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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS
PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE
SYSTEM, GAME DISC OR ACCESSORY. THIS BOOKLET
CONTAINS IMPORTANT HEALTH AND SAFETY INFORMATION.

IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES

| AAWARNING - Seizures

* Some people (about 1 in 4000) may have seizures or blackouts triggered by
light flashes or patterns, such as while watching TV or playing video games,
even if they have never had a seizure before.

* Anyone who has had a seizure, loss of awareness, or other symptom linked
to an epileptic condition should consult a doctor before playing a video game.

» Parents should watch when their children play video games. Stop playing
and consult a doctor if you or your child have any of the following symptoms:

Loss of awareness
Disorientation

Convulsions
Altered vision

Eye or muscle twitching
Involuntary movements

To reduce the likelihood of a seizure when playing video games:

. Sit or stand as far from the screen as possible.

. Play video games on the smallest available television screen.
. Do not play if you are tired or need sleep.

. Play in a well-lit room.

. Take a 10 to 15 minute break every hour.

(S NI

|AWARNING - Repetitive Motion Injuries and Eyestraiﬂ

Playing video games can make your muscles, joints, skin or eyes hurt after a
few hours. Follow these instructions to avoid problems such as tendinitis, carpal
tunnel syndrome, skin irritation or eyestrain:

« Avoid excessive play. It is recommended that parents monitor their children for
appropriate play.

« Take a 10 to 15 minute break every hour, even if you don't think you need it.

If your hands, wrists, arms or eyes become tired or sore while playing, stop and

rest them for several hours before playing again.

« If you continue to have sore hands, wrists, arms or eyes during or after play, stop
playing and see a doctor.

LIVE HELP NOW AVAILABLE ONLINE!

Ever get stuck and just need that extra edge to beat the level?
Having problems getting your game to work properly?
Now you can get one-on-one help from Namco using your web browser!

Simply go to livehelp.namco.com for more details.

Live Counselors available from 9am-5pm Monday-Friday Pacific Time.

Namco Hometek Inc.
ATTN: Customer Service
2055 Junction Avenue
San Jose, CA 95131

Before returning any defective materials to us, please contact us for a Return Merchandise
Authorization (RMA) number. You can reach us at the address above, via e-mail at
support@namco.com or contact us directly at (408) 922-0712. Please note that any

materials sent to us without an RMA number will be refused and returned. We highly
recommend that you use a traceable and / or insured method of shipping the materials to us.

Namco Online: http://www.namco.com
Visit our Website to get information about our new titles.

LIMITED WARRANTY

Namco Hometek Inc. warrants to the original purchaser that this Namco Hometek Inc. game
pak shall be free from defects in material and workmanship for a period of ninety (90) days

from the date of purchase. If a defect covered by this limited warranty occurs during this 90-
day limited warranty period, Namco Hometek Inc. will repair or replace the defective game

pak or component part, at its option, free of charge.

This limited warranty does not apply if the defects have been caused by negligence,
accident, unreasonable use, modification, tampering, or any other cause not related to
defective material or workmanship.

LIMITATIONS ON WARRANTY

Any applicable implied warranties of merchantability and fitness for a particular purpose,
are hereby limited to ninety (90) days from the date of purchase and are subject to the
conditions set forth herein. In no event shall Namco Hometek Inc. be liable for
consequential or incidental damages resulting from the possession or use of this product.

The provisions of the limited warranty are valid in the United States only. Some states do
not allow limitations on how long an implied warranty lasts, or exclusion of consequential
or incidental damages, so the above limitation or exclusion may not apply to you. This
limited warranty provides you with specific legal rights. You may have other rights which
vary from state to state.

To register product online go to

WWW.NAMCOREG.COM




| AAWARNING - Electric Shock|

To avoid electric shock when you use this system:

¢ Do not use the Nintendo GameCube during a lightning storm. There may be a
risk of electric shock from lightning.

s Use only the AC adapter that comes with your system.

« Do not use the AC adapter if it has damaged, split or broken cords or wires.

* Make sure that the AC adapter cord is fully inserted into the wall outlet or
extension cord.

¢ Always carefully disconnect all plugs by pulling on the plug and not on the cord.
Make sure the Nintendo GameCube power switch is turned OFF before removing
the AC adapter cord from an outlet.

| AACAUTION - Motion Sickness

Playing video games can cause motion sickness. If you or your child feel dizzy or
nauseous when playing video games with this system, stop playing and rest. Do
not drive or engage in other demanding activity until you feel better.

| A\CAUTION - Laser Device

The Nintendo GameCube is a Class | laser product. Do not attempt to
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only.

Caution - Use of controls or adjustments or procedures other than those specified
herein may result in hazardous radiation exposure.

CONTROLLER NEUTRAL POSITION RESET

If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of
neutral position when the power is turned ON, those positions will be set as the
neutral position, causing incorrect game control during game play.

To reset the controller, release all buttons
and sticks to allow Atl'nem to return to the L Button R Button
correct neutral position, then hold down the

X, Y and START/PAUSE Buttons ‘
simultaneously for 3 seconds.

Control
Stick C Stick



The official seal is your assurance
that this product is licensed or
manufactured by Nintendo. Always
look for this seal when buying video
game systems, accessories, games
and related products.

Nintendo does not license the sale or use of products without the Official Nintendo Seal.

Official

Seal

THIS GAME SUPPORTS THIS GAME REQUIRES A

GAME PLAY WITH ONE -~ MEMORY CARD FOR SAVING
PLAYER AND CONTROLLER. GAME PROGRESS, SETTINGS
(EAGLE OR STATISTICS.
1 Player Uses 3 Blocks

A THIS GAME SUPPORTS
m‘ SIMULTANEOUS GAME PLAY
WITH TWO, THREE OR FOUR

JsdUU8R PLAYERS AND CONTROLLERS.
Simultaneous

Copying of any video game for any Nintendo system is illegal and is strictly prohibited by domestic
and international intellectual property laws. “Back-up” or “archival” copies are not authorized and
are not necessary to protect your software. Violators will be prosecuted.

This video game is not designed for use with any unavthorized copying device or any unlicensed
accessory. Use of any such device will invalidate your Nintendo product warranty. Nintendo
(and/or any Nintendo licensee or distributor) is not responsible for any damage or loss caused by
the use of any such device. If use of such device causes your game to stop operating, disconnect the
device carefully to avoid damage and resume normal game play. If your game ceases to operate
and you have no device attached to it, please contact the game publisher's "Technical Support” or
"Customer Service" department.

The contents of this notice do not interfere with your statutory rights.

This booklet and other printed materials accompanying this game are protected by domestic and
international intellectval property laws.

i Fantasy Violence
Language
Suggestive Themes
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SPECIAL UNISON ATTACKS
Here we will descrihe two of the special Unison Attacks. There
are many other different comhinations. Try to find them all!

Compound Special Attack: Pow Blade

This is a combination of Lloyd's Tiger Blade technique and
Colette’'s Pow Hammer technique. Lloyd will execute the Pow
Blade technique with toy hammers.

Compound Special Attack: Cross Thrust
- This is a powerful stabbing attack where Lloyd and Kratos both
use their Sonic Thrust techniques. Both of them perform a

simultaneous Cross Thrust, causing massive damage to the enemy.

SeETTING UP
GAME CONTROLS

Nintendo GameGuhe™
GController

Menu

Field Map
Town/Dungeon Map
Battle

Title Screen
Saving #

Changing Discs
Four Player Mode

~TowN/DUNGEON MAP

Town/Dungeon
Map Screen

Enemy
Treasure Chest
Movabhle Block
FIELD MAP
- Field Map Screen
Long-range Mode

Special Vehicles

S
S
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G
ad
,7 :
a8
8
£
9
9

-
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USING 'I‘HBsMAIN MENU

Main Menu
~Tech ;

Unison Attack

Strat

Status

Synopsis

Items

EX Skill

: Sysfem
BATTLE .
Bqttle Screen
B‘(Vlt“ktlé;‘l’y:lenu
B&ﬁtr . Rules.
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SETTING UP:

Set up your Nintendo GameGuhe™ system according to the
instructions in the instruction manual. Make sure the POWER
Button is turned on. When the power indicator lights up, press
the OPEN Button and the Disc Gover will open. Place the Tales of
Symphonia™ Game Disc on the disc tray with the lahel facing up.
Manually close the disc cover and the game will hegin to load.

BATTCE

UNISON ATTAGK

The Unison Attack Gauge increases as you inflict damage on
enemies. You can unleash a Unison Attack when the gauge is full.
If a Unison Attack is successful, the magic and techniques that
follow will always hit the enemy and will not consume any TP.

‘E;? HOW TO EXECUTE A UNISON ATTACGK

: |

] vj VStep I

/ j The Initial Attack

Press the Z Button when the

f - " Unison Attack Gauge is full to

- unleash the initial attack. If
this attack hits the enemy, the
‘Unison Attack will initiate. If

. this attack misses the enemy;,

the Unison Attack will fail.

Step 2:

Magic and Technique Input

When a Unison Attack is

“initiated, all enemy movement
—will cease, and the magic and

”’% N\ technique input screen will be

displayed. Here you must input

“’g‘\ the magic and technique

y b i;_ commands set for each
> #*‘V character. The Unison Attack

¢ will not succeed if you do not
input the commands within the
time limit.
. Step 3:
*_“Gomplete the Unison Attack
When the magic and technique
~= " input is finished, the Unison
' Attackis complete. Note that
certain combinations of magic
and techniques will result in a
special Unison Attack.




BATTCE

CHANGE TARGET
Pressing the R Button will change the player character’s target

between the two closest enemies. Holding the R Button will pause

the hattle and enter a targeting mode where the Gontrol Stick
can he used to target any enemy.

CHANGE CONTROLLED CHARAGTER
To change the player-controlled character, press the Y Button to

open the Battle Menu and press the Z Button to change the player- :

controlled character. You cannot change the player-controlled
character to a character that isn't taking part in the hattle.

CHANGE FORMATION
To change hattle formation between default and reverse, press the
Y Button to open the Battle Menu and press the L Button or R Button.

MAGIGC AND TECHNIQUES

To use the magic and techniques set in the Tech Menu (see page 13)
~ hold the Control Stick in the appropriate direction and press the B
- Button. Magic and techniques are performed at the cost of TP.

.DELAY MAGIC
=0 delay magic for the player-controlled character, input the
commands for the appropriate magic spell and hold down the B
Button. The magic will he cast when the B Button is released.
Pressing the X Button while a magic spell is being cast will

cancel the magic. Spells assigned to shortcuts can be delayed hy
holding down the L Button, and the magic spell will be cast when' *

the hutton is released.

CHANGING BATTLE CONTROL TYPES DURING BATTLE

You can change the player-controlled character’s Battle Gontrol
Type during battle. First, press the Y Button to open the Battle
Menu and press START/PAUSE to change the Battle Gontrol Type
for the player-controlled character.

GAmE GONTROCS

NINTENDO GAMEGUBE™ GONTROLLER

The following is the default Gontroller setup. Game controls for
the Field Map, Town/Dungeon Map, Menu Screen, and Battle
Screen are described in this section.

The default setting for the Rumble Feature is ON. The Rumble

Feature can he turned ON/OFF in the Customize Menu.

L Button R Button :
‘ / Z Button ’/,m

Y Button

X Button

B Button

START / PAUSE
+Control Pad

MENU
Control Stick/Control Pad Move cursor

A Button Confirm

/B Button Cancel
7‘“\0 Stick Scroll page
L Button/R Button

Change character (Tech, Status, EX
Skill, Equip)/Change item type (Items)
Toggle item stats (Items, Equip)/Toggle
character stats (Main Menu)

START/PAUSE




GAms GONTROCS

FieLD MAP
Control Stick

+Gontrol Pad
A Button
B Button

X Button

Y Button

Z Button

L Button/R Button
START/PAUSE

Move player-controlled character
Open map
Enter towns and dungeons

Cancel/Board Rheaird,
Emhark/Disemhark EC

Mount/Dismount Noishe (activates
Long-range Mode)

Open Main Menu

Start skit

Rotate the camera left/right
Toggle world map

TowN/DUNGEON MAP

Control Stick
- +Gontrol Pad

. A Button
~ X Button
Y Button
Z Button

BATTLE
Control Stick

+Gontrol Pad
A Button

B Button

C Stick

X Button

Y Button

Z Button

iL Button

'R Button
START/PAUSE

Move player-controlled character

Rotate player-controlled character
45 degrees (only while standing still)

Action (Speak, Examine, etc.)
Use Sorcerer’s Ring

Open Main Menu

Start skit

Move player-controlled
character/ltem selection

Select strategic Orders

Attack

Perform magic or technique

Magic and technique shortcut
Guard/Cancel magic and technique
Open Battle Menu

Initiate Unison Attack

Delay magic or technique

Change target (hold to select a tﬂrget)

Pause

BATTCE

BATTLE RESULTS SCREEN
When you are victorious in
bhattle, the battle results screen
is displayed. This screen will
inform you of items and titles
received, and notify you of level

Experience points
earned.

This bonus is
awarded based on the number of combo hits and
increases the experience points received.

The maximum number of comho hits ohtained
during the hattle.

The amount of Gald received.
Total time taken to defeat all enemies.

Grade points are awarded hased on performance
during the bhattle.

.COOK AFTER BATTLE
If you have enough ingredients to cook a dish, you can cook it
after a hattle on the hattle results screen. Press the X Button on
y the hattle results screen to cook the assigned dish.

OTHER BATTLE GONTROLS
~ This section will explain other hattle controls that will help you

adapt to any situation during bhattle. For more information on
hasic hattle controls, see page 6.

e,

¥ "ORDERS
Pressing the +Gontrol Pad 4, ®, or 4@ will perform the Orders
that were set in the Strategy Menu (see page 16). You can cancel

= the Orders hy pressing the «Gontrol Pad 9.




BATTCE

Curse: Magic and techniques cannot he used.

KO: If a character’s HP reaches 0, that
character is knocked out and can perform
no actions unless that character is revived.

MAGICAL AILMENTS

#/8 Attack: Attack power is increased

or reduced. ‘ ONCE UpéN A TIME,

#/® Defense: Defense power is there existed @ giant tree that was the source of
increased or reduced. -

all mana. A war, however, caused this tree to wither
2/9 Accuracy: Hit accuracy is

increased or reduced. ; .

away, and a heros life was sacrificed in order to

Magic Attack: Magic attack : L
./ e pIeane PN take its place. Grieving over the loss, the goddess
is increased or reduced.

disappeared unto the heavens. The goddess left the
Holy Song Effect: Attack power and

defense strength are increased. : o ‘
angels with the edict: “You must wake me, for if [ should

Physical Ailment Immunity: Prevents
physical ailments.

sleep, the world shall he destroyed” The angels hore

M al Ai t Immunity: Prevents the Chosen One, who headed towards the tower that

magical ailments.
reached up unto the heavens. And that marked the

Weak: Maximum HP is reduced by half.
beginning of the regeneration of the world.




. [ NEWGAME

i Y

NEW GAME

This option allows you to start the game from the beginning.
From the title screen use the Gontrol Stick or +Gontrol Pad to
select NEW GAME, and press the A Button or START to confirm
the selection. At the following screen you will he able to change
game settings such as Skit Title Display, Battle Gontrol Type
}(see page13 for more information on Battle Gontrol Type), etc.

CONTINUE

If there is saved game data for Tales of Symphonia on a
Nintendo GameCGube™ Memory Gard, you can continue a
previously saved game. From the Title Screen select GONTINUE,
select the location containing the Memory Card which the game
data is saved to, and select the game data you wish to load.

CUSTOMIZE

You can customize various game settings, such as: Message
Speed, Window Type, Window Color, etc. See pages 25-26 for an
explanation of each item.

SAVING

A game can only he saved at
Memory Circles in towns and
‘dungeons or on the Field Map.
‘While in the Save Menu, insert
a Nintendo GameCuhe™
Memory Card into Memory

BATTCE

ESCAPING

If you want to escape a hattle, press the Y Button to open the
Battle Menu and select Escape. An Escape Gauge will be
displayed and you will be ahle to escape when this gauge is full.
Selecting Cancel Escape (found in the same location as Escape)
~while the Escape Gauge is displayed will cancel the escape.

% Chere are some battles that you cannot escape from.

You will sometimes get stunned
during a hattle. While you are
stunned, you cannot perform
any actions. Move the Gontrol
Stick rapidly to shorten the

i Qt'rme that you remain stunned.
— A

§

OVER LIMITS

When enemies and party

members take a certain amount

of damage, they will go into
“Over Limits. The Over Limits status will only last a short period
w{of‘ time, during which a variety of effects will occur, such as: all
. damage received is reduced by a certain amount, the character

cannot he staggered or knocked down, etc.

PHYSICAL AILMENTS
Physical ailments may occur during battle. Some ailments will

i{ remain even after the hattle is over.

*  Poison: HP decreases with time.

Deadly Poison: HP decreases at a faster rate than
with Poison.

Paralysis: Many ahilities hecome limited.

Petrify: No abilities may he performed; if all characters
have Petrify status then the game is over.




BATTCE

BATTLE MENU
During battle press the Y Button to open the Battle Menu.

Tech Change magic and technique settings here (see page 13).

U. Attack Ghange Unison Attack settings here (see page 15).
Strat Change strategy settings here (see page 16).
Item Allows use of items (see page 20).

Escape  Allows you to run from the hattle (see page 29).

BATTLE RULES

A hattle is decided when all enemies are defeated, or when all
party memhers taking part in the hattle have KO status (HP
reaches 0).

VICTORY

Victory is attained hy defeating all of your enemies. When you
are victorious in hattle, you will he rewarded with experience
points and money (Gald), and you will recover some TP.
Sometimes you will also find items. For more information on

- Battle Results, see page 31.

DEFEATED

The game is over if all the party
membhers in hattle are KO'd.
Choosing “Load data” will take
you to the Load Menu, and
choosing "Quit game” will take
you to the Title Screen.

TECHNICAL SMASH

A Technical Smash occurs

when certain requirements are

met when defeating an enemy. These are some of the different
types of technical smashes: skill, counter, no damage, S hits, 10
hits, ete.

Gard Slot A or Memory Gard Slot B and select the appropriate
location and press the A Button to confirm the selection. Next,
select a location to save your game data and press the A Button
to confirm the selection.

Note: Tales of Symphonia
~requires 1 file and 3 blocks

= To save while on a Memory
Uircle, press the A Button to
open the Save Menu.

SAVING ON THE WORLD MAP

While on the World Map you can save at any time. Press the
¥ Button to open the Main Menu (see page 12 for more
information on the Main Menu), select System and press the
A Button to confirm the selection. Next, select Save and press
the A Button to open the Save Menu.

- GHANGING Di1scs

. Tales of Symphonia is composed of two Nintendo GameCuhe™
Game Discs. When playing the game for the first time, always
start by inserting Tales of Symphonia Game Disc 1.

_ When a disc change is required, follow the on-screen
instructions to exchange the discs properly and continue with

Four PLAYER MODE
4’\ This game can he played with up to four players simultaneously.
When playing with four players, make sure that each Gontroller
’ 1s properly inserted into the appropriate Gontroller Socket.

s Please note that this manual is generally written under the

““““ Gssumptlon that a single player is playing the game.




TowN/DUNGEON MAP

One of your many goals is to gather information in towns, and
explore dungeons.

TowN/DUNGEON MAP SCREEN
The town/dungeon map screen is displayed when you enter towns
and dungeons. This section will mainly explain its use in towns.

Player Character

NIG (Non-player Character)

NPC (NON-PLAYER CHARACTER)
Press the A Button near an NPC to talk to them.

PLAYER CHARACTER
Move the character using the Control Stick.

SKIT TITLE
Press the Z Button when a skit title is displayed to start a skit.

ENEMY
Touch an enemy to starta
hattle.

TREASURE GHEST

Press the A Button near a
treasure chest to open it and
collect the item inside.

‘MovaBLE BLock
Press and hold the A Button near a movahle hlock to grah it. Use
the Control Stick to push or pull the movable hlock.

\ ¢

BATTCE

When you come into contact with enemies in dungeons and the
Field Map, the hattle screen will appear. This section explains
the parts and rules of hattle.

BATTLE SGREEN
‘The following shows the parts of the Battle Screen. The screen
?elow shows the Battle Menu display after pressing the Y Button. :

Orders _' .
Unison Attack Gauge —l
Party Member Status

"- Enemy Name d
= Tourgeted Enciny

Battle Gontrol Type

Orders can be changed in the Strat Menu by pressing the Y Button
to open the Battle Menu.

BATTLE MENU
This menu includes: Tech, U. Attack, Strat, Equip, Item, and Escape.

COMBO COUNTER
The number of consecutive hits landed by your party.

"\ PARTY MEMBER STATUS
“ HP is displayed ahove and TP is displayed helow.

"UNISON ATTAGK GAUGE
Unison Attacks can he performed when this gauge is full (see
page 33).




Volume Settings
Battle Gontrols
Battle Voiceover
Event Voiceover
Skit Title Display
Movie Suhtitles

Battle Auto-Zoom

- Rumble Feature

" Adjust Screen

—— ]

USING THE MAIN MeNU

Allows you to change various volume
settings and sound output.

Allows you to change hutton
configurations for use in hattle.

Allows you to turn voiceover during
hattle ON or OFF.

Allows you to turn voiceover during
events ON or OFF.

e
Allows you to turn the skit title display o

ON or OFF.

Allows you to turn subtitle display
ON or OFF.

Allows you to turn auto-zoom of the
camera during hattles ON or OFF.

Allows you to turn the Rumhle Feature
ON or OFF.

Allows you to adjust the positioning
of the screen.

If‘lscﬁ MAP

Thisscreenallows you to move from town to town and search for

other destinations.

FIELD MAP SCGREEN

This shows the current location
-and the direction the camera

s facing. Press START/PAUSE

to toggle the display of the

- LONG-RANGE MODE
Press the X Button after
examining one of the Guide Post
Mgnuments found throughout
-the world to activate Longrange
Mode. Long-range Mode zooms
camera farther out than
normal, allowing you to see a
wider field of view.

SPECIAL VEHIGLES

As the game progresses, you
will he able to ride vehicles
such as hoats and Rheairds.

,{\J;ﬁése special vehicles can only
.\, 7 "he used on the field map.




MAIN MENU
The Menu Menu allows you to set Techs, use Items, and determine
various game settings.

Menu Items

- Gald
On-screen Indicator

- Time

- Encounter

= GComho
Character Window

ON-SCREEN INDICATOR
This shows the character that will he on-screenin the Field Map
and the Town/Dungeon Map.

- MENU ITEMS
A list of items that can be accessed from the Main Menu.

GALD
Shows the amount of money you currently possess.

TIME
Shows the total play time (white) and the amount of time since the
last game load (yellow).

ENCGOUNTER
Shows the number of hattles that you have encountered.

COMBO
Shows your highest number of successful comho hits in hattle.

GCHARAGTER WINDOW

This window displays a character’s current level, the amount of
‘Experience required to reach the next level, current and max. HP,
~current and max. TP, and Type Gauge (see page 15 for more
information on the Technique Type Gauge).

L2

i

Y.

7z

-

A

L&
L

e

£e which messages are displayed.

=

*/"\ ““various settings used hy the
b %,; game. Choosing Gancel will

b -

{

Using THe MAIN M'c;NU

SYSTEM

The System Menu allows you

to save game data or load

previously saved game data. It

also allows you to change and

customize various settings
sed in the game.

SAVE

You can save game data while

on the Field Map or while

Standing on a Memory Circle (see page 8 for more information
on saving).

£ I10AD
This allows you to load previously saved game data (see page 8

for more information on loading in the Continue section).

CUSTOMIZE
This allows you to change the

Y Customize

remove all current changes
and recover the previous
settings. Choosing Default will
return all options to their
default settings.

Gustomizahle Options

Message Speed Allows you to change the speed at

Allows you to set the difficulty of
hattles to Normal or Hard.

Window Allows you to choose among three

types of windows.

Window Background Allows you to choose among six types

of window patterns.

Window Golor Allows you to change the color of windows.




UsING THE MAIN MeNU

GOOKING

The Gooking Menu allows you
to cook any of the recipes that
you have learned. Gooking
different recipes will restore
HP and TP, cause a variety of
effects, and cure a variety of
ailments. Note that you can
cook only once after a hattle.
To cook again, you will need
to hattle again.

& Cooking
d okkok

GOOKING SKILL LEVEL
Each character has a cooking skill level for each recipe,

indicating how well the character can prepare the recipe. As the -
character repeatedly prepares

a recipe, the skill level will
increase and the list of
additional ingredients that
may he included will expand.
Also, as the skill level increases
the use of additional
ingredients may result in
higher level effects.

LEARNING NEW RECIPES
Hiding in many areas of the
game is the mysterious Wonder
Chef. Each time you find him he
will teach you a wondrous new
recipe. Some recipes can he
acquired through events.

COOKING A DISH

Select a character and the dish

you want that character to
cook, and press the X Button to start cooking. If the dish was
cooked successfully, a variety of effects may occur. If the dish
was not cooked successfully, the effects will be weaker.

TeGH
How you set magic and
techniques will greatly
influence the course of hattle.
Be sure that you understand
- how to set magic and
- techniques!

BATTLE CONTROL TYPE
You can choose Auto, Semi-auto,
or Manual for each character’s

‘{ Battle Control Type. Use the Control Stick or the +Control Pad to
move the cursor up to the Battle Control Type options, select a
type and press the A Button to confirm your selection.

Auto

Battle is performed automatically, according to the set strategy.

Magic and techniques used automatically during battle are

displayed in white. To turn off magic or techniques, select the

magic or technique you want to turn off and press the Y Button.
»~Turnmg off magic or techniques will prevent them from heing

used during hattle.

.}} ““Semi-auto
s The character is controlled hy the player, but support features
i such as automatic guard are enahled. Also, the magic and
‘ techniques listed in the Tech Menu can he mapped to different
%&-—.‘- comhinations of the B Button and the Gontrol Stick for use
¢ dunng hattle.

Manual
The characteris controlled hy the player with no support
_ features enahled. Magic and techniques listed in the Tech Menu
& _ can he mapped, similar to Semi-auto, to different comhinations of
the B Button and the Control Stick, for use during hattle.




USING MAGIC IN THE MAIN MENU

When you want to use magic and you're not in a hattle, move the
cursor to the magic or technique you want to use, and press the
A Button to confirm the selection. Please note that magic and
techniqueslaheled with a red “B” cannot he used out of hattle.

THE COST OF MAGIG AND TECHNIQUES

Eachtime you use magic or techniques, TP will he consumed. The s ;

cost of each magic or technique is displayed at the hottom of the
screen when selecting the appropriate magic or technique.

SETTING MAGIC AND TEGHNIQUES
To set magic and techniques, set the Battle Gontrol Type to Manua
or Semi-auto, select the Control Stick input method, and press the
A Button to confirm the selection. Next, select the magic or
technique that you wish to set, and press the A Button to confirm
the selection.

MAGIC AND TECHNIQUE SHORTCGUTS

When set to Manual or Semi-auto mode, you can set magic and
. technique shorteuts to G Stick # or C Stick ®. This will allow you
“to use magic or techniques for any character.

LEARNING MAGIC AND TECHNIQUES
You will learn hasic magic and techniques just hy leveling up.

However, there are also some magic and techniques that you will :

not he ahle to learn until you have used specific magic and
techniques a certain number of times. The Usage number shown
at the hottom right of the screen displays how many times a
magic or technique has heen used.

USINQ THE MAIN MENU

Technique Types and EX Skills

EX SkKills can be either technique type T or 5. When hattles are
fought, the character's type gauge will move in the direction of
the set EX Skill type. You can take advantage of this hy setting
skills of the type you want the character to hecome. If multiple
skills of different types are set, then the majority type will
“determine the technique type that the character will become. For
example a character has three skills set: two of them are T type
and one is S type. One S type skill will neutralize one T type skill,
leaving one T type skill making the character’s type gauge move

Equir

@ : £, This section explains equipping

items such as weapons, armor,
and accessories. Equipment
attrihutes are also explained
here.

QUIPPING WEAPONS
AND ARMOR
n the EquipMenu, select the location of the equipment you wish to
change, and press the A Button to confirm the selection. Next,
choose the item you wish to equip and press the A Button to equip
that item. Moving the cursor to the character’s name and pressing
- the Y Button will equip the character for optimal performance.

. *I;,EMENTAL ATTRIBUTES
You can use a Magic Lens to determine the elemental attributes of
an enemy. Attacking an enemy with magic or weapons having an
elemental attribute that an enemy is weak against will allow you

{Xdo inflict more damage than usual. You can check a character’s

7" current attribute in the Status Menu.

Elemental Attribute Icons

. Earth @ Light
e Lightning . Darkness
® -




EX SkiILL

EX Skills are skills that are ohtained when an EX Gem is set to

a character. EX Skills can have different effects, including:
increased max. HP, increased max. TP, new ahilities during hattle,
increased Def, increased Atk, etc.

EX SKILL MENU
EX Gems
There are four different EX Gem

levels, 1 through 4 When an EX - «

Gem is set to a character, four
EX Skills hecome availahle hut
only one EX SKill for every EX
Gem can be set. Up to four EX
Gems can he set for each
character in your party.

FEX Skills
EX Skills are of either T (Technical) or S (Strike) types and have a

number of different effects, such as changing character attrihutes ==

- orincreasing the number of attacks a character can do during

= hattle. Comhingations of different EX Skills will unlock more
 advanced Gompound EX Skills. Be sure to set different combinations

of EX Skills in order to find the most effective Gompound EX Skills.

Setting EX Gems and EX Skills

First, select a slot to set an EX Gem in, and press the A Button to
confirm the selection. Next, choose the appropriate level of EX
Gem and press the A Button to confirm the selection. EX Skills are
equipped in a similar manner. Once EX Gems have heen set they
cannot he removed, hut they may be exchanged with other EX
Gems. However, when an EX Gem is exchanged for another the EX
Gem that was removed will be destroyed and is discarded.

USING THE MAIN MeNU

Technique Type T Vs S

Each character will he of type T (Technical) or S (Strike), which

will determine what magic and techniques a character can learn.
You can check a character’s type hy looking at the Type Gauge -

if the gauge is pointing in the T direction then the characteris a
T type, and if it is pointing in the S direction then the character is
~an S type. Only one T type or S type higher level magic or techmque —
can be learned from a single magic spell or technique. Magic or 3
echniques of one type can he forgotten in order to learn magic or ~
techniques of a different type (see page 23 for more information).

Forgetting Magic and Techniques =

- First, select the magic or technique you wish to Forget and press

the X Button. A confirmation window asking if you really want to
orget the selected magic or technique will he displayed. Select

’P‘T”“ Yes to forget the selected magic or technique.
{\

UNISON ATTAGK
A Unison Attack is a special attack that allows you to execute
magic or techniques with all party members consecutively.
omhining specific magic or techniques will activate a special
extension of the Unison Attack. Mix and match different

~comhinations to find the hest ones.

Note: Unison Attacks will not
he available until after you've
gone through the tutorial on
the Ossa Trail.




SETTING UNISON ATTACKS

In the Unison Attack Menu, you can set magic or techniques used

by each character to different combinations of the Gontrol Stick
and the A Button, B Button, X
Button, or Y Button. By
combining each hutton with the
Gontrol Stick, you can set up to
four different magic or
techniques. Please note that
characters set to Semi-auto or
Manual control will have the
same settings hoth in the
Unison Attack Menu and in
the Tech Menu.

EXECUTING A UNISON ATTACK

To execute a Unison Attack, the Unison Attack Gauge must be full,
and your character must be within normal attack range. First,
approach the enemy and press the Z Button. If the initial attack
with the Z Button does not hit the enemy, then the Unison Attack
will not initiate. Next, input the commands for the desired mugic
or techniques; time is limited so input the commands quickly. For a
more detailed explanation on how to execute a Unison Attack, see
page 33.

STRAT

There are three types of

strategies: Action, Skill/Magic,

and Position. These strategies

are used to decide how =
characters with Battle Gontrol ] .
Type set to Auto will behave I Asgas: Ly

during battle. 8

~ ITEM TYPES

Items fall into the following categories. The type of weapons
and armor that a character can equip changes from character
to character.

\
t.»%; @ Newly ohtained items.

Recovery items, customization items, hattle items, ete.
Swords, axes, ete.

Armor equipped on the hody.

Armor equipped on the head.

Armor equipped on the arm.

Items with special attrihutes, other than weapons and
armor, that can be equipped.

Ingredients required for cooking (see page 24).

Items required for your adventure.




The Items Menu allows you to use, equip, and discard items.

USING ITEMS (TOOLS)

Select the item you wish to
use and press the A Button to
confirm the selection. Next,
choose the character you
wish to use the item on and
press the A Button to confirm
the selection.

DISCARDING ITEMS

To discard items, select the item

you want to discard and press the X Button to discard it. You
cannot discard important items.

BOOKS AND MAPS

As the game progresses, you will ohtain a Collector’s Book,
Monster List, Figurine Book, Training Manual, and various maps.
The Collector’s Book lists items that you have found, the Monster

~ List is a collection of information on the monsters you have
encountered, the Figurine Book lists people you have met, the
Training Manual has useful information on various aspects of the
game, and maps tell you ahout places you have been and where
you currently are. These items will be placed in the Key Items
Menu when you ohtain them.

SETTING STRATEGIES

First, choose the character you wish to set strategies for, and
press the A Button to confirm your selection. Next, select a
strategy type, and press the A Button to confirm your selection.
Finally, select a strategy and press the A Button to apply the
selected strategy to the character.

ORDERS

1. them to one of three Order Types: Reserve, Guard, and All Out.
You can access the Orders Menu by pressing the X Button while
.@: viewing the Strategy Menu. Setting strategies for Orders is the
. same as setting normal strategies. Pressing the +Control Pad *,
! 9. ap during battle will cause the characters with Battle
Qbontrol Types set to Auto to hehave according to the settings
applied to each Order Type.

: STATUS
%"i‘he Status screen allows you to check the status of each

-character. This menu also allows you to change character titles.
Moving the G Stick f or %
allows you to switch hetween
the Status 1 and Status 2
screens. You can change the
character shown hy pressing
the Gontrol Stick or the
+Control Pad # or 4, or hy
pressing the L Button or
R Button.




STATUS PARAMETERS
The following is a list of parameters displayed on the Status 1
screen: character name, character title, type gauge, character

attributes, the currently equipped weapon, armor, and accessories. ' &

Elemental attributes (see page 23), and accessory effects are
displayed on the Status 2 screen.

CHARACUTER ATTRIBUTES
Lv The character’s current level.

HP The numher of hit points the character has. The current

i
i

TITLES

Titles are obtained through hattle and other events. They will
sometimes alter character attributes when a characterlevels
up (LvUp).

To change a character's title,
move the cursor to the title and
press the A Button to display the

Title List. Select the desired title 1::

and press the A Button to
confirm the selection. While

numher of hit points is shown to the left, and the maximum Cl . 64 ¢ b viewing the Title List, title

number of hit points is shown to the right. The character is
KO'd if his or her remaining hit points reach 0.

Technical points: technical points are required to use
magic and techniques. To the left is the current number
of TP, and to the right is the maximum numher of TP.

Experience points: when the amount of EXP reaches a
specif‘lc number, the character will advance a level. This
will cause all of the character's attrihutes to go up.

The number of EXP required to reach the next level.

This number is the hase for determining attack strength.
The attack strength for slashing attacks (Lloyd only).
The attack strength for thrust attacks (Lloyd only).

Attack power: This number is a comhination of Str and
the current weapon's Atk.

The character’s intelligence reflects magic attack and
defense power.

The character’s defensive strength. This number is
affected hy the capabilities of your armor.

Accuracy reflects the character’s ahility to land a hit
in hattle.

This reflects the character’s ability to evade enemy
attacks.

Luck: this numher changes each time you stay at an inn
and affects many game features, including battle.

information such as the title

description and level up honus

are displayed at the hottom of

the screen. Level up bonuses in
red decrease, bonuses in gray do not change, and honuses in
green increase when a character's level increases.

-SYNOPSIS
= “The Synopsis Menu allows you
~to review the story and the

5Ynorsis

ol
| ,,37} N progress you’ve made in the

game. It will also help you

-‘;ﬁ ; confirm what you should do next.

4 ‘f RVENT LIST
ij This is a list of event titles. Titles
displayed in white are events
that have already been
completed and titles displayed

A p ,1n yellow are events that have not yet heen completed.

: LOCAT[ON/LEVEL/DATE
Thisisa dlsplﬂy of locations and levels associated with an event,
along with the date that the event occurred.

WORLD MAP !
This shows thelocation associated with the event onthe World Map.

READING EVENTS
To read an event, select the event you want to read and press the
A Button to confirm the selection.




