party members and formation. First select the character in your battle party
that you wish to move, and then select another character to switch positions. If you place the
cursor over a party member and press the @ button, the 2P icon will be displayed. This will enable
two players to cooperate in battles (see P. 32).

* The party's leader (assigned to the @ button) cannot be removed or assigned to player two.

r N Battle I".lrty } .

The characters that will
participate in battles, Each
character Is assigned to a
controller button.

- |
2P lcon i

— Alternate Characters
= — = = e, il

Indicates the characters
to be controlled by player
two in a barttle.

Lists the characters that
will not participate in
battie,

FREE SOUL

This option allows you to free the souls of your allied einherjar. Einherjar that have been freed
g0 on to begin new lives as humans, but leave behind crystals with the power to increase status
abilities. Note that when you free an einherjar, you will lose all the items that he or she has
equipped (excluding accessories). However, if you release einherjar equipped with particularly
powerful items, they may leave behind special items in addition to the crystals.

# You cannot free einherjar who are currently in your party or afflicted with a status ailment.

' Only einherjar who have reached Einherjar are freed from your
a certaln level may be freed. party, but leave behind crystals
' ! ol power,




STATUS

View details about your allies and their abilities, change
game settings, and load and save game data.

STATUS
Check your allies’ abilities and view their biographies.

Status Menu

Abllitles Detailed abllity levels for each character.

Equipment Currently equipped items (see . 20).

List of acquired skills (see P. 22). Press the @ button to see more detalls on each skill.

List of normal attacks that the character has acquired (see . 23), Press the @ button to see more
details on each attack.

List of normal attack magic and menu magic (see P. 35} that the character has acquired. Press the
€ button to see more details on each spell.

Information showing the character's class, gender, age, birth year, and death year (if applicable).

A short blography of the character.
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ABII.I'I'IES
A character’s abilities indicate how powerful that character is in battle. You
can improve a character’s abilities by acquiring experience points in battle
and leveling up, or equipping items that give you an ability boost.

Abilities

LV Shows the character level, Levels increase as the character gains experience points in battie,
HP Shows the character’s life force. This number is reduced every time the character is hit with an attack

in battle. When It reaches Q, the character falls Unconsclous (see P. 36).

—

Exp. Shows the character's accumulated experience points. Experience points are gained with victories in
battle. After accumulating a certaln number of experience points, the character’s level will increase.

Number of experience points needed to reach the next level.

Character strength. Affects attack power.

Character intelligence. Affects spellcasting power.

Character dexterity. Affects accuracy when attacking.

Character agility. Affects ability to evade enemy attacks.

Character constitution. Affects ability to withstand attacks.

Physical attack power. The higher the number. the more damage is inflicted on the target.

Maglic power. The highcr the number, the moare powerful spells become.

Attack accuracy. The higher the number, the more likely the character is to hit the target, and the
greater the chance of inflicting a critical hit.

Ability to avoid enemy strikes. The higher the number, the better the character Is at dodging attacks
and escaping critical hits,

Ability to defend against physical attacks. The higher the number. the less damage is inflicted on the
character when struck by a physical attack,

RST Ability to defend against magic attacks, The higher the number, the less damage is inflicted on the
character when struck by a magic attack.

Tolerance Ability of the character to resist element attacks (see . 35). The higher the number. the less damage
the character will take from an attack of that element type.

Resistance Ability of the character to resist status ailments (see P. 36). The higher the number, the less likely it is
that the character will be afflicted with that status ailment.

SETTINGS AND DATA
SETTINGS

Change various game environment settings. This menu can also be accessed from the Title Screen
(see P. 2).

DATA

This option allows you to save or load your game progress.

Save

Select a file slot and save your current game. This function is only
accessible when you are on the World Map (see P. 11) or in contact with
one of the save points (see P. 11).

Load
. Select a file slot and load a saved game.




MOVEMENT

You will enter a battle when you touch or strike an enemy in the field.

Moving In Battle

Battle takes place on the battlefield. You can move your party leader anywhere within this area.
On the battlefield, time passes with each action that your party members carry out. If you do
nothing, time is frozen and the enemies will not act. You can use the right analog stick to control
the camera and position it where you like. Press the L1 button to shift the camera to the same
angle of view as the party leader. Hold down the button, and the leader and camera will turn to

face the target.

l

target comes into range.,

- Target Information | | Attack Range (see I". 30)
Mot - i1t - .
| | Target name and | Shows the area within
. HP gauge. The i which the party can launch
| lcon Indicates ' normal attacks. The ring
| the enemy leadler. . changes colors when a
|

AP (Action Point) Gauge | | Enemy Attack Area

Indicates AP level, (see I". 30)

Target lcon

The target is the enemy you will attack
If you press the attack buttons.

AP (ACTION POINTS)

Direction leader Is facing
Direction of enemy (current target)

Direction of enemy leader

_Eaule_Mﬂp

The map shows the location of party
members and enemies. Press the R2
button to change the field of view.
The ally and enemy leader icons have
borders around them.

A || = Ally Al|=m| Enemy

| Enemy attack range

Escape Point (see P. 29)

Extension Gauge

Party Data

Shows party HI levels and attack buttons. The
character with the white background highlight is
the leader. When you split the group (see P, 29),
the name plate colors will change.

A status allment icon is shown next to a character
that is aflicted with Polson, Sllence, Curse,
Confusion, or Frallty (see P. 36).

The AP gauge represents the party's ability to take action. The actions below all consume AP. You
have a maximum of 100 AP. Attacks and spells cost AP according to the technique used, while
using items and dashing consumes a set amount of AP.

Dashing (see P. 28) Attacking (see P. 30)

Using items/magic
(see [’ 34)
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RECOVERING AP
You can regain AP by walking around, being hit by enemies, or defeating enemies. You can
also restore AP by pressing and holding the L3 button, but you cannot move or act during

this time, so watch out for enemy attacks!

AP at the start of a battle
Initial AP levels will differ depending on how a battle begins.

Touching an enemy Touched from behind

Slashing at an enemy ‘

Begin battle with 100 AP. Initial AP may be O AP or Begin battle with O AP.
100 AP (varies randomly).

MOVEMENT

Use the left analog stick to control the movements of the party
leacler. The other members of the group will follow automatically.

DASHING

You can dash by pressing the R1 button. You may cancel a dash by
attacking (see P. 30) immediately after a dash. This will allow you
to avoid temporary vulnerability when you land. You can control
the distance of the dash by how long you press the Rl button.

Dash Distance
Short Tap the R1 button quickly.
Medium Tap the R1 button twice quickly,

Long Press and hold the R1 button.




CHANGING THE LEADER

Press the left or right directional buttons to change the leader.

L Leader Highlight

The leader Is indicated by
a white background.

GO AFTER THE ENEMY LEADER!

Every enemy party has a leader—defeat it, and you will win the battle.
The leader is stronger than the rest of the enemies, but focusing your
attacks on it is the quickest road to victory. The red arrow points the way
to the enemy leader. You can also identify it by its yellow HP gauge,

GROUP MOVEMENT

You can split your party into red and blue groups by pushing up or down on the directional
buttons. Press left or right on the directional buttons to control a different group. Characters in
different groups can act independently—splitting up your party is a great way to circle around
enemies for a quick victory.

The white background
highlight shows the group you
are controlling.

By controlling groups
separately, you can take
down enemies faster.

— i — — ——al

EXTENSION GAUGE
As time spent on actions passes during battle, the extension gauge on the right-hand
side of the screen gradually decreases. When you win a battle, you receive a number of
magic crystals (see P. 33) proportional to the extension gauge.

RETREAT

The yellow belts shown on the battle map indicate Escape Points. These allow your
characters to flee a battle. However, sometimes an attempt to flee fails. In this case,
your AP gauge will fall to zero and you will be temporarily unable to move.

|

Escape Point |



ATTACK RANGE

The ring that circles the characters shows their attack range. When an
enemy comes within this area, the Target icon appears over its head and
you may launch attacks against it.

'Targf-r available hor attack ':

Attack range

ATTACKING

When an enemy target is within your attack range and you press the @, ®, @, or @ button, the
view changes to the Attack view (see P. 31). As well as normal attacks, you can also bring up the
Battle Menu and use the spells or items listed there (see P. 34),

* Even if an enemy is within your attack range, the lay of the land may prevent you from hitting
your target. Only characters whose buttons are flashing at the bottom of the battle screen are
able to strike the target.

When the enemy enters the ress the attack buttons to un-
attack range, the attack buttons leash attacks! The view shifts
begin to flash. to the attack view

SELECTING A TARGET

On the battle screen, press the L2 button to enter target mode, use
the directional buttons to select a target, and then press the & button
to confirm the new target. (Depending on the battle, you may also be
able to target objects and obstacles.)

* You cannot target off-camera enemies.

ENEMY ATTACK RANGE

The red area shows the enemy attack range. When the enemy
is ready to strike, the color deepens and starts to flash. But if the
enemy does not see the party, the attack range will not flash.

Enemy attack range




WHEN THE ENEMY ATTACKS

If one of your characters enters the enemy’s flashing attack range, that character will be
attacked. However, you can use dash to leap through the area and avoid attack.

..the enemy will attack, and its |
strikes will inflict damage on
the character.

—d [ —_——

It a character stands in the
enemy's flashing attack range...

ABOUT THE BATTLEFIELD

Depending on the dungeon, the geography of the
battlefield may vary. Some battlefields are spread
over different levels, or are obstructed by objects
and corridors. Before diving into battle, make sure
you know where all the enemies are, and plan your
route with care.

ATTACKS

When you deliver an attack, or are attacked by an enemy, the view will shift to the attack view.
Press the appropriate button to have a character launch an attack.

ATTACK VIEW
When characters are performing attacks, the camera shifts to a side view of the action.

p— HI Gauge

Shows the remaining HP
of the enemy or ally who is
being artacked.

Extension C.;ug{-
(see . 29)

o

Marty Data

Shows which button is as-
signed to which character
in your party. The button
icon Is dimmed when the
character cannot attack.

| @ button @ button |

—

| Spedial Attack Gauge | AP (Action Point) Gauge
geel:33) ! Shows total AP (see P, 27).
Gauge for launching Gauge Is reduced with

special attacks. It increases  each attack.
with each successive hit
on an enemy.

® button = | €3 button |
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FIGHTING WITH TWO PLAYERS
You can set up characters to be controlled by a second player via the Party option (see P.
24) on the Menu Screen. The second player can control the attacks for those characters.
(Player one continues to control the movement of characters.) To play with two players, you will
need two DUALSHOCK 2 analog controllers, plugged into controller port 1 and controller port 2.

ATTACKING

The @, @, ®, and @ buttons are each assigned to a character in your
party. Press the appropriate button to have that character launch an
attack against the enemy target. You can press the button again for
repeated attacks, and have the other characters in the party launch
attacks in combination.

NUMBER OF ATTACKS

Each weapon that a character equips has a certain number of
attacks associated with it. For each attack, you can strike as many
times as the number allows. Note that for sorcerer-class characters
(see P. 21), the equipped weapon does not affect the number of
strikes the character can deliver.

ATTACKING ENEMY PARTS

Attacking and breaking off certain parts of enemies affects things
such as break mode (see P. 33) and the items you acquire. The
part of the enemy you attack depends on the attack technique or

spell type.

! The part being struck lights up.

Timing your strikes well

The speed and power of the strikes delivered by your characters varies depending on their class
and attack techniques (see P. 23). The more successive hits you deliver against the enemy, the
more the special attack gauge will increase. Watch the action closely, and carefully choose the
timing and order of attacks.

The incantation of spells takes
some time, but they can deliver
a range of devastating effects.

Light warriors can deliver
successive rapid attacks.
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SPECIAL ATTACKS AND GREAT MAGIC

Special attacks and great magic are extra-powerful strikes
that are only available with certain weapons. The type of
attack varies depending on the character. Successful consecutive
hits cause the special attack gauge to increase. When it reaches
100, you will see the message "SOUL CRUSH"™ appear. To launch
the strike, press a button assigned to a character that can use
special attacks.

Special Attack Gauge

SOUL, CRUSH The gauge Increases with every
- continuous hit, and falls when your

attack Is interrupted,

il (.
@ -

| When the gauge hits 100, | The special attack Is launched!
| press the attack button within The special attack gauge begins
= the time limit. | __tobuild up again.

MIDAIR COMBINATIONS AND MAGIC CRYSTALS
You can earn extra crystals by launching an enemy
into the air with an attack, and then hitting him with
more strikes in midair. Magic crystals are used for
restoring sealstones (see P. 17). They also give you
bonus experience points at the end of a fight.

BREAK MODE

If you focus your attacks on an enemy’s body part and succeed in
breaking it, you may enter break mode. This will allow you, for a
short time, to continue attacking without consuming any AP.

Break Mode Gauge

You can keep attacking until the
break mode gauge runs down,

BREAK MODE IS

| Keep attacking the same body

part until it breaks. You will
enter break mode!

Forget about AP! Just keep
attacking as fast as you can.
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BREAKING AN ENEMY'S BODY PART
Many monsters have weapons and armor equipped to certain body
parts. If you knock off those parts, the enemy will be less likely to put
up an effective fight. Smashing body parts will also reward you with
extra items.

]
Acquired item

PURPLE GEMS AND KICKING THEM WHEN THEY'RE DOWN

If you keep attacking a fallen enemy, you can acquire purple
gems and boost your AP gauge.

Murple '

gem

BATTLE MENU, ELEMENTS

Access the Battle Menu to use items, cast spells, or change weapons.
Knowing what role elements play will help you win the tough fights,

BATTLE MENU

Press the SELECT button to bring up the Battle Menu. Press left or right on the directional buttons
or left analog stick to select a character, push up and down to choose a menu item, and press the
& button to complete the selection. Note that when you use an item or spell, or change weapons,
m icon will appear and you will be unable to access the Battle Menu for a short while. After a
certain amount of battle time has passed (time progresses when you move and fight), the menu
will become available again.

Sealstone Effects

Sealstone effects that
influence the party

and enemies. Press the
@ button to toggle

the display,

Battle Menu JI'
Menu options that cannot
be used are displayed

in red.

ITEMS

Using items consumes 15 AP. Select an item from the list, and then move
the target mark to the character that will receive the effect.

¥ You cannot choose characters that are out of range.

MAGIC
Select a spell from the list and move the target mark to the character who
will receive the effect. AP consumption varies by spell.

¥ You cannot choose characters that are out of range.

REARM

Select a new weapon from the list.




ELEMENTS

Elements are additional effects that are associated with

certain weapons and magic. There are four natural
elements and two magic elements that stand above them.
Opposing elements increase the damage inflicted by an attack.
For example, ice element attacks do great damage to fire element
targets, while fire element attacks are highly effective against ice
element targets. Learn your enemy's element to use his weakness
against Rim. The Natural Elements

The Magic Elements

ABOUT MAGIC

Menu Spells

You can cast many spells with a normal attack, but others are only accessible via the Battle Menu.
These “menu spells” have a greater range than normal attack spells, and can be used to heal allies |
or attack multiple enemies. I

* When using menu spells to attack the enemy, the screen does not shift to the attack view.

Elements and Magic :
Spells have distinct characteristics depending on their element.

Fire Power depends on caster's MAG and target’s RST.
Ice Power depends on caster's level. Target's RST is a minor factor.
Earth No particular strengths or weaknesses. Standard magic.

Lightning | Regular damage is low, but the chance of delivering a crushing critical hit is higher.

Light Power depends on caster's MAG and target's RST.

Dark Power depends on caster’s level. Target's RST is a minor factor.
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BATTLE: STATUS AILMENTS, BATTLE RESULTS

A look at the status ailments that enemy attacks may inflict on your party and the
information provided at the end of a battle.

STATUS AILMENTS

There are two main types of status ailments.

Battle-only ailments Allments that persist after battie

These ailments only affect characters during These ailments continue to affect characters
a battle. They can be cured by certain items, after a battle. They can be cured by certain
spells, or by the passage of time. items or spells.

The victim is infected by poilson,
and loses HP at a steady rate until
cured.

The victim Is temporarily befuddled,
and is unable to act.

The victim is temporarily

immobilized, and Is unable to move. The victim is silenced, and unable

to use any magic.

ITh

e victim Is cursed, and is unable
to change any equipment,

The victim is temporarily turned to
stone, and is unable to move.

The victim temporarily loses
consclousness, and is unable to
move,

The victim is rendered frail, and is
unable to recover any HI.

The victim Is temporarily frozen, and
Is unable to move,

Unconscious | When HP falls to O, the victim
The victim is transferred away from falls unconsclous. Unconsclous

. Transfer

the battlefield, and is unable to characters cannot fight battles.
participate in the fight.

BATTLE RESULTS :
.

133324 A
' ' s

When the enemy leader is defeated, the battle is over and

the results are shown onscreen. Here you can see how much
experience and OTH (game currency) you earned from the battle.
Also, you may receive bonus experience points according to the
number of magic crystals you acquired. Furthermore, you will find
out if any of your party members have leveled up or gained new
techniques.

Game Over
When everyone in your party has been afflicted by Stone, Paralysis, Freeze, Transfer, or
Linconsciousness, the game is over.
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VALKYRIES
The three goddesses of fate. Granted the power to gather the souls of the dead, they

transfer these souls to Valhalla for the use of their master, Lord Odin. Valkyries are known
to mortals by many names: Battle Maiden, Defender of the Fallen, and many more. Only a single
valkyrie is meant to walk the world at any one time, but with the awakening of Silmeria, the old
laws have been broken.

EINHERJAR

A human soul, bereft of its living body. Einherjar are mortals whose souls are gathered at death
by the valkyries. There are many such souls sealed within Silmeria, and because she shares a body
with Alicia, they are inside Alicia, too.

ASGARD

The world of the Aesir, ruled over by Odin, the lord of the heavens. The Aesir are in conflict with
their fellow gods, the Vanir. The Aesir sometimes intervene in Midgard in order to preserve the
order of the universe.

MIDGARD

The world where humans live. It is a place stricken by war, famine, and disease, where death'’s icy
touch is never far away. Midgard is sometimes transformed by the interventions of the gods, but
the Kingdom of Dipan is preparing to fight them in order to resist such interference,

ODIN

The highest of the gods, Odin rules

from his throne in Valhalla. He has
ordered the valkyries to collect the souls
of warriors in preparation for Ragnarok,
the great war at the end of time.

HRIST

The eldest of the three sisters of fate. Under the
command of Odin, she is in pursuit of her
traitorous sister, Silmeria. To restore Silmeria’'s
spirit to its proper place, she aims to destroy
Silmeria’s host, Alicia.

LENNETH

The second oldest of the three sisters of fate.
Like Silmeria, her spirit is kept sealed away
somewhere in the world of men.
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leited Warranty

The following warranty and support information applies only to customers in the United States
and Canada, and only to original consumer purchasers of products covered by this warranty.

LIMITED WARRANTY

Square Enix, Inc. ("SEI") warrants to the original purchaser of the enclosed product (the “Product”) that
the media containing the Product (which includes any replacement media provided under this warranty)
will be free from detects in materials and workmanship for a period of ninety (90) days from the date of
purchase (the “Warranty Period”). SEI's entire liability and your exclusive remedy under this limited
warranty shall be, at SEI's option, repair or replacement, without charge, of the whole or affected portion
of any Product that proves to be defective in material or workmanship during the Warranty Period.

EXCLUSIONS FROM WARRANTY

This warranty applies only to defects in factory materials and factory workmanship. Any condition
caused by abuse, unreasonable use, mistreatment, neglect, accident, improper operation, destruction or
alteration, or repair or maintenance attempted by anyone other than SEI is not a defect covered by this
warranty. Parts and materials subject to wear and tear in normal usage are not covered by this warranty.

IMPLIED WARRANTIES AND INCIDENTAL AND CONSEQUENTIAL DAMAGES

Under state or provincial law, you may be entitled to the benefit of certain implied warranties.

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND
FITNESS FOR A PARTICULAR PURPOSE, WILL CONTINUE IN FORCE ONLY DURING THE WARRANTY
PERIOD. Some states and provinces do not allow limitations on how long an implied warranty lasts, so
the above limitation may not apply to you.

NEITHER SEI NOR YOUR RETAIL DEALER HAS ANY RESPONSIBILITY FOR ANY INCIDENTAL OR
CONSEQUENTIAL DAMAGES RELATING TO YOUR USE OF THE PRODUCT, INCLUDING, WITHOUT
LIMITATION, ANY DAMAGES FOR LOSS OF DATA OR LOSS OF PROFIT, OR FOR ANY INCIDENTAL
EXPENSES, LOSS OF TIME, OR INCONVENIENCE. As some states and provinces do not allow the
exclusion or limitation of incidental or consequential damage, the foregoing limitation or exclusion may
not apply to you.

HOW TO OBTAIN WARRANTY SERVICE

To obtain warranty service, please send the defective Product, together with a copy of your original sales
receipt, your return address, name and telephone number, should contact be necessary, and a brief

note describing the defect to SEl at the following address: Square Enix, Inc., Customer Warranty, 999 N.
Sepulveda Blvd., 3rd Floor, El Segundo, CA 90245. THE DEFECTIVE PRODUCT MUST BE POSTMARKED
WITHIN NINETY (90) DAYS FROM THE DATE OF PURCHASE. PROOF OF PURCHASE IN THE FORM OF A
DATED RECEIPT MUST BE INCLUDED TO OBTAIN WARRANTY SERVICE. The shipping costs for sending
the defective Product to SEl is a sole responsibility of the Customer. SEI will not be liable for any damage
or loss that occurs during shipping. To minimize loss during shipping, you may opt to use a trackable
shipping method.

!

If you have warranty questions, you can also contact our Custorner Warranty department at
(310) 846-0345 during the following hours of operation: Monday — Friday 9:00 am - 6:00 pm,
Pacific Standard Time.

CUSTOMER SUPPORT
For customer support and technical support questions, please call (310) 846-0345 during the following
hours of operation: Monday-Friday 9:00 am - 6:00 pm, Pacific Standard Time.

For information and services by Square Enix, Inc.,
go to www.square-enix.com

NOTICE: The Product, this manual, and all other accompanying documentation, written or electronic,
are protected by United States copyright law, trademark law and international treaties. Unauthorized
reproduction is subject to civil and criminal penalties. All rights reserved.
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