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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 PAK 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:
Convulsions Eye or muscle twitching Loss of awareness
Altered vision Involuntary movements Disorientation

To reduce the likelihood of a seizure when playing video games:
1. Sit or stand as far from the screen as possible.
2. Play video games on the smallest available television screen.
3. Do not play if you are tired or need sleep.
4. Play in a well-lit room.
5. Take a 10 to 15 minute break every hour.



AAWARNING - Repetitive Motion Injuries and Eyestrain

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 or 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 or arms or eyes during or after play, stop
playing and see a doctor.

A WARNING - Battery Leakage

Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs,
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may
make popping sounds.

To avoid battery leakage:

Do not mix used and new batteries (replace all batteries at the same time).

Do not mix alkaline and carbon zinc batteries.

Do not mix different brands of batteries.

Do not use nickel cadmium batteries.

Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may
become dim, the game sounds may become weak, or the display screen may be blank. When this happens,
promptly replace all used batteries with new batteries.

Do not leave batteries in the Game Boy or accessory for long periods of non-use.

Do not leave the power switch on after the batteries have lost their charge. When you finish using the

Game Boy, always slide the power switch OFF. |

Do not recharge the batteries.

Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the
correct directions. Insert the negative end first. When removing batteries, remove the positive end first.

Do not dispose of batteries in a fire.



THIS GAME PAK WILL WORK ONLY WITH THE
GAME BOY® ADVANCE VIDEO GAME SYSTEM.

+ THIS GAME PAK INCLUDES A MULTIPLAYER MODE
! " WHICH REQUIRES A GAME BOY® ADVANCE
GAME LINK® CABLE.

GBA LINK
CABLE

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 D oanital
and related ((Nintendo)
products. \

Seal

o

."-\.__

Nintendo does nowhicense the sale or use of products
without the Official Nintendo Seal.

Important Legal Information

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.

EVERYONE

Visit www.esrb.org This video game is not designed for use with any unauthorized copying device or any
for more ratings 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 ahy
damage or loss caused by the use of any such device. If use of such device causes your

ESRB CONTENT RATING www.esrh.nrg 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.

information.

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
N infe ndo and international intellectual property laws.

Rev-D (L)

NINTENDO, GAME BOY, GAME BOY ADVANCE AND THE OFFICIAL SEAL ARETRADEMARKS OF NINTENDO.
© 20071 NINTENDO. ALL RIGHTS RESERVED.

LICENSED BY
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% ow IS an explanatlon of how to Imk to another Game Boy@ Adva e using the ame Bo{/m Advance Game
Link® Cable.

/ / g .
4 / J;’f | ,-/ : / ' / ;/
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Connecting the Game Boy® Advance Game Link® Cable
f Follow the instructions below to connect two Game Boy® Advance systems using a Game Boy®
/ Advance Game Link® Cable.
You will need:
® Game Boy® Advance or Game Boy® AdvancCe SP..........cccoooveveeeieieciiecieeeie e, 2 /3
® “Yu-Gi-Oh! World Championship Tournament 2005” Game Pak .............cc............. 2
® Game Boy® Advance Game LinK® Cable .......cc.ooooviiouerieeeee e, 1
/ » Connecting the Game Boy® Advance Game Link® Cable
1. Make sure that each Game Boy® Advance system’s power switch is set to OFF before inserting a
/ “Yu-Gi-Oh! World Championship Tournament 2005” Game Pak into each Game Boy® Advance
’ system.
2. Connect the Game Link® Cable to each Game Boy® Advance system’s external expansion connector.
3. Turn each Game Boy® Advance system’s power switch ON.
4. Follow the instructions for link play on P.14.
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. | » Link Play Warnings
The following can cause Game Boy® Advance systems to fail to link properly or malfunction:

® Using a cable other than the Game Boy® Advance Game Link® Cable. A
® Failing to insert the Game Link® Cable completely.

® Removing the Game Link® Cable while linked.

® Failing to connect the Game Link® Cable / Game Boy® Advance systems properly. \
® Connecting three or more Game Boy” Advance systems.
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e followmg ilgure |uuslrates the basic controls fnr “Yu-Gl-Oh' orld Champibnship Tournament
2005.”

Password Screen (=»P.20)
Back 1 digit L Button
Forward 1 digit R Button

Forbidden / Limited Card Warning Screen (=»P.23)
Switch lists L Button, R Button

Activation Timing Messages (=»P.40)
Set all items to “Confirmed” R Button
Set all items to “Unconfirmed” L Button

-~ +Control Pad

Switch items, move the cursor, and scroll text.

[Field Screen] Movement.
’ . - " 4

| (Duel Screen] Show Options menu. |

S —

'3 . -

| [Edit Deck Screen] Switch between the Main Deck and the Side Deck. |
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R Button

\ Field Screen] Battle.

\ Duel Screen] Read card information, draw card during Draw Phase. \ |
Edit Deck Screen] Add 1 card.

T - o
\ I. BU"Un

[Edit Deck Screen] Remove 1 card.
" 5 _ -\ !
5

P

\

A Button

| Confirm, open menu, send message. \
[Field Screen] Show submenu, talk,
| examine.

\ 7 X

\ \ \
B Button \ \ \
Cancel, return to previous screen. \ ‘
[Duel Screen] Show phase completion menu. N { ot '
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‘ Title Screen e

Use’the—¥80‘ntrol Pad to Seleét “New. Game Qr “Gbntmue and presgthe A gutt
Imtbally only “New Game” can, be-selectéd. g~

dlsplayed ‘ f f . / _ y
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INew Game =
:,J- - - . o

Start a new game from the b beglnmng | F

Initializing Data

& A confirmation screen is displayed if you have data saved from a previous
game and select “New Game.” If you press START at this screen, the game
will erase all of your previous play data and you will have to play from the
beginning. Press the B Button to cancel data initialization.




whe\e you can exhpange dqehst pomts for c‘qd packs. There are many kinds of
packs avatlable but on your‘frrstmsm\you should e\btaln a “Stanter Deck ;

L Y can exchange duelist points f ard packs af‘({ue shap. Dueﬂ\pomts are also requwred for Rassword Macﬁhe'e*You | \-.

-“—-—-— jh—
\ the game with 3000 q.“e“St Py Shop Screen = P.16-19 Exchanglng Duelist Points for Card Packs”
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“Select “Continue” to contmue btaymg from Mere you‘etepped\playmg\prewous
gare; \ N .

\-

* This game system automancally saves and loads your game status As you play, ‘the system
constantly’ ﬂpdates your saved data. . \
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About Starter Decks

The card packs “Yugi Standard,” “Seto Standard,” and “Joey Standard” are
Starter Decks composed of a preset selection of cards. If you obtain one of
these packs and Set it, it can be used immediately as a Deck.
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Find a battle opponent and begin dueling!
Navigate the field and challenge other duelists.

e
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About the Field Screen = P.10-23 “Field Screen” | Ity /
, J  R—

/ T —  ——l

——

Defeat your opponent in a card game!

The battle rules are the same as “Yu-Gi-Oh! TRADING CARD GAME.” Use your
card collection effectively to reach victory!

A
Battles =» P36 42 “How to Duel”
_Jb—' 7 247
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Se-esenell Win battles and earn duelist points

The victor of a battle will earn duelist points. The number of duelist points
earned depends upon various battle factors.

Exchange for new card packs at the Card Shop
Exchange duelist points for new card packs and expand your card collection.

By

Strengthen your Deck with new cards

Strengthen your Deck by obtaining new cards in preparation for your next
battle.

_E*diting Decks = P.24:35 “E_diting*Decké"‘
R\ \_.__- S _\_.._
To the next duel \
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gamé unfolds _ﬁyhe leld Sc en. Talk to gther duellstsa i halrenge

. ‘ Es- ——/ =

! eld Screen —————
Move. Withm e &CTEBN usmg the +Control ¢ ‘ P /-
sl / - . A%
- H) i anWfMIHOmMrJ il gl e Message J |

Day of the week > _ _
Different events occur , ! sy e Various messages are

"~ on the Field Screen on | displayed here.

 »_A different days of the : A AT b _ -
o ¥ ﬁ'??q.‘uu g . ,- :

/’, W@Ek | “':lmy -:m ‘.ﬂ g ) - .
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¥ g
Map Screen

When navigating to the edge of the Field Screen, a map screen will be
displayed, and a new area can be selected. Choose an area to enter using the
+Control Pad and press the A Button to confirm.
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Talk / Examine [A Button]
BY pressmg‘theAButton you gan talk t 'H,Llist n rO’m\of YOUC
ST WV

cab Qts m rc{wn S b

Battle [R Button]
\Press the R Button to battle the duelist directly in fro4 ot of yeu Fight a single b@le anc

if?du are wctonous you will Menam erber of ehst \omts déi(ermmed by\

_variop battlafactors \

Show Submenu [A Button]
Press the A he submen_u_and seie\d variots

Button with nathing.in front of you.to opgn t
actréqs SO\ R, R AR \

eN.

r check rriﬁifiiiiies\or

h#—w-ﬁ-
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Use Facilities
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)u can c‘Ii‘Et‘:llvmir_s}atus edj enk Waﬂ in Lm els lrom the suhmexf— scree /
' @ Home / Rest In Bed _— M_J

By selectmg‘ {(ou can |mmed|ately otur . Wi AVE acroés-theJ ap /

- ser ' side r«hﬁﬁ'se seléc’t “Rést in b ntil the next day. “ 5~
After.selécting “ ' mahcaj]yJJn not tumoﬁ’tpb

_ _uleer whil 3qve DI'Q IS takm f o7 Passage of Time = P.21 “Passing Time”

& / AT 7 5 e T BTN AP LT 5 Y A
IF Optlons R —— ——

Ou can dﬁnge varu;é game ggt_t_npﬁs here Use the/+Control ad to-se ec;én option

-‘IH ;. ]

o £dit, and press Left or ngyz‘t on the +Co:1‘t" ol Pad to jange the sett‘ing Presg_pé A

T e

' Button ynable changes / 2T, J

Animation Speed Select one of four ammatmn speeds
Activation Timing Set this to “Manual” to set the activation timing of a Quick Spell Card or Trap Card by hand.

You can choose between English, German, French, Italian, Spanish, or Japanese for messages | -~ .
Language Selection :
ir and dialogue.




\SW“Q to th}Dm@ec on screen ancredwour De \ | | | 3 .
: \_ \_ L

\j Ed|t|ng your Deck -b P24 39 “Edltmg Decks’ J__

"
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View details about any tournaments you are registered for. Press the A Button to view details
of Forbidden / Limited cards for tournaments with restrictions.

View your

n wins /g losses / B9 ties.
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[@ Link Duels

You can play adainst fr f)erms by lmkmgt 1C Game/B Advan/ systems with a Game Bo ‘AdVance Game
Link® Cable

————

Lmk Duel

ect “Lipk-Buel” and the-edn
ished. Play presses

- (.

Voo )
/ Connecting Game Link” Cable -b see P.2 GAME BOY" ADVANCE GAME LINK CABLE CONNECTION /

nectio ess. wnls -Once ection
et o
REER Battle Type

dlayer 1 selects the type of battle. Select frem*Simgfe Baitle or Match Baffle by pre Sing
e +Contpol Pad Left or Right and the ‘com‘lrm with*tfe A Butjor:™

| est

Select Time Limit and Begin

Player 1 gets the time timit 0 Noney 10, 20, or 30" utes Player1 then sele “Sfart
gﬁé"" and presses the A u;tfm The bat j begins after the Attack ?rtTer has be
— _ .

termined. / HH/ / {Dueling = P.36- 42 “How to Duel”|

Link Duels

A Link Duel differs from a normal duel: Winners of a Link Duel do not receive duelist points,
and players are unable to surrender durlng a Llnk Duel.
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@ Card Trade e
agconne\:mxgameﬁ}oy’ Advancefsvst{ngz uSINT hQGame,oyff‘" Advance Game . |
- Llnk able, you a e cardsEaeR player s one card for trade.

ey mIsL

Sel&ct “Card Trade” from ptions and press.the A Buttan. When the‘kIrade\ . -
. Sckeen |sﬂqqt“splayed,‘ select “Seldgt a card” ahq_press the Mon ~ . | \
\_ \ ST \ wction = P.2 “GAME BOY" ADVANCE GAME LINK CABLE CONNECTION
- 1 E— — — — h - i:li“_n "‘“.\
SHERTERR \  EE= S |
The Sereen and controls Wsed when sélecting a carddo trade are identical to th‘ﬂse_on = .‘"‘“"“" '

the.“Edit Deck” screen. After s?iq@gg a card\and pressing the A Butto}r\‘a conflrmaﬁqn canra |
menk will be U'SD'aYﬁ‘d Yo confiim, 3‘9'90‘ ct "0K.” \.[Edit Deck Screen = p.28-35 "Edit Deck Screen’

A%
Trade

| “_Qnoeh\l:;)th players have%sefgcted a card to trade; bot ayerS‘pressﬁWu on to 3 m:-?rrmuimw -~\
~_begi et{ad he.connec vill.he tested, andacue:HQI\scheen igh RgHATS
| .sc‘feenshot) il be displayed: To trade\hards both players select'"YES.” Whernthe - s,

- Is-finished, seléct “Exit Trading: to returnto the Field Screi

Caution

Cards currently in the Deck cannot be traded. To trade a card, first remove it from the Deck
and then select “Card Trade.” 15
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can ﬁurchase ne]cards at thyCard Shop pémg duéhst poi’

iExchangmg Duelist Points for Card Pack -» __
Enter the Carg Up'{ d speak with Trusdaje-THe Shop Scregn-will b od, andyou c'an’ ex#:h 'ge | ;
B Butt ; eturn to the Field ™ ,.

. —elist-pojnts- rrle_w_?m&e’tf ynum’nsh C Ieave SAop., f)_r? €
SC{‘ . ;- y M -_:,-F:T,-,";r' ,f__

5" A . ST,
/ o /
Your duelist points Total duelist point cost of items in your

g f; shopping basket
/ __/ _/__/ T
w ; ‘i_/

Select Packs

Use the +Control Pad Up or
Down to select packs.

TR -

.l"‘

qum}' * w‘ ‘m ' '
> &3 & Bl =
” /.

i ‘Q'?uﬂlilmr bl I : Pack information
RS, | . —-
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n

k

3 4

R

Total number of cards in

h shopping basket ~
Woak' You can purchase up to 300 Ay

cards at once.
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e Pack Descriptions
\ A deseripti f the seledted card pack 1S dlsplaye

Number of cards inside pack l "lﬂuihllmu.ﬂ \ Duelist point cost /

n O3 e remaining packs in stock

Number of packs inside box | [ R
You can trade duelist points for | !
boxes containing 20 to 40
packs.
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Press Left or Right on the +Gontrof Pad to/Select a__rﬂg . 571?6?935_ the A Byttffh.f f confirm. _ / /

Bl Add selected pack to basket.




= Selecting Packs
\, Press Up oxDown on tht +Cbntrol Pad o0 select a pack, and Leftor Rughton }Qe

+CoRfrol Pad to h‘@llght e “Add to BaskeK on then peess the A Button Use théqunt
the number of packs 7 bxe he A to confirm NE

hhght the “Exchange conte ng;znd he A B ton]b dlsp!ay‘rl're@ck inStde: kF‘eeHh‘E“\
tton~6n_ e7 mor choose 0 ex elns sl
" Pres\I €/ B toMUUe the swm dJ.Spiayed%to open th you

\ purchased. If you obtaln\rl@ than ong pack at a timg; you can select differe o 1
Dacf(s by pressing.Left or Righkon the +Co essmg\me A Bﬁ@lwnh a %
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% Password Machlne —

/By entermg the/B -digit assvaord record { on th ottofn left of “Yu-Gi-Oh! TRA NG
CARD GAME"/Cards. \/u can obtain.that card-Edch use pf- -
.costs 1000 st points.and . if the corregt passward.i€ entered, will yield oneLa/d

1o d|§pl the passwg%j screen, face t passwg(fj machine and press__mgﬂ Button.

Apéwer “Yesrﬁyﬁen promﬂw' th™“Do yozf want ta hegf how to useft?” You willbe

" taken to the password screen.

2 Entering Passwords
‘Uge the Control Pad )6 select

/
~Mupmbers already entered, pr?
’ e R Butfon to go forwdrd One digity When you are fiflished entering-the passwo

highlight'the “OK” icon and ;yeﬂﬂ}a A Button-to enter.th ssword.If the password IS correc mwull
-wgeive onge-card. - i . r | |

........r.l

the 96 mbers and press the A tton To alte
el Buttoﬁ‘dfﬁ'ﬂ’u ttow' to go back ohe. digit, an

F : m-r"'.

e ]

A word about using the password machine:

Once you obtain a card using the password machine, you cannot obtain the
same card again. Additionally, if you enter an incorrect password, the duelist
points spent to use the password machine will not be refunded.
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th{u you are_ﬁished with actwines OF one dav, you tan go home\nd rest untl\the next day.

———

"3

\r;SSIHQ Time | — —

E .m.--’u"*I

d SEIE . “HeSt |n bed s y0u _ S J"""rﬂ'ﬂ?r#n X0

Kpfow dtoadatewrm
L\ RN

h * \ |
AR ‘VTew Trophles . - e

Yo can view the tr_ﬂnes you have won from tourna ents by standinghin front of
the red cabinet and pres\@ the A Button. Select a\rg_phy using'the +Control\Qad
and pri Button to view.the selected\{ophy _‘ CERENRRR

\ Y

can rest until the next d ttus meth
_Z~ any vent Smhedum

*\ By se s\ectmg the swbm%;g&eaa-m e your hou
Wﬂ us

- W \ﬁ\ A\\ .\ ———
L\ - X L\

AN Days of the Week

Duelists move to different locations on different days, and some events only
take place on certain days of the week, so keep an eye on the calendar!






WVeekIy Restrictions — M

\{-ve eek\new

be selected ohibite Cards (non Ilqwed L| \
- Cards{only t allo | Semi-L Card Ip-tq 2 altowed per Deck)
\Ydu can check which ca ve been\eelected as t k'S ibited and l:tmtted
Carg S by standtng in front of t ‘machine in ont of the ggl aren nd pressmg th

B sl esNTY \, \ \m X—
: times Lgy_[n ents w jal rules e extra t‘tl'hihted and /%FT.‘ l\ted Cards T addition to ticSedisplaye

- on wammg SCr Deck Creation Rules = P.45 “Creating Decks

\

"‘~.

The Warnmg Screen

Switgh between Prohibited, Limited; and Semt-Lurr\aeds ards byrpressing the'l Button
and R\Button. Press the +Control Pad-UponDown t§ Scroll the cards ane at a time; or -
press-eft-qr right to scroll the cards 8 at a t Atter selectmg d cardo\rrress\he A - ““Number oho5Tts incide
Button to display the following-menu: . _ Deck in use. rt

- Detail Display detailed information about the selected card
ch Switch to the Select Deck screen and edit your Deck.

Remove the selected card to conform to current Prohibited, Limited, and Semi-Limited Card
restrictions.

oy E’_ Close the Warning screen.

~— Select Deck Screen -b P26 Select Deck Screen”

- . . . — - i W e g —— . — . - - - g
, TN '1_*-‘ AR R N e ST 3 W R o~ \m R
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- @ Elll'l'lNli IIEGI(S ~Steps to it a Deck~_

ect “Edit ﬁfack” ‘?fn tﬁe subm _/ehu to upen yve §elect Deck screen, where you can edit Decks ?}/

LCreate new one}s. / / / " e / b / /
[Editing a Deck ‘ = j_-‘_'_;-ﬁ-i-;;f- |

~Ja duel,.y u&vﬂneed tp-build a Deck wit the cargs-nyour po flon. You ean€dit or create-a new Deek /
confaining at least.40.Cards and up to 99 cards (excluding Eusion Cards),.and also edit.and create a Si
~ DeCk (up to 15 £ards) for usg'in a Ma’t_c_l_1___ ttle. F—/g A /. / "

]ﬁdfes for CreatinTg a Deck = P.45 “Creating Decks”

"N P ey

ﬁlect Deck Screen =" _ ,,, - /

g

/ */ / Select Deck Controls - P26 ‘Select Deck Screen”

— g -----J-

Press-+Gontrol Pad-L Ot,? -DecCk you wish to edit, and press the A.
Button to openthe menu, S ct “Edit Deok™ and press the A Button to switch to,»fhe

dit DecVScreen / / / Deck Menu = P27 ‘Displaying the Deck Menu’ ;
20 2 N N R

T e W e ! .
v, 2
- w i - -
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-\ Edlt Deck Screen — —
¥ou\an ada‘to or remok&rds from your Ekck on 5{1 Deckscreen.

\ -i S \ - \
. RSN WATER\ND AR TN R Al
\ \ \ \ \ Edlt Deck Controls = P28 35 Edl'[ Deck Screen”

Check Your Deck

\ Use the +Control Pad Up\and Down to\scroll cards Gge at a time, and Left orhaght to
scroll four at a time. Highlight E\card and préQs the A Button to show t}\Q menu.

Vg S

Search For Cards to Add to Your Deck

Move the cyrsor over a card's details and press thbﬁ Button to d|splay the rﬁe\nu
..Select “Filterto change the,card search conditions. \ \

e

Add / Remove Cards

Place the cursox.on the card you wish to add to your Deck\and Kess the-R B{tton t&add it. Press the \
Button to remove a card frgm the Deck.. _ Q S S \ \
| '\._

-




— . E“I““G IIEGI(S Sel lllecll 8
~Selec creen-~

y /eu can manage up tyﬂf original pec S (plus ?ide Decks) on th Select Decﬁ screen.

/1 rterpretmg the Select Deck Screen—= — /
Select a Dec ng tew‘éy pressing +Control Pad-Up orjm and sve)chhet n the Deck list and theé card
list by pre Control-Pad left or rlght — - /

0
L]
I .
'

Deck List
The Deck in use will be
displayed using yellow letters.

Filter Settings . s N l[ ][:[ I ]t 1 Deck Information / |
& | 4 List Ordered By .

/ ' Card List for selected Deck

Viewing Deck Information /
Detailed mformation about the selegted Deck will be/displayed. / e / /

/ Number of Decks / Number of Fusion Decks Numher of Side Decks m m

/ _ m Kl e o EEC Tl . ,
ll'ﬂ't‘m:d_ — - . -

26 Number of Normal / Effect Monsters IJy Level _ / )
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EDITING ~Select Deck Screen~ @ -
ams

e . .

B L R R i | ——— — A i S S — w8 p—— . = A il i T —r —

38 rbisplayi ng the Deck Menu = —
Usesthe curéUrTo highligit a Deck and press the A Button to display the menu.

- \ L1 *W,# Switch to the Edit Deck screen to edit the Deck.

Make this Deck your active Deck. You may also press SELECT when highlighting a Deck to make it
your active Deck.

[] Empties the selected Deck.

-
1 f"
 Exit | Exits the Edit Deck screen.

5\

- —- - ——

‘Bisplaying the Card Menu
Use the culgor to

Y R

-~
b AR 4 0 \ J

AL 'ﬁ‘i"' = "ﬁu' *-"' L .| "'

highlight a card and press the A Button to open a menu.

oy | %: Change list ordering settings for the card list. Refer to P.34 for more.

¥

= |

T T — s
_‘. " % = “ - N ' ‘ ,l}-r Sl g }‘ M’.‘\
e T N ST\ ) S
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- VViewing Cards = P.54-59 “Duel Card”
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- @ EIlI'I'INE IIEGI(S ~Edit Deck Screen - 1~

er sele’ctlng a Decjlﬁo edit on)é Selact Deax screen, switch 10 the Edit Deck screen to modlfy /

ards in a Decly / / / sy /m /
mrpretlng the Edit Deck Scr'

~Press.+L fﬂéad Up por-Down to scroll €ards o A time, or-teft or ngat scroll them four at a time: /
Press.+Gontrol Pg uﬁ;hen at the top of the.list to movg tb.e/ursor information. | -

' -~ DDEDD. — Deck Information

S—
sl

Current Mode Shows whether you are — 7y l
editing a Deck, a Side N ”“"“‘ R A / *
Deck, or one of your - | ; ' ..BBBE.”‘ Eate
Favorites. — W T ' ,
; k- A 1401 e
' : 11400
| . B [F=k O GUTAR] FHEL R Card List
. Sy , A1 A00)
— / ’ Lo MRS 7 15N - 11200

[Deck Information = P.26 “Viewing Deck Information”
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|Card Details

\. Details about cards are Shown in the card Ilst \

Card Name Prohibited Cards are displayed in red, Limited Cards are displayed in yellow, and \
Semi-Limited Cards are displayed in green.
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- - EI]I'I'ING IIEGI(S —Edit Deck Screen - 2~

Card Types

x

T4
Tra{ Card

Monster Ca d

ﬁ"/l

Normal Fusion

“Ritual /

Monster / Types - '
p Dégon / @ Bgast V/mor @ Fa?ry / e Fishf / o Aqua !_;
| @ Sﬂellcaster @Beast / Olnsect / e Sea Serpent °Pyro 4
v,
@ Updead winged/aeast @Dirjygﬁaur @ Machine _f e / /
e Warrior “AF /end /@Réptile e Thunder ‘ a P}ant

/ 7 " SN~ men,
/ == Xitef / BT =

-‘-. "3 e . 3 : ’J"

i 2d
J.-,r




onster / Attribute

) et € A
‘ EA WATER

\ Spell-Trap / Effec

@ Eqmp @ Qunck\ @ bqntlnuous @ Hitual__ @ F?;d\ \SouELer
o
— —

[ About Card Details = P.54-59 “Duel Card”
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Place the cursdr ov

- ——

F, e F

i M LT

el e T

L =~ TEE U

- S ———
in e Menu —

erte‘caﬁlist and press the ArButton to digptay the following“menu:
Display detailed information about a card.

4

N~

Select Deck | Return to the Select Deck screen to edit another Deck.

L]
-
. L

Change filter settings for the card list.

| =
. i
k 1 o |

Change the list sort settings for the card list.

i
H F
v S

Switch to Edit Deck mode. Refer to P.33 for more information.

\i

Side Deck | Switch to Edit Side Deck mode. Refer to P.33 for more information.

Switch to Edit Favorites mode. Refer to P.33 for more information.

-

COEEEER

Card Legend = P54-59 “Duel Card’ | { List Filter =» P.34 “Change the List Filter”
A . . , ,

List Sort Settings
NUMBER by card number ATTRIBUTE by attribute

NAME by card name ICON by spell / trap icon

ATTACK from highest ATK LEVEL by monster level

DEFENSE from highest DEF FAVORITE by Favorites rank

CATEGORY by category NUM. OF. CARD by number in Deck
32‘_ TYPE by monster type
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EDITING DECKS ~Edit Deck Screen - 3~ [gine| —

T S Y RN

: md /| Remove Cards
Deck. Press— il i 24000000

the cu\sm' over a C)\(:i[ld press the'R Bu tton'toe it to the [ 00
the L'Button to remove it fram.the Deck. Ify igh to a move cards from

lﬂe Deck, you must change modes e doing ir\reve e also applies.....

& edltlng a Side Deck). \ = -
|_elect a Mode —— —

i

< s B

o

Préss SELECT to swnch etw e:}n editing eck ant editing the S'ﬂe\geck. You
. carﬁﬁ) do this by'setegting ck” or "Srde\Deckfrom-the menu:

s Lt TR
M

Favrites

You can view the cards in your Favorites by changing the list filter setting
0 “Favorites.” A card marked as a Favorite is easy to find in the card list LS
when using the filter. To change to Favorites mode, choose “Favorites” from the menu. Also, you
can change the rank (number of stars) of a card within your Favorites, making it easier to locate a
parncular card when somng
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lChange the List Filter ,
Place the curscf over t? Deck mformatl and e ngeﬂ or Right fo change card:?
filter settings /o ple, if you only want te-view Spe s, change the filtér to “SPELL,” and o

—.Spell cards wi

menu.
ALL

——

Show all cards.

e displayed. You can als change st filter settings by 7[&(:11#@ “Filter” from the ____/

R = —— IS ——

LEVEL 1-4

Show Monster Cards between level 1 and 4.

LEVEL 5-6

how Monster Cards of level 5 or 6.

LEVEL 7-

now Monster Cards of level 7 and above.

SPELL

how Spell Cards.

TRAP

how Trap Cards.

NORMAL

now Normal Cards.

EFFECT

now Effect Cards.

FUSION

how Fusion Cards.

RITUAL

now Ritual Cards.

NEW CARDS

how recently obtained cards.

MAIN DECK

now all cards inside a Deck, but not Fusion Cards.

SIDE DECK

how all cards inside a Side Deck.

FUSION DECK

how all fusion cards inside a Deck.

FAVORITE

NI ID

how only cards marked as Favorites.
F

| Favontes -b P33 ‘Favorites”
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\ !l-llnts on Ed|t|ng Decks

Kee;\he foan pom\\p\mmd wh|le cre\ng VO Be\
\ Rl 59

\ B Stay Close to 40 Cards per Deck

The or-cards you have in a Reck, the mo Iikely the card you want il come up hen (e ;
you néed it, making it easier to plan your batt 0 keep the number o0f cards ma _l-nr-ﬁ» .
Deck close to the minimum-of 40 Also;1fyQu use T‘{)'q ghly equal ratlo\of Monster, Spell \

maqre bala

and, Trap Cards, your-Deck w1||

Keep High-Level Monsters to a Minimum

In ordertowise a Monster higher than level 5,"you must pay a tribute, which may make it

difficult to shmmon it to the battlefield. Take care no?tl‘p use too many Qgh level :
' mor:glers \\ _ \ | Tributes =» P.62 “Tribute Summon”

- ‘ ‘ . \

Fusion Deck

C During a duel, Fusion Cards are kept separate from your main Deck in the “Fusion Deck”
(maximum 25 cards), and are not counted toward the required 40-99 cards in a Deck. You

can swap these cards from a Deck in “Edit Deck mode” while editing a Deck.
Fusion Cards =» P.63 “Fusion”
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= - HOW Tﬂ IlllEl ~Battle Screen & Rules~ ——— j

7 Juels are conduct w{n accnrdantywﬂ the “N)!w Expert Rules” ule set trom the “Yu Gi-O0h!
RADING CARD/GA i 2 o S /

—

o D T

r—eglnnlng d Battle — ; ,_,, |

\hen you aﬁuénge z;?ueust on the flEld screen or.whén a tournameént is hgd thé screen switches to the. /
Duel Sggéen and a battle begins. | [ Duel Rules = P.43-53 ° ‘Duel Monsters”

W Attack Order

P?-- : 7n. ‘sors;’)fith. our opponent. Press +Control Pa;jz_eftrﬂngh 0
ct betweenrock, scissors, or paper, and press the X Button, If you win, you will be
a,dked If y6u prefer to ﬁo first or sepénd Make your/&eiectlonﬁy pressing u{e +Control

j Left or Right and pressm the A Buttod, Once the 9ﬂack Order hds been detj!‘nlned the duel /
~ automatically begins and 5 cards are’drawn to your hand.

Match Battles

There are two kinds of battles: single battles, in which victory is
determined in only one duel, and match battles, in which victory is
determined as the best of three duels. In a match battle, the Side Deck can be
used for the second and third duels. After the first duel is over and the results -
of the duel are displayed, an Edit Deck screen will be displayed, allowing players to swﬂch cards
between their main Deck and Side Deck. The player that loses any given duel has the right to
‘ decide the Attack Order of the next. | Using the Side Deck = P.45 “Creating Decks”
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\I erpretlng the Duel Scresm: —_—
3, IS the buefScreen ress START to-open the optionmenu and change settings

\ Current turn number Oppnnenl s time l Opponent's hand Uppunent s LP m

-_
\ Current phase -

s\ :
nformation Window ?__:_%

.

Cursur

Use the +Control Pad to move
the cursor.

' View information on the card / = e o e |
area highlighted by the cursor. A TIROGTEY m— Ve 200 Ynur hand
) A alCASE AT ST hanging
5
\ L Option Screen = P.12 “ODtIOHSLL Duel Field =» P.44 “Duel Field”
e § \ N\ X * T \ X
D: Draw phase S: Standby phase M1: Main phase 1
B: Battle phase M2: Main phase 2 E: End phase

ST - \-- I
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- = HOW m"nuu ——

7 ;epare Vourself for hattle by lear s/l;lng basic coﬁmands such as low to bring up menus and use c?tds
and how to move between phase /  Pr——— / ¥ / /

£ L Sl
- /

rsplaylng Menus i
Move the ursc/over a card in your-hand,Or on the duel field and.-préss the A.Button to
display @/menu and pa'(form various actions wntlﬁhe card, Theg'menu displayed will vary, §

degending on what the cursof indicates. / '____/

/ / / N
/

/ el / USi,ng Lards = P7-1“Duel Flo" /

7
/ View detailed information abeut a card. / : !

— - Viewing Cards = P.43 “Cards”
/ / / '

M ;
Summon’a Monster Card from your hand and placet on the duel field face-up/in Attack

Position. s / 7/ /

-

S¢ MO“d}ETC ds on the-duel field face-down ip-Defense Position and set Speil/ h
Jrap cards from your and face-do nonthe duef field. i~ s
38 / / J :

o

il 7 12 7 >
’ * ér- -:.J- .

" e e
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= Flip Summon |
\ Flip a Monter Card fron\face-down Defense Positign to face up\Attack Positin.

Atk Pos.
\ Ghange a Monster Card frem-Defense Positi

\ Def Pos.
Char@a.a Monste\Card from A\ack Posntuor\to Defen'se Position.

\
\ Activate

Activate Spell / Trap_Cards on the duel field as well as affect monsters. Also set a Spﬁll
4 Card\{n your hand face- Dgonto the duel field so thN it takes.effect mmednateﬁy

On to Aftack

osition.

Attack with Monsters in Attack Position during BattlesPhase.

K | :
Anai‘(;&On will bedisplayed over-monsters that are open to-attack. Selectkvhich of your
opponent’s mnsters to attack. \ \ \

\
-
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= b« HOW 10 Illlil ~Battle Controls - 2~

7/‘--“_
'Actwatmn Timing

ou-can choosg/whether or pbt to display Activation Tipfing messages for Quick

or Trap cards for each/ype of timing. These mesgages are dlsp‘layed during Mai

dunng the B t}/Pﬁase when “Activation Tjming” under//Options” is r;et‘to"‘
: 1A

—. — ctivation Timing settmgs = P12° Optlons

+Cont d Up or ot anWreen ! “seﬂ!ct timing ™" R - /T
Timing ages 0 OM e |
0 “No.’ A

ress,t Button
witch “Yes_.@r press the L Button tch all

en you are Hhished, p the B Button to return toghe duel s cre

Z N7 2 Nl U
- N, T 4 A s

When the timing is right to activate Quick-Play Spell Cards or Trap Cards, or
to start a chain, an Activation Timing message will be displayed. To activate
the card, select “Yes.”
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Draw =
\ lace the clysor over yoy Deck and press. the A B ton during tRe Draw Pha§q__t_o draw

a ca\g. You can also do this by pressing the\Q utton. \___.. > \___ﬂ

Surrender A3
Plage the cursor over.your Deckhand press the A Button diwing anysphase othertharx _________

M@‘(aw Phase to surre\gg_r__ and end the duel. ThuMl be recorded as a loss\@ your reco}‘q__h_ \

-k ~ o o e
B L
h : T AT
A1
= o e 3
ases 1 ekt w L W 1

e S

PreSs the B Button durmg Man Ph ase 1 or ?\or Batt Phase to dlsmap\he Phase EF@

L meh\nd proceed next phase. \—‘ ——y \
hoca s o SN N

%
\ ks
Fusion with “Fusion Gate’ active

When the Spell Card “Fusion Gate” is active, you can Special Summon a
Fusion monster without using the “Fusion” Spell Card. Place the cursor

over the Fusion Deck, press the A Button and select “Fusion” to Special
Summon a Fusion Monster.

tﬂr

p——

\LPhases = P47-51 “Duel Flow” |
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— . Hﬂw Tﬂ llIlEl -Batlle conlrols 3--

7 )le gaml.'! unfolds nn/he Field Sc/en Talk to ylher duelists and/Challenge them to battles. / T

et Spae -

/|View Card Instructions i

il

Place the Cl77 a card and hold th} 0N domy to view ca?instm ons.
lo i =0 Sl
U Nl N il NN

AR R fae if, _/ T 4

—
@ 4

rew Graveyard / Removed Card / Fusion Deck

P],ace thepursor over graveyard removed cards and press’the A Button/to see a
)‘f fthose cards. Move the or over the-Fuston Deck and press the A Buttonto
i play a menu and select “Card View™to view the ¢ in yous-Fusion Deck. Gontrol 8
of thesedists is the same as for-the/card lists on the Edit Deck’screen. Bring up the
menu or press the B Button jg return to the Duel Scregﬁ Edit Deck Controls = P.28-35 “Edit Deck Screen”

Target List For Special Summons

When Special Summoning a Monster with a Spell / Trap Card or the effect of an Effect Monster
such as Elegant Egotist or Sangan, a list of monsters that can be summoned will be displayed.
Choose the card you wish to Special Summon, press the A Button to show the menu and select “OK”
to Special Summon. Chains =» P.68-71 “Chains”
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Due\rules are hased on the “Yu Gl- ! TRADING CIRRGAME

\ |l Duel Basics

Ty - N Neh qie e |
|E SRS, N R ANT SV IRN - \ \

\ Nion\Ster Cards

Monster Cards are used to aﬂ k your oppc)qa;
\ card§ that must be sumqone a spemal

ent. Thére are Some exir y powerf\

3n{so 1at-have spe e{fects

Spell quds have many various eﬁacts such as strengthenimg monster abilities and
_changing.the fleld terrain. Use of tﬁgse ca_rd_s stronaiy aﬁeci’s the outcome of aduel.

_——
» 4 . _ Swnt Ducx ' ® _

SpeN Cards

Trap Cards\

~ Set Trap Cards on the field to use them. They are activated in re\ponse to an ,,, . e
-~~-0pponent's monster attack'or spell and they neutralize the effects of the attack or Spell. ‘
- ‘\ | i - ~ :.1 ' \ .

= - . T 1
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The Duel Fleld S where you aﬁd your opp{;ment set and {hrow away cards dunng yduel Each C;uehst has a
 field like the one shows in the figure below. The two fields are positioned opposlte one another. Cards can

f

be placed in the following areas on the field: /

FIELD CARD ZONE MONSTER CARD ZONE GRAVEYARD REMOVED CARD ZONE
Field Spell Cards are Monster Cards are Cards that have been | Cards eliminated during
placed here. placed here. destroyed are placed a duel are placed here.

here.

FUSION DECK DECK ZONE

ZONE Your Main Deck Is ]
Fusion Monster placed here. One
Card Deck is card can be drawn
from this deck

placed here.

during the Draw
Phase.

-

HAND
Cards in your hand are placed here.
These can be set on the field.
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: __Card Battles e ————

e e T iy

Each card tﬁme against}\opponent in"which a win, 10ss,0r draw'is declared is referred to as a duel. )

~\_|Creating Decks ———

i 1 \Jhe cards you use.in a duevl\are_ called thesDeck. In this\game, a\Deck must contain.at least 40 (but no
\_ ~more than 60) non—?hgsip_n Monste\Cgﬂs. The Fusion Deck ban consist o\f\uo__more tha}\zo Fusion

y Monster-cards, \ | \ _ i \ \_

i -\ * You can duel without & Fusion Deck. : | \ \
\ 1 h\ \ \\ . ‘ \\ \ \

\ ) .
5\ ;\ "\ -

\ | \ \ \
< Gards that are net-in a Deck are stored in the Tkunkf‘-ﬁMove cards to and-from the Trunk to create a
\ \

-~
Deck. \ : ‘_ |
L g g \.\ \\ “\.
\ N "

\

\
LY

3] You Eahq_ot have more than 3 copies of the san‘ﬁe;card in a Deck. You can enly have 1 copy of Limited
_— B@rds andi2 copies of §qmi-Limited Cards in your‘{?eck at any timey, \

. & i

Limited Cards & Semi-Limited Cards

This game proceeds in 1-week (7-day) cycles. The cards selected as Limited and Semi-Limited

¢ Cards change each week.
e Limited and Semi-Limited Cards *® P.23 “Weekly Restrictions”
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=5 DUl MONSTERS - 3_ e

v 2 . ;,.f.f iy s 22 . .

-Victory Conditions
A

D’uei outcomes‘are decidet according. to | he followingrules: ,— T :
1| Each player beqgins a duel with 8000 Lif ts (LP) nreré ints are-subtracted when elthér&plav/r or
~ Monstprfaifs to def n&agamst an op#nents Yo—/ our OW s Life Pomtsreachesﬁ—-’
ouroppone S reachés 0. _— ; -
4 2fl bot?,ﬁeyjs Life Points reach he same time, the duglis-declared | a; ”
3] ses—f{e duel.

‘ ;_);ay(s eck runptm’t f cards, the first pl able to drawa card lg _/
L4]1f, at gny tim dur duel, a player holds all §of th odia Series”,cards in his / her Hand, tha‘t‘
pfayer wins the due 32 draws these-5-¢ ii? begmn a duel, thatplayer is declar e
the ueJ—begms —_— o i

the winner |mmed|ate|y
(5] If a-véyer has the DE‘SII?)! d” and all 4 “Spirit Messages” on his / her field, that player yins-the ;

P g1

| — -/ r ."/

Destiny Board ~ A
| ® Destiny Board
1 ® Spirit Message

Exodia Series

® Right Leg of the Forbidden One
e Left Leg of the Forbidden One
® Right Arm of the Forbidden One ® Spirit Message “N”

¢ Left Arm of the Forbidden One 1 ® Spirit Message “A”

4.( * Exodia of the Forbidden One | e Sp' it 'Vlessage 5 &

kel 1 Rp— s m P 2 R - w’rm -
Wm L Ty A T S 1& fs jor ?m.m - A

Hl”
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\ ruel Flow

na cordan\:ewuth the g)t(l rules, duets are\conducted lQ the following order:

\ @ Beck Preparatiolr™ \ \u

Orgaclze your.Deck before the\itart of the du\el Make sure&that your Deck contams\
least 40 and-not more than 99 cards: ! \o e \

\ Q ¢ ook < NG \ \ S e ~ e
@) Sarihe A acgom r \ BP0
Attack order is determingd randomly 1P games \\ |

_ \ 1\ | 5 :
L \ . \
Oﬂraw a Hand SRy,
5 cards-arg automatically drawn from the top of-the Deck. These 5 card§ become your
mn@I Hand t the start of the duel. . Y -~. 3
‘O DranPiase - ey

<

One card is drawn automatically from your Deck and added to your Hand

"'-.
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1.1 "\ \ LY
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ffects of somWonster an pell / Trap szl}ag are actﬂaﬁmrmgthls phase Follow
the instructions on ca}ds at require-you to pe frm actlon-}anng this phase.

" ain/Pase , B | / M 250 Y frr 5, s ,
set or p onster and Sg Trap_Da/ds dunnumé phase. Ea.cl( card musL, i

b/ placed m_/appropr_@_tqﬂace on the Pfuel Field. _l_Egth player _c@yﬁave onI
Monste /Jnd Spell / TJAp Cards (no |nclud|ng Field Spell Cards) on the IE|9/at one
e fie

‘time. If you have 5 cards on the fie d you may not dist a car ;1;/ \d and ep ace it W|th a new /
_ ope. You mustfind a wayto destroythe cardsont eld bef cing n _ |

/1 » Monster Cards 1 -

Summoning is the act of placing a Monster Card from your Hand without the use of spells or any other effects. When
you summon a Monster, you must also indicate a position for the card. Position the card face-up vertically to indicate |
Attack Position or face-down horizontally to indicate Defense Position. During the turn in which a Monster is i
| summoned, you may not change the position of the card, so think well before selecting a position. You may change the | 2
) position of Monster Cards already on the field only once during this phase. Aside from some very special cases, once § =
you change the position of a card, you may not change it again during the same turn. You can also activate the effects
of Effect Monsters during this phase. :

ald il il
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» Spell / Trap Cards

Spell Cards may be set either face-up or face-down. Trap Cards must be set face-down. You may activate the effects

/| listed on the card by positioning the card face-up. Spell Card effects are usually activated when the card is positioned
face-up and only last for one turn. After a card is activated, it is destroyed and sent to the Graveyard. Exceptions to this
rule include Equip Spell Cards that strengthen Monsters, Field Spell Cards and Continuous Spell Cards. Trap Cards, if

b their effects are not continuous, are also destroyed after being activated. You may also perform Ritual Summons and
Monster Fusions during the Main Phase.

#
.
I
#

-

K 2 § W00 Y W S, awy av £
\ @) Battie Phase’\ - \ RV \ ) G SR U
ach Monster that is face -up and in the aqlk Positi on tﬁéxfleld’a be u e once to attack your — A .

» SN 0P nent At the W@f xthe st layel set cards Id during his / her first:

-turn,ut cannot attack next p ayer—ma attack ing his / her-first turn. u are not requner—ent
~ the B °hase. You may move dnrectly fro Phase to End Phase.and end your turn. = .

» Monster Cards

.1 You can have any number of Monsters on the field participate in an attack as long as they are in Attack Position
.-~ | (change Monsters from Defense Position to Attack position during the Main Phase before attacking). Attacking
-~ | Monsters must target the opponent’'s Monsters if there are any on the field (players cannot normally be attacked
\ directly if there are any Monsters on their duel field).

;‘ See next page =7 \_ \_
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7 NiS sectro'h”e"{plams 0 attack your oppo sWIons’iers Uﬁ entéfing the Battle Phase, you (the
~ Jattacker) must sel Mons execut emr ack-an 2 one of your opponent's Mo as
the attack targeét. If the no Monste on you ewz nts ueHneld yeMters wiH—%a?gSet 0
opponent directly. Monster can only on-e‘tjey her one of your epponent’s Monstersaz
[t

Nl AN el 3R

L

n ——

il

_your oppo and can _myzattackﬂn'ce ring that turn. After the first Monster attacks, you may orde /
another Monster to ‘apﬁck You may repeat th esefsteps for Monsters on jourfleld In the Attack A

ition, but yod are not required 10 do so/ You shoulddecide whenand whic nsters you/mder
Tigsck the Si 9’{ o “/d J _W!
W yz attac ster ? ace-down posnwn nsm{iirj ped iace-(p If that M ste
ed as s e ca ipped. Once a Monstep
are tre

happens FIID E ster, he-eﬁegus act'
/“has attacked, it remains in the posmon . These Mo st as rt they had been plac
i he Attack Position and ca:{not be changed to the D nse Position in the Maln hase 2 of that tuy’d
Monst _er;destroyed in an attack or/ﬁy the effects of a Spe_yap Card are sent to the Graveyafé'
._.L....______._____.__.__.___.J__...__.____.________.l

» Spell / Trap Cards

You may use Spell / Trap Cards that have been set in the Spell / Trap Card Zone, but usually only the effects of Quick /{ 3
Play Spell Cards are activated. You can also play Trap Cards. Use the cards that best fit your situation. Spell / Trap LR
Cards are sent to the Graveyard as they are used. 7
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O\Mam Phase 2/ \

\ This phase\pegms at thé{ed of the Battle Phase. A\m Main Phéee you can\perform Fuégpn and Ritual E
ay

\
Summons as well as play Spell / Trap Cardss If you did n t summon a Monster durmmg MaimPhase 1, you

can also summon a Monster-You ca»\ﬂhange the position 01’ Monsters if their positions we\e not changed
in-Main Phase 1 and if they dl\not pa lmp\e In an ahaQ<s du%q the Battle Phase\ e

nd Phase -\ N\ \ ek

SN\

) Ann ‘the enh\of your turr?*{iurlng this ;)hase If you have more thénﬁ cards in hQur
w \ Hand at this point, you rnust select cards to send to the Graveyard until you have no
more than 6 cards in your Han{ Your\)ppoq-:-nt St then begins. \ \
N Quel End -\ ‘ N ‘ 5

You and your-opponent alternate turns beglh(nng with the Draw Phase\qnd contlnumg
through the End Phase. The duel ends when enther‘you or your opponent meets the
, wctq\y con IOI‘IS N\ \
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DUEL |

' Phas.:e Flow -
hase Flow of the Entire Duel

The following figure lustrate}s'the progresgion of duels;

» Create Main Deck » Decide Starting Player
® Draw 5 Cards for Player Hand

Duel Start

Starting Player TUrn  Bewsmes
Jee——

Standby h_ase

J
Main Phase 1

| Battle Phase
Main Phase 2

"T’

End Phase

Next Plaer Turn v

Battle Phase is skipped

[1] Start Step
[2] Battle Step

[3] Damage Step
[4] End Step

)
Y4
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4 Battle Phase Flow PPN N

H\ The Battle Rhase is madk
Enter the Battle Phase. Both players can use Quick-Play Spell and Trap Cards.

— START
-

up of the—foHog 4 steps.

" | BATTLE | You select one Monster to execute an attack and designate on of your opponent’s
R STEP Monsters as the target. Both players can use Quick-Play Spell and Trap Cards. _
_ l g " X '\
A~ DAMAGE Attacks are executed and damages calculated. The Flip Effects of Monsters are
revealed at the end of this step. However, Flip Effects do not affect any monster that
C STEP has already been destroyed as a result of the damage calculation.
* | t:.\ X - | T TN G g S Y | I
) “ END You repeat the Battle and Damage Steps. When you can no longer take any actions,
AR STEP the battle is over. Both players can use Quick-Play Spell and Trap Cards.
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»

he cards used in this’game can ?separated to the Iollowmg categories: Monster Spell and /
/\‘rap. The usag ah| f ary widely--Usethe “Card View”yicon durin ‘/hel)t/me /
/ to view detailed intor about a c — — / - ——
L / / £

ATTRIBUTE o/ i e TYPE
Monster Attribute icon. Spell / — - / _— /

Monster Type and Class (Ritual,
Effect, etc.). Spell / Trap Cards
show Type and Effect (Equip,
Continuous, etc.).

Trap Cards identify cards as
either € (Spell) or @ (Trap).

egerdary argaon 15
LEVEL puder “ul engine of
Monster level. Spell / Trap Cards g destructicn. Lirtually o IC(?ED DESCRIPfTIﬂN ’
e = nJincibles very fou have etailed description of the card.
A show Class icons or ). arad thie aureons , |
. @0r@) A4 e LI For example, Fusion Monster
/ i TS e tale { o Cards will explain the Fusion

Material, while Effect Monsters

AT 000 DEF 2501 and Spell / Trap Cards explain
GARD ILESSTRATION RIS IR T the details of the effect and how

4 1t's activated.

ATTACK / DEFENSE
ATTACK and DEFENSE strengths
of Monsters.
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Fusion Monster Cards

usion Monster/Cards are spécial cards thdt are summghed with 2 or more FusiopfMaterial
Monsters and the SU}’Card “Polymerization.” The basic abm};é s of Fusion Monster Cards are
no dm‘erent those of Normal Monster ards, but tpe method us o/p them to the

i _ , -/
N Sl NN TN R
/ ,_/ / / _/ / Fusion Process = P.63 “Fusion” [/
Since Efon Monst _ey/ are summgﬁéd with a Special Summ/ you can__;/ a Norm_fnmmfrm"f ﬂﬁute <

Slﬁumon to s!yﬁmon anot_h;( Monster during the samg’turn.Also, yﬁen these cards are forced to return

tg«your Main Deck as ;’result o_ytmster Eﬁect th are retyfned to the Fision Deck and notyour Hand.
; Ritual Monster Cards &

Ritual M@nster Cards are special cards that can only be SUMIT dned with the’Ritual-Spell Car
for a particular-Ritual Monstg( and enough Monsters rtnbute to satisfy a fixed set of /-
condmorﬁ The basic abilities of Rital Monsters arefo different from those of ormal

Mansters, but the metho 0 Summo the field |§drﬁe the fi | T/ tard color is /7
nditions and4 e Tstjrpmn!_ut—lmjdmn the each ¥ L BLUE- 7=
vt thual Process ™ P.64 Rituals” A
Ln( Fusion. Mor(sters S|Mtual Monsli‘(s wonedwth aBpecual S?‘en you cau summon i

“ another plonster dugpé the same twfn with a Nogmal Summon. -

__/ _/ _/
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§ Effect Monster Cards \ . ;

Effect MonSter Cards-aré\Monster Cards th: that have pecial effect They are sﬂvq_~ned juleke
“Normal Monster Cards. The effects can be bxoken down ﬂ\{o the & main categories, Rut the’ =

e\ eﬁects vary widely depending-c ard. For details, view the etanled mformatlon on eaO{

'-...__.. Nl B\l

- ect Wf from fa wn to\.e_u The e\ﬂnu§ also
4 - actl\)hl | IS ﬂlpped response to'an attack or theeffects of 4. eII Flip Eﬁect-b P66 “Flip Effect”

\__Cuntlnuous Eﬁecf\_ \’{‘ W AN SE B L0V

This type of effect remains active for as |0n s the caed is face- -Up on \Qe field. The\qﬁect stops as soon\

= as the card is chan§ed from face-Up to face- QLA ey X \ \
» _-» CosiEffect N 2R e SRR .
- This effect | :}S actwated by d|scard|ng dand or by paying LM (LP). Assoc{ated%
*vary with edsh car QRN 7R LY b\ g e A5 PSR o =N
<=5 Mg B\ N R
ThiS type of when soul__other \

ect is activated when d|hg|ct damage IS inflicted oNour Oppon f (

_ ent indicated on the cart is satlsfled |
< p Muiti:Trigger Effe A= \
T is type of effect can be a wated dunngan opponent sturn. D|scard7gg_ér e card f\Lour Hand during
-

\ se activates the . rnbﬁn”1s an exam his t \

.
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7 !_pell Gileda _
Therﬂe are man dstofSpell 1
you can-only Mse Cards during the Mair

m Normal Spells

As Jongas the card ddes not ravea
~activated. ;Raigeki” is ample Q
poN cards. h

& Equip Spells

_Monster with more than one,éqmp Spell Card

~THese cards-aré & ge the terraift of fiel

the field, altering the ATTACK and.DEFENSE

= &

T —

__,/
B AT TR

i .

rds. Wi

/exceptign-of Quick-Play
oWwn turn, ..

seofy

;t estroye
ard, b e are

the field f or 3Aurns.

Card is also destroyed You can 'aq

..nn'lsl
werfm Sp

po ards
* Jhere are exceptfons to the rul nghtfnrce Sword remams

- /L Ude these Spell Cards to equip Monsters. They remain.On
IS des[mﬁ;d When the Monster is destroyed, the Equ:p S

[ ey . 1

bell Card " Ml SHATCHSTIAL

ntil the MOus!{r equipped by t he L,éard

Usmg Eqmp Spells = P.65 “Equip Spell Cards”

Fhe field terrai

r—-*.-u—-—-*.-ll-ﬁ-

i~ F y r
F 4 - " | = 4 4
I r . : -

7 J bt

affects the abilities of the onsters on

Using Field Spells = P.66 “Field Spell Cards

_ o
_ %ﬁ .ﬂ:ﬁﬂ

i
' r-I—-. ="
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Quick-Play Spells \=E !g
\ These speckal Spell Cards can be played ¢ durmg any\phase. As loRg as the carb,has been se\on the ﬂeld \

you ‘gan even activate it duking an opponent's turn.

Flltual Spells

indicated on the card.
e Polymerization

; \ This card is required to Summon Fuf@n_ _Mpnsters\\ VRS * L L

|Trap cards —

Once&et on the field, the§e*cards can be*anﬂvated a }my time afterme\tart of your
opponent's next turn.

= Normal Traps
. As long as:the tard-does not he avvtgn
activated. It cannot be played during thes

Counter Traps

_.__I#i;type of trap is activated as a countermove 1o an Uppwent S Umn\on or s
t.of-the summon or spe

by y 4 \\
. ;
" - - % -
&% 3 . - -‘ ': -.\\'\
t 1 . T - . ‘-~ -
-

tinuous lcon, ™t 1s-destroyed | m%thl after itis [N
Aimg turh 1-whkeh. | wadaet R = *Card color’s
PURP E

eﬁa%l cankls ou&the

- —

-
A
L .y “‘1 S “
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7 Determmmg Damage
The following riiles are d'to determrni

Your Opponent's Monster Is in Attack Position

Whemryo ackaMo 'f"r"that iS in Att k Position, damage |
Poi . bOth erS.

& Your ATK Points > Opponent's ATK Points

When the ATK Points of your Monster are greater than those of the Monster you're attacking, the

Monster you're attacking is destroyed. The difference in ATK Points is subtracted from your opponent's
Life Points.

' lrcted on a _nster during‘a duel/

o —

de ermine‘ry)y comparing the ATK (Atia‘ﬂ/
. a7 Linniad ' / 3 7 4

/o

BT LTI G BTN i LR B 6 I /

Your ATK Points = Opponent's ATK Points _ - |

When the ATK Points of your Monster are equal to those of the Monster you're attackrng both Monsters |

are destroyed. There is no effect on the Life Points of you or your opponent. ~——
| | ’ /7

Your ATK Points < Opponent's ATK Points |

When the ATK Points of your Monster are less than those of the Monster you're attaokmg your Monster
IS destroyed. The difference in ATK Points is subtracted from your Life Points.
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& Your Opponent's Monster Is in Defense Position A\ SNV,

\ hen you attack a Monster that is in Defense Position, damage Y determmea\p_‘omparuﬁthe ATK
Pmr){of your Monster and the DEF (Defen Pomts of the Monster belng attacked'

- o —

* Your ATK Pomts > Opponent's DEF Points NS o

When the ATK Points of your Monster are equal to the DEF Points of the Monster you're attacking,
neither Monster IS affected. There is no effect on the Life Points of you or your opponent.

| "*\ your Life Points.
i Opponent Has No Monsters

. When your opp0nent has. ho Monsters in.the 'Monst d Zone\your Monst cks yob\npponent \
?‘"‘ﬂhectly The ATK Pomts of yaur attackmg Menster are subtracted from‘the Life Points of your opbqr@t
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|

rummonmg Monsters “ 4

The following are differg

De usedy —

ypes of summons tha

Trlbute Summon
~ In order 6 summo onster that is level 5 or gher you

na H'M ‘Jst offer | segd to the Graveyard) one or
mofe Monsters field. rred to as a “Tripute w monsters requir /

+oftering ope’ nster as triblite. Level7-0r higher sters re offerin onsters. A Tribu
SWS W like a al Summon, so you use a ou have aIrde
S mon?i nster t ield during a turn You, no‘tW er an sters to bring back a, .
igvel 5 or'higher Monster with “Monster Reborn /

@4 Special Summon /

Speciak-S8ummon refers to the oning of Monsters with-Spell Cards like “Polymenzatlon
_.and “Monster Reborn,” as with Effect Monster/ As long as-you meet the fixed conditi for a
specific Monster, you can use &p_ l Summon as g:ény times as you want dxyf

ng the same;ﬁlm.hg_ gty |
~ Spécial Summon isn't tre he same way as a Normal Summon ;O’Ylou can also use a /ma’l Summon

- gy

or Trlbute Summon cfu ngt sam urn. /
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The rule allo u to summon a MoRS q}smg t>trm' oreo\rmm{ st\—‘
\G«ﬁan%\elepell Card ¥Polymerizatiofn= u3|0

%cs\jsfu two or m \
reqm d Fusion-Material sters are on th oriny nd when you use

Polymenzatlon The qusters requived as Fusnoh\Mglerial areisted-on each of ti the
Fusion Monster Cards.

~\. Fusign Monsters come from t he Fusion Deck, go to,the Graveya\:d w‘ﬁe‘n'mt\%éfed and rew{;to the \
. FuS k if returned to VoUrR Hand. usion NMonsters are‘swoned Ith a Specia
. -\traps ke “Trap HM no’e\ed n the :1\ a\ \

A —— —— —

. The following steps outtine hoM_uerform \Nsm.n FEAVA \—— \ . - \\
. 1 “jth the Fusion- Matexial Monsters A and B e|th\e(_on the field or.in your Hand, play the Spell Gard \\1
“P

; tion” in the Spell & Trap Carh\g‘_ | | \ \

\
S A Y Fuw C,mfrom the Fusmn-%nal Monsters A and B s placed in the Wnster o
. CardZene Fusto k-~The Fusion Deck, Mh—m@is Umy\ ion Monsters 1S separ{e
~~ . from the\ﬁin Deck and-is placed inithe Fusion Deek Zone on Qd \.\

-\'—-—.- -—-—I-

'3 Monsters A and B, tm*e\that were us_,edﬁﬁ?Fu_sigm and thﬁ Spell Card\Polymerizati\n” are all se\t

Freeary tqvtfe Graveyard. =
\ i

. ,‘-—.- 5 -.*.
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j{re sSuUMmMmMone;

Srpte Ritual Mopsters are su
’ em. The following ?eﬁS‘

o 4

- @ llllEl RULES - 3

mon u ed‘r/sumyn'm/ mal )nstars« itual Monster Ca
with Mrocess
To summon a/Ritual-Monster, you will need thej/ signat dBMaI Spell__(;_a_r_gjgy(af‘
___Mpnster an nsters to offer for tribute./The surrm_fjﬁe stars Iev

) on the Manster
Cards yc VO offer for t_rrpﬂte must equal t numb of stars on e thual M ster Card.

rﬁﬁmrth/a Specral mon, traps )Ike Trap Ho have no /eﬁji?/
using “ orider” Alevel 6

thua{s
nlike the Nor

utline h perform a Ritual Su

. With t}ar“ﬁ/kuror f/rd in yeur-Hand: aMh WWM field or in your
o-meet the six-st ove), pjayj ViV okurori pell Car he Spell & Tr

Card Zone on the freld /
. 2] Sacriffce as many Monsters on )ﬁe freld orin your Han Q’needed to reach a sum m‘ sixormore stars.
- The “Revival of Dokurorrg&ér Card and the Monst? Srou oﬁered are aII sent to the Graveyard and the

Doky(orrder Card is placed-on fh_freld _ / /
il A AP

Selecting Monsters for Ritual Tributes

--4-

v

il il ol i

You cannot select a level 1 and then a level 6 Monster when selecting Monsters to offer for a
level 6 Ritual Monster. For the second Monster being offered, you cannot offer a Monster
“‘ that already has enough stars to meet the requrrements

iy ‘rm St R ;J, o T ST
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|al Summon from-the Grad Eyard
the Graveyard can be brought-back-te the fIB e e fSp el
\-G:’H ter Reb and ‘Prematurg Buria -Swlf\elgtlz onsters aX—-
sum ned ‘with a Special mon, traps IWIe no effect onthem. .
Fusmn and Ritual Monsters tt that were sent dtrectly om _your Ha d or your Main Deck
~ to the Graveyard cannot be suﬁqnoned with he types of Spell Ca mentioned abo

\ However, thts\does not apply to Fumd\a;rc; Ritual Nlonsters tnal\weté‘DmUEr\summoneo\( o the field \
: ntto the ard aft ttack or tHrough some spall effect.” They can be Brought back ™
M Rebor L “ N\ b

-~\WIth card like ° & SR e S *_ s ¥,

s T T Er = y

Spell and Effect Monsters

-

Eqmp Spell Cards

Equip"SpeNCards, which make Monsters stronger.can only be used with the\Monster '
e X g_es nated &w the card. T cards can only be us:&tn the-Monstecis facejup in =~ o
Atta itio rd remains on the field after us, but if the MonSter-equipped by -

" the card is d oyed the equp Spell Card is sent to the Gravey}(d
+ Move the cu [ over the Equip Spell Caf‘d{ )-or the Mon§@r Card benﬁe_qylpped t

,\ dlsplay the equupmenf’fﬂ hat Monster “"’f’:f‘“ \ \“ 5 \ \ ._
ety SRy4 \_____ SHARS | k# \ |

™

N\ L1

-
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4 Field Spell Cards

hese cards are’used to chapQe the terraip’of the field. ependln_g on the type an '
attribute of a Monster /ne new terrain may putt Monster at n advantage or

disadvantages If the new terrain is advanta oust oaM ‘tér you will notic
““increase i hgzte/mbmtles if it |s/f adva }( us, thcea ecrease in S

the ter's a ssladald —
\ y one Fi pell Cardca.v/ be in play.on the field Me time n anotheLEw(d Spell Card |spl_9f§\_/

its efj_ec_y(s activated igimediately. The previous Field Spell Capd IS sent to the Graveyard

Flip Effect Monster Cards
cffect. Monsters are monsters that Wave spell -like € écts, Theré are varmus/ypes of

gﬂécts but the “Flip Effect Mtfnster Cards“ can only t_)_e,{ctwated in certain COI’IQI_tj,JnS
The ett_f?% of a Flip Effect Monster /re activated when a card placed face-down on the
field is flipped face-up throu some indirect action. Fgr’instance a-monster is thpped

’ — X A BT AN S IR TN
£ T g T AT A % AR [ W e AT [ g TEW [ TN,

“When attagked or as a resul f spetl r'some other e J‘éct (flip-effects would be /

activated with a card Ilke Sword,”-but not with “Raigeki,’; since. tbe/futonst&cJsa.ltt;tfzr IS destrﬂ(ed
without being.fipped £
You can also activate Flip Eﬁect,s Jrv(he toltomng/(:tay / /

al RIS 4

1}/Set the Flip ,E/ttect Monsta( on the ttelq/n face-down DEFENSE position. ;"

]2_) Smcg&ou can't Ch}ﬁge the posy(on of a card/n the Same turn you summoﬁed it, perform-a th Y pid
- ummon dj’tng your ney’tum to actnﬂte the ettect 77 / -t
66 .
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Ca rd Destmatlons

and}hnﬁects of $pells or traps-send cards to-va
and duel event influencethe final destination-where th

Monster Cards

'\, Monster Cards desWatt sent to
. r Cards are return our Hand-o
. 10 y0 S\a«u

- AEE

jous destinations du
1S sent.

aduel. The card type

= e

Wyar. When sent-toy r Hand ' X \
Main D respectian Fu P\nster are sen

and not your Hand.

#‘-‘Hi

Hand, the

turned \Fusmn
Eliminated from the-Buel —

thn the effects of Spell or Trap Cards elant_ga Mor ster Card from\_d_ugl the cehd IS sent to )he '\\

- Remaeved Card Zone and\g@ no longér be | used In }Q‘dﬂ" \ \.}.

e

» Controtted by Opponent s ‘ \ N
If your oppenent takes control of one of your ons r-Cards with “Monster R@orn” or “Change of Héart"
|s destroyed, the card is sent to ytmr Graveyard. If the card |§seq\ to yoq\ r Hand or Main D%:k itis R

retur or Mai spectwely \”
Spell / Trap Cards ‘\ e

If the card is nof a Continuous card, it is sent fo the Graveyard after its effect actwated Ihthe card is '\

_dat;oyed through the effects of a Spell or-Trap Card, it |9hs;n 16 Graveyard. card IS sen&to ycm(\
Hand it |9\turned to your Hand--If ehqnnated from the d ﬂ\sent to-the.Remov Ca\Zone el

= TN sg;;- \1-# ry, v
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% r_rOductlon to Chains - — —

Bow R T S s

/ It can be very difficult ﬂetgrmlne the odtcome of acomplicated battle when seyeral Spell-or{rap Cards
are played. The Ghainrule was developed tQ make it easigr-totletermine the ouiComes of such battles/

= Chain Play

od
‘g

;Jeeysa ume that-duelist 1 plays-a-Spef C;fdi"T at spelbisp cedgz BLOCK calledCHAIN 1. If dueli /

,~plays a Spel-or Trap Card-in‘response-to-the initial it is thea-placed in the-GHAIN 2 BLOCK.

As the ddelists respond to the olheris plays, the BLOCKS are stacked on.top of one another. When borﬁ
dyblists are unable to play ap{ further cards, the effectg/of the Spell dTrap Cargé are sorted out ./

bﬁgmnmg’ with the top/BLOCK or tiy! final CHAIN

kAL

e 's how it would work in ah actual game: "(/ { /
1] Your opponent plays a Spell C;{d This becomes "CHAIN 1’7and is placed inBLOCK 1. ..
yed in response to, your-Opponent's Spell Card the |

2] If'yot have a card that carybe g e g
message “Resolve it as)y?rt of a chain?” is dlsp:z{d on the sereen. Select “¥ES™ to qm; _

start @ CHAIN and play your.card. This card becomes “CHAIN 2" and is placed in___
/ BLOCK 2. The CHAIN is déplayed on U(e screen so that both you and your-opponent | S0 e——
can see the cards i the CHAIN. / / /
-/Ioth you and your oppongnt continue té play in responsetoeach other's cargs untir
he ou 1S n?e ntm The effects pf the Spell and Trap Cards arg’then
with t

sed S/m last card p}ved ! i

> TERE. 7/ LA T T S ST 4 S i, ? W ‘ur
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Chain Structure

\ Blocks are Stacked in théorder in which the effects\are activateds The game processes the Bffects of the \\1

cardsxstartmg with those mm the last card Rayed Cham‘s\are comprlsed of BLOCK‘S\Ilke tm\?e shown in

\ the f|gure below.

\
\ | CHAIN 4

Counter Trap used against CHAIN 3.

CHAIN 3

Counter Trap used against CHAIN 2
_ \

4 4 P33
}Saje| Wwolj passaloid 4 <«

CHAIN 2

- Quick-Play Spell or Trap used against CHAIN 1.
L

.
CHAIN 1

e Effect from initial Spell, Normal Trap or Effect Monster. |
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Spell Trap, and Effect Speeds

/ Spell, Trap and/ ffect er Cards all have spe
have a speed setting-greater than the previQus«

Spell Speed 1

Spelt-Speed 1 Cards-are the s
only cards that/cannot be.p

Spell Speed 1 Cards

e Normal Spells @ Equip Spells
Spell Speed 2 e

2 Spell Speed 2 Cards can be played in response to Spell’'Speed 1 and 2 Cards X / /

Spell Speed 2 Cards
® Quick-Play Spells @ Normal Trap

Spell Speed 3 ires s e

Spell Speed 3 Gards can.be played in response to cards of any spel.rspeed The only cards thaf can be
played in response to these cards are other Spell/Speed 3 Cards. /

Spell Speed 3 Cards
® Counter Trap e

Blocks in a chal ? canbe stac/lf.ed a Iong a}rthe duelists can play cards with the necessary sp)l /peed

ettings. To create or continué a Chain, the card ?st
rd played.—

/

b playe

in B OCIéyf a-chain. They are the
Trap or Eff

west..These,cards can n
Monstg d of the same speec

ed in response toa S

e Field Spells o Effect Monster (Continuous, Cost, Trigger, Flip)

N S N N

e Effects Monster (Trigger, Multi-Trigger)
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| hain Example
et iake Yookl hoik I

B Chain Stacking and Processing

Duelist A tries to destroy aIThl opponent’s monsters on the field*by playing ‘Raigeki.” In resp' e-duelist
Bp ys “Anti Raigeki.” ueh tAthe counters-by playing “Sevel . xljandlt “The end res fto\
ain is that all of d 's monsters on the are destroyed. Here S he effedt-of-Seven
Tool f the Bandi¥’ nullifies the.effects of “Aﬂtl Raigeki.” Since “Anti F\'\AIQEKI" was never actwatea\
\ ‘Raigeki” Is activated thh@ d_@stroymg\qll of duelist B's monsters on the fleld.\ ;
' \

CHAIN 3
SEVEN TOOLS OF THE BANDIT

eutralizes effects of “Anti
Raigekl.

Attempt to stop
from actwatmg

Try tourn back effect Qf
Ra|gek on duelist A.

Try to destroy all of duehst B's
monsters an.the field.

-

CHAIN 2 Effect
ANTI RAIGEKI effef:t.

are neutralized, so no









WARRANTY

Konami Digital Entertainment - America warrants to the original purchaser of this Konami
software product that the medium on which this computer program is recorded is free from
defects in materials and workmanship for a period of ninety (90) days from the date of
purchase. This Konami product is sold “as is,” without express or implied warranty of any
kind, and Konami is not liable for any losses or damages of any kind resulting from use of this
program. Konami agrees for a period of ninety (90) days to either repair or replace,

at its option, free of charge, any Konami product, postage paid, with proof of date of
purchase, at its Factory Service Center. This warranty is not applicable to normal wear and
tear. This warranty shall not be applicable and shall be void if the defect in the Konami
software product has arisen through abuse, unreasonable use, mistreatment, or neglect.

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS
OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE KONAMI. ANY IMPLIED
WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY
(90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL KONAMI BE LIABLE FOR ANY SPECIAL
INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR
MALFUNCTION OF THIS KONAMI PRODUCT.

Some states do not allow limitations as to how long an implied warranty lasts and / or
exclusions or limitations of incidental or consequential damages so the above limitations and /
or exclusions of liability may not apply to you. This warranty gives you specific rights, and you
may also have other rights which vary from state to state.

If you experience technical problems with your game, please call our Warranty Services number
at (650) 654-5687.
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