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

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

A WARNING - Seizures]

» Some people (about 1 in 4000) may have seizures or blackouts triggered by light
flashes, 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:

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,

ol o

A WARNING - Repetitive Motion Injuries

Playing video games can make your muscles, joints or skin hurt after a few hours,

Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnel
Syndrome or skin irritation:

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

= |f your hands, wrists or arms become tired or sore while playing, stop and rest
them for several hours before playing again.

« |f you continue to have sore hands, wrisls or arms during or after play, stop
playing and see a doctor,

A WARNING - Electric Shock

To avoid electric shock when you use this system:

« 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.

A CAUTION - 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 activities until you feel better.

ALCAUTION - Brightness of TV Screen

The brightness of the TV screen differs with each TV but can typically be adjusted.
Always play games with the appropriate brightness setting. Excessive brightness
or darkness can cause discomfort. If necessary, please refer to the instructions
manual of your TV for guidance on adjusting the brightness of your TV,

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 them 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



This seal is vour assurance that Nintendo

has reviewed this product and that it has met 'Driginal \
wir standards for excellence in workmanship, { g
our standards for excellence in we D | (Nmtendu)'

reliability and entertainment value. Always
look for this seal when buying games and
accessories to ensure complete compatibility
with your Nintendo Product.

Seal of
Quality

Thank you for selecting the TALES OF SYMPHONIA™ Game for your
NINTENDO GAMECUBE® System.

Please read this instruction booklet thoroughly to ensure maximum enjoyment of your
new game. It also contains important warranty and helpline information. Always save
this book for future reference.

THIS GAME SUPPORTS GAME THIS GAME REQUIRES A
PLAY FOR ONE PLAYER AND ) MEMORY CARD FOR
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e Hmf Up

Et up your NINTENDO GAMECUBE® system according to the instructions in

Ihe instruction booklet. Make sure the POWER Button is turned on. When the 1\ NIHTENDO GMECUE’E Cﬂﬂm“ﬂr |
"pﬂwer indicator lights up, press the OPEN Button and the Disc Cover will {

-ﬂpﬁn Place the Tates oF Symperona™ Game Disc on the disc tray with the label
_faclng up. Manually close the Disc Cover and the game will begin ta load.

Lnﬂm Lnnl [4.:-|*-.

|:r'F

The following is the default Controller setup. Game controls for the Field,

Town/Dungeon, Menu Screen, and Battle Screen are described in thls
section.

O D IJ.II

—

The default setting for the RUMBLE FEATURE is ON. The Rumble FE]ETLIFET
be turned ON/OFF in the Customize Menu.

Wit

L Button R Button

Control Stick

——-

4 Control Pad

START/PAUSE




I e — Sy

| E:—: Egnlrﬂl Stu::k,-*
| % Control Pad
A Button
-~ = BButton
== &= C Stick
g ::lﬂuttunfﬂ Button

i

ontrol Stick
4 Control Pad
A Button
- B Button
= H Buﬁﬂﬂ
_Y Button
Button
. Button /R Button
TART/PAUSE

T T

L

o et

-u.l-._i-l..':' ) Ve il
AR A

Contral Stick
= Control Pad

A Button
X Button
* Y Button
I Button

[ "I
14 I..I..J.I'

'|.'l.|'|'| f

(I

gl-l:nntrnl Pad

&= A Button

&= B Button

' € Stick
X Button

- YButton

| ZButton
| LButton
R Button

Move cursor

Confirm

Cancel

scroll page

Change character (TECH, STATUS, EX SKILL, EQUIP}/
Change item type ([TEMS)

Togale item stats {ITEMS, EQUIP)/

Topgle character stats (Main Menu)

Move player-controlled character

Open Map

Enter towns and dungeons

Cancel / Board RHEAIRD, EMBARK / DISEMBARK EC
Mount / Dismount Noishe (activates Long-range Mode)
Open Main Menu

Start SKIT

Rotate the camera left/right

Toggle WORLD MAF

Tﬂwnf Duangs con

Mnuc player- cuntrnll&r_l charjrmr

Rotate player-controlled character 45 degrees
lonly while standing still)

Action (TALK, EXAMINE, etc.)

Use SORCERER™S RING

Open Main Menu

start SKIT

'ﬂ)

MD'u'E plavﬁf cunrrnllpd character / Menu selection
Select strategic Orders

Attack

Perform magic or technigue

Magic and technigue shartcul

Guard/ Lancel magic and technique
Open Battle Menu

Initiate UNISON ATTACK

Delay magic or technique

Change target (hold to select a target)
Pause ! -

ONCE UPON A TIME,

there existed a giant tree that was the source of all mana.
A war, however, caused Lhis tree Lo wilher away,

and a hero’s lile was sacriliced in order to take its place
Grieving over Lhe loss, the goddess disappeared unto
the heavens. The goddess lelt the angels with the dict.:
“You musl

wake me., {for il I should %I::n‘p. the world

shall be destroyed.” The L|I1"-.1L11"- bore the Chosen One -;-'-

who headed towards the tower that reached up =
unto the heavens. And thal marked the beginning of

the regeneralion of the world.
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: a Is option allows you to start the game
?rnm the beginning. From the Title Screen

“use the Control Stick or 4 Control Pad to

_ ‘3&1&[:1 NEW GAME, and press the A Button

"... -'_ 4 or START/PAUSE to confirm the selection.
g At the following screen you will be able to change game settings such as

'SKIT TITLE DISPLAY, BATTLE CONTROL TYPE (see page 15 far more information

8 on Battle Control Type), etc.

'tnmnmue

d there is-saved game data for TaLes oF SympHoniA on a NINTENDO GAMECUBE
emory Card, you can continue a previously saved game, From the Title Screen
plect CONTINUE, select the lecation containing the Memory Card which the
ame data is saved to, and select the game data you wish to load.

USTOMIZE

Q_:"l’uﬁ-:ﬁén customize various game settings, such as: MESSAGE SPEED, WINDOW
TYPE, WINDOW COLOR, etc. See page 28 for an explanation of each item.

=

& A game can only be saved at Memory

& Circles in towns and dungeons or on

it the FIELD. While in the Save Menu, in-
3-g=.. grt @ Memory Card into Memory Card
slot A or Memory Card Slot B and select
-r E appropriate location and press the
Euttun to-confirm the selection. Next,
gct a location to SAVE your game data and press the A Button to confirm

5 B EEIEctmn

. IJI’ II|_4"'.'_'I_I'|.|.J |||||||

|.l-|-

'ﬁE TaLES OF SymeHONIA requires 1 file and 3 blocks to save.

EE refer to the NINTENDO GAMECUBE Instruction Booklet for directions
0 hnw to.format and erase Memaory Card files.

]

-

_‘.-
< .' e e
i

Gel,ting Started

Memory Circle

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

Saving on the Field

-~ _While on the FIELD you can save at any
L time. Press the Y Button to open the Main

LR

Menu (see page 14 for more information _;.;.:

on the Main Menu/). select SYSTEM and press the A Button to r:nnfrrm he-
selection. Next, select SAVE and press the A Buttan to open the Save Meﬁ;

l TALES OF SYMPHONIA iS ‘composed of two NINTENDO GAMECUBE 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 EJ{EhE
=—"the discs properly and continue with the game.

-

Tour Dlayer Mode

Inthe Four Player Mode up to four players can battle against fierce Enamies:;: '

When three of your friends should battle along your side, make sure that ea ch
f Controller 1s properly inserted into the appropriate Controller Socket, Please

plaver Is playing the game

RO 0

note that this manual is generally written under the assumption that a smglﬂ
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This screen allows you to move from town to town and search for other
destinations.

*'T_hE Town/Dungeon Screen is displayed when you enter towns and dungeons. l ﬁﬁld_ Screen : i S

TﬁlS EEE“D” W||| I'I'Icall'l|",f EE[:I|EIII'I |t5 Use IFI towns. ; 1 Th:|5_ Ehﬂ.ws thE current |[H:Eti|]rl an[ﬁ thE
direction the camera is facing. Press
, START/PAUSE to togale the display of the
Player Character 3 WORLD MAP

-I_I_u a4 15 II.:.: Lt ..'..- oo, Lok !-. "...-. '

I “i.'i:ﬂl:.'llJ LEd =

EaTL ks

.{'.'I. ELEE] |

NPC (Non-player Character)

D 11k SO LTI RUREIE RS b L P

|I.,'-.'-.-.‘.I.:',I1'-Iu-1~.. '

g _..!;t"

Skit Title

Press the A Button after examining one
PC (Non-player Character) | of the Guide Post Monuments found
- : throughout the world to activate LONG-
ess the A Butt NPC to talkto him. - . :
,j,s R iy PICERE = S RANGE MODE. Long-range Mode zooms
ayer Character ~ B the camera farther out than normal,

‘Move the character using the Control Stick. - allowing you to see a wider field of view.

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

-

5: ‘ Enemy !

=¥ Jouch an enemy to start a battle.

7 el .

Ll wllE

& As the game progresses, you will be
- _able to ride vehicles such as boats and
RHEAIRDS. These special vehicles can
.only be used on the FIELD.

by ]

Treasure Chest

- Press the A Button near a treasure chest
1o open it and collect the item inside.

- ’j = Mm&bﬁc Block

EES EI‘IEf hold the A Etuttnn near a movable block to grab it.
Use 1 the Euntrﬂl Stn:k tu pus or puH the mgvah]e I:lim:lr.

- o =
R = e — - = -
- e - — Ll il
2 — e — = — _-_ e i -.-..‘-!i-.
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Using llh_ Mdl[l HL nu

P LR
1 !

Mam Menu

it

Mam Menu allows you to set TEEHS Lse ITEME and determine various
ame settings.

LTS i'?. ..“I 3 B .ru I.Iuln. a .1| ..:;I.L_.;. . ;

Menu Items
GALD

TIME
ENCOUNTER
COMBO

On-screen
Indicator

Character
Window

n-screen Indicator

his shows the character that will be on-screen in the FIELD and the
own/Dungeon,

flenu ltems

A lﬁ of items that can be accessed from the Main Menu.

GALD

- Shows the amount of money you currently possess.

S TIME

b Shows the total play time (white) and the amount of time since the last

-r ame load (yvellow).

: ':4 CDUHTEH

= Shows the number of battles that you have encountered.

H MBO

HOWS your highest number of successful comba hits in battle,

l" -'lll- 'P'm'n-'-' Il

lnt:tur Window

3 :_jﬁ window displays a character's current level, the amount of Experience

fequired to reach the next level, current and max. HP. current and max. TP
.-"j-‘_': Gauge (see page 17 for more information on the Technique Type

—————

Hnw you set magic and techniques WIH
greatly influence the course ot battle.
Be sure that you understand how to set

—magic and technigues!

= *-
=
-

Battle Control Type

You can choose AUTO, SEMIFAUTO, or MANUAL for each character's BattjE:

= Control Type. Under the option TECH you can choase the Battle Gontrol Type for _
each character by pressing START/PAUSE until the appropriate Battle Enntru =
Typu s highlighted — which indicates that the Type is chosen. -3

 AUTO

Battle is performed automatically, according to the set strategy. Magicand |
techniques used automatically during battle are displayed in white. Ta turp iff

=>.~-magic or techniques, select the magic or technique you want to turn off &
= and press the Y Button. Turning off magic or techniques will prevent them &

L)
-

from being used during battle.

SEMI-AUTO
The character is controlled by the player, but support features such as
automatic guard are enabled. Also, the magic and techniques listed in the

-~ Tech Menu can be mapped to different combinations of the B Button and:

the Control Stick for use during battle.
MANUAL 3

-The character is controlled by the player with no support features enabled.

« Magic and technigues listed in the Tech Menu can be mapped, similar to

“ SEMI-AUTO, to different combinations of the B Button and the Control Str{:j{ 4
“for use during battle.

- .‘——' I:'
=

..f
i .




Using The Main Menu

mg Magic in the Main Menu Technique Type TVs S

When you want to use magic and you are not in a battle, move the cursor to E Each character will be ot type T (TECANICAL) or S (STRIKE) Wh]EhW}Hd-EtEIT!'H
* the magic or technique you want to-use, and press the A Button to confirm = (- = what magic and technigues a character can learn, You can theck a characte

1e selection. Please note that magic and technigues labelled with a red "B” EE type by looking at the Type Gauge - if the gauge is pointing.in the T d"'ﬂ 01l
nnr.':rt be used out-of battle. \t then the character is a T type, and if it is pointing in the S direction then u:

| _character is an'S type. Only one T type or S type higher level magic or technig e
The Cost of Magic and Techniques L~ can be learned from a single magic spell or technique. Magic or techniques:8

ch time you use magic or techniques, TP will be consumed. The cost of each ‘ :__. : one type can be fnfrgatten in order to learn magic or techniques of a differs .3
agic or technigque is-displayed at the bottom of the screen when selecting -5 type (see page 24 for more infarmation). T

g appropriate magic or technique. - Forgetting Magic and Techniques NE

,_._
S §
- =

Tl"'a_lh..lpl- ! || ﬂ‘lh I|_ Ne

-

: ic and Techni -~ First, select the magic or technique you wish to forget, and press the X B {'?‘“ =
.;. Setting Magic and Techniques A confirmation window asking if you really want to forget the selected magicor

| To set magic and technigues, set the Battle Control Type to MANUAL or SEMI- {{:J} technigue will be displayed. Select YES to forget the selected magic or techni ==~:=E?
SAUTO, select the Control Stick input method, and press the A Button to : Ci :

onfirmthe selection. Next, select the magic or technique that you wish to o€
21, and press the A Button to confirm the selection.

7/ == AUNISON ATTACK is a special attack that
5t “"' and Techuique Shortcuts - = BE=allows you to execute m:la]gi{: or techniques 5T
~ with all party members consecutively. — 2 H;
- Combining specific magic or techniques ¥
~ will activate a special extension of the
E Unison Attack. Mix and match different
- combinations to find the best ones.

-y + NOTE: Unison Attacks will not be available until after you have gone througl
¢ the tutorial on the OSSA TRAIL. -

| 4 f ﬁn set to Manual or Semi-auto Mode, you can set magic and technigque
- shortcuts to C Stick A or C Stick W This will allow you to use magic or technigues
for any character.

A .. PP

“ Learning Magic and Technigues

- You will learn basic magic and techniques just by levelling up. However, there

Care also some magic and techniques that you will not be able to learn until
You have used specific magic and techmques a certain number of times. The

L Usage number shown at the bottom right of the sereen displays how many
ftimes a magic or technique has been used.
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Using The Main Menu 3 Using The Main Menu

- Setting Unison Attacks JE® Setting Strategies
th_e Unison IAtla::k Menu, you can set First, choose the character you wish to set strategies for, and press the A~
magic or techniques used by each character = E Button to confirm your selection. Next, select a strategy type, and press-the A

ﬂ different combinations of the Cantrol Stick Button to confirm your selection. Finally, select a strategy and press the A:

£ and the A Button, B Button, X Button or \ % Button to apply the selected strategy to the character,

Y Button. By combining each button with =

the Control Stick, you can set up to four ¥ . Orders e

ﬂiﬁﬂféﬂt magic or techniques. Please note L~ Orders allow you to set strategies for each character and save them to-gie:

that characters set to SEMI-AUTO or MANUAL control will have the same .« JABE8  of three Order Types: RESERVE, GUARD and ALL OUT. You can access the- -8

‘_;EEttingﬂ both in the Unison Attack Menu and in the Tech Menu. .~ Orders Menu by pressing the X Button while viewing the Strategy MEnii:s: E

: - Setting strategies for Orders is the same as setting normal strategies.. ;‘_‘?_—-‘ j.:
Pressing the 4 Control Pad A, 'V, <€, ®, during battle will cause the characters

1" ' Fllll f I:I Lu

blg

s (UERY | i HJ"I:I Fl'l | "_'_1

;’%Exacuting a Unison Attack

1o execute a UNISON ATTACK, the Unison Attack Gauge must be full, and o | __with Battle Control Types set to AUTO to behave according ta the settings
sour character must be within normal attack range. First,.approach the enemy « .} applied to each Order Type.
d press the Z Button. If the initial attack with the Z Button does nothitthe & ;

nemy, then the Unison Attack will not initiate. Next, input the commands . . == 1 (e
] the desired magic or techmiques; time is limited so input the commapds ' <4 Status ]

l?kh,* For a more detailed explanation on how to execute a Unison Attack, ~The Status Screen allows you to check

Esee page 35, 5 the STATUS of each character. This menu
e " also allows you to change character titles.

Moving the C Stick & or ¥ allows you to

= 0 & switch between the Status 1 and Status 2
- Ihere are three types of strategies: .. - 2. Screens. You can change the character

B ACTION, SKILL/MAGIC and POSITION. . = * _shown by pressing the Control Stick or the
t [hese strategies are used to decide Fen % 4 Control Pad » or <€, or by préssing the

& how characters with Battle Control Type B A Button or R Button'

g8 set to AUTO will behave during battle. | >y

|
§, oy

.
ATV T TR T T T e
i I
. L LX
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Using Thc‘ Mam Menu [/7 Using The an Menu

- Status Parameters YEHS Titles

fThE following is a list of parameters displayed on the Status 1 Screen: Titles are obtained through battle and

r_ character name, character title, type gauge, character attributes, the currently S other events. They will sometimes alter
aquipped weapon, armour, and accessories. Elemental attributes (see page 25), TR character attributes when a character

3 ::and accessory effects are displayed on the Status 2 Screen. <&, levels up {LVUF).

AT e ORI TR (o

mmm cter Aftribites =58 ~To change a character’s title, move the
= cursof to the title and press the A Button

~ to display the Title List. Select the desired =

The number of hit paints the character has. The current number. =~ : ' title-and press the A Buttan to confirm'the selection. Wh|le wiewing the “-* =

of hit points is shown to the left, and the maximum number . ~.List, title information such as the title description and level up bonus ara:- I

of it points is shown to the right. The character 1s KO'd if his or : e disp!ayed at the bottom of the screen. Level up bonuses in red decrease,

her remaining hit points reach 0. : bonuses in grey do not change, and bonuses in green increase when a

Technical points: technical points are required to use magic __ :, ‘? character’ level increases.

and techniques. To the left is the current number of TP. and ta
the right is the maximum number of TP,

' mule u’m

The character's current level.

Experience points: when the amount of EXP reaches a specific .. - -
number, the character will advance a level. This will cause all of = ~ Ihe Synopsis Menu allows you ta review
the character's attributes to go up. < et Fhe story and the progress you have rnafje
; . in the game. It will also help you confirm
what you should do next.

LY

.r._r-"u-. - =

‘ -' I l.l‘“‘l.'lll 1]

o
- |
—_—"1
|
=
=
==
o
3
—_j'
EE |
3
5
g
; :
1

STR

:

The number of EXF required to reach the next level.
This number is the base for determining attack strength.

%)
S

The attack strength for slashing attacks (Lloyd only).
The attack strength for thrust attacks (Lloyd only). 3] N - Event List

Attack power: This number is a combination of STR and the - * This is a list of event titles. Titles displayed in white are events that have
current weapon's ATK. - .@lready been completed and titles displayed in yellow are events that have
e not yet been completed. E

-.
s .
g ik S e

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

The I:hara;tla-lr's defensive strength. This number is affected by \ Th|s Is a display of locations and levels associated with an event, along wﬂﬁ'
the capabilities of your armour. the date that the event oceurred. e

Accuracy reflects the character’s ability to land a hit in battle.
This reflects the character’s ability to evade enemy attacks.

Luck: this number changes each time you stay at an inn and
affects many game features, including battle.
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Using The Main Menu

- World Map
is shows the location associated with the event on the WORLD MAP.,

" Reading Events

o

! " read an event, select the event you want to read and press the A Button to
¢ confirm the selection.

e —— . SRS Recovery items, customization items, battle items, etc.
' The Items Menu allows you to use, equip and DISCARD items. '

=,
.
el Pl

' Swords, axes, et |

' Using Items (Tools)

- Select the item you wish to use and press
e A Button to confirm the selection.
ext, chaose the character you wish to
sgthe item on and press the A Button

onfirm the selection.

- L1

Armour Equi[ﬁiéd on the body:

sy

E: - J..IL- -
Discarding ltems =4l £ = e = : =48
To discard items, select the item you want to DISCARD and press the X Buttan | i i, - _I_ SRARIRQTIS T BEM, =
o discard it. You cannot discard important items. ‘ ' ' | '

."ﬁ.
-

i ooks and Maps

fl'-’:ﬂ.s the game progresses, you will obtaina COLLECTOR'S BOOK, MONSTER LIST,
F FIGURINE BOOK, TRAINING MANUAL and various maps. The Collectar's Book
Elists items that you have found, the Monster List is a collection of infarmation

..
e
f

con the monsters you have encountered, the Figurine Book lists people you have
“met, the Training Manual has useful information on various aspects of the
Sgame, and maps tell you about places you have been and where you currently are.

- These items will be placed in the Key ltems Menu when you pbtain them.
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X &kﬂl

—E{ Sklih are 5k|||5 thal are obtained when an EZ{ Gem IS set to a character.
ﬂt} Skills can have different effects, including: increased max. HP, increased
max TP new abilities during battle, increased DEF, increased AIK, etc.

EH Skill Menu

i j_. IL‘-l ﬂﬂhj Il “ﬂﬁuﬂi

“There are four different EX Gem levels,
=1 to 4. When an EX GEM issetto a
" gharacter, four EX Skills become available
“but only one EX SKILL for every EX Gem
‘ean be set. Up tofour EX Gems can be set
S each character in your party.

X Skills
'Skﬂls are of either T (Technical) or S (Strike) types and have a number of
i Hferent effects, such as changing character attributes or increasing the
imber of attacks @ character can do during battle. Combinations of different
- EX Skills will unlock more advanced COMPOUND EX SKILLS. Be sure to
“set different combinations of EX Skills in order to find the most effective
Enmuuund EX Skills.

Sattmg EX Gems and EX Skills
: __ st 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.
ﬂnn:e EX Gems have been set they cannot be removed, but they may be
&1 exchanged with other EX Gems. However, when an EX Gem is exchanged for
% = nother the EX Gem that was removed will be destroyed and is discarded.

echnique Types and EX Skills
@# Skills can be either technique type T or S. When battles are fought, the
sharacter's type gauge will move in the direction of the set EX SKILL type. You
ﬂn t&ke advantage of this by setting skills of the type you want the character
- o a;nmﬂ If multiple skills of different types are set, then the majority type
ﬂetermme the technique type that the character will become. For example,
c’ﬂaracter has three skills set: two of them are T type and one is S type.
ne S type skill will peutralize one T type skill, leaving one T type skill making
: -- 18 a{:tefs twe gaua Rove fuward the T t'lr;::e
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This section explains equipping items such as weapens, armour, and ECEESEUHE&
Equipment attributes are also explained here.

~ Equipping Weapons and Armour

In the Equip Menu, select the location of
the equipment you wish to change, and
press the A Buttontoconfirm 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.

- Elemental Attributes

You can use a MAGIC LENS to determine the elemental attributes of an enemyf ?
Ftttackmg an enemy with magic or weapons having an elemental attnl::ut&
_ that an enemy is weak against will allow you to inflict more damage than ust

~ You can check a character’s current attribute in the Status Menu.

Elemental Attribute lcons
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“ The Cooking Menu allows you to cook [ E = The System Menu allqws you 1o save
any of the recipes that you have learned. : =1 game data or load previously saved game
" COOKING different recipes will restore HP - : 3 data. |t also allows you to change and
and TP cause avariety of effects, and cure | B S~ oustomize various settings used inthe game.
avariety of ailments. Note that you can | £
‘6ook only once after a battle.
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SAVE

You can save game data while on the FIELD or while standing on a
- Memory Circle (see page 10 for more information on saving).
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- Cooking Skill Level

 Fach character has a cooking skill level .
for each recipe, indicating how well the el Ta LOAD :
sharacter-can prepare the recipe. As the L i ¢ 1 - This allows you to load previously saved game data {see page 10 for more: '
aracter fE‘DEETEdW prepares a recipe, | : information on ll:!ﬂ(iiﬂg in the CONTINUE section). -
he skill level will increase and the list of | ' b——-1 i
qdditional ingredients that may be included Nz CUSTOMIZE | < customi
il expand. Also, as the skill level in- A o = This allows you to change the various
gases the useof additional ingredients - & settings used by the game. Choosing
" may result in higher level effects. -1 = CANCEL will remove all current changes
¢~ and recover the previous settings.
Learning New Recipes e ¥ . . Choosing DEFAULT will return all options
- '; — | ¢ totheir default settings
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- Hiding in many areas of the game is the
®emysterious WONDER CHEF. Each time
B you find him he will teach you a wondrous
i new recipe, Some recipes can be acquired
S through events.

’Cnuking a Dish
E Select a character and the dish you want that character to cook, and press

'the X Buttan to start cooking. If the dish was cooked successfully, a variety of
f_aﬁeqts may occur, If the dish was not cooked successfully, the effects will be

= weaker.
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.{_ Using The Mﬂiﬂ. Menu

TV l” | 1.“ TR

__uslumizahln Options -5 e When you come inta contact with enemies in dungeons and the FIELD, the 48

MESSAGE SPEED Allows you to change the speed at which 3 | Battle Screen will appear. This section explains the parts and rules of batﬁe_:: _:;-:
messages are displayed. : | -

LE RANK Allows you to set the difficulty of battles - “fé,- -

to NORMAL or HARD. Z % The following shows the parts of the Battle Screen. The screen helnw "':n
VINDOW Allows you to choose among three types of ~the Battle Menu display after pressing the Y Button. :
windows. <

WINDOW BACKGROUND  Allows you to choose ameng six typesof — — =
window patterns. =

= .':l IHDﬂW COLOR Allows you to change the culuurnfmrbdum

”?EELUME SETTINGS Allows you to change various volume settings
= and sound output.
| BBATTLE CONTROLS Allows you to change button configurations &

E _ - for use in battle.
: ' TLE VOICEOVER Allows you to turn voiceover during battle
| ONor OFF.
T VOICEOVER Allows you to turn voiceover during events
ON or DFF

SHIT'I'I'!'LE Allows you to tum the skit title display
ONorOFR =
| BATTLE AUTO ZOOM Allows you to tun-auto-z08m of the camera
i during battles ON or OFF } i3
'RUMBLE FEATURE Allows you to turn the Rumble Feature @ Combo Counter

ON or OFF; % f" >= \ ThE number of consecutive hits landed by your party.

7 JUST SCREEN Allows-you tu adjust the @mtmnmg of the
| . _SCTeen.
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Orders

Lp-

Unison Attack
s ol Enemy Name

Party Member E
Status Targeted Enemy E

Battle Control Type
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== DOrders

S Orders can be changed in the Strat Menu by pressing the Y Button to upen
“ the Battle Menu.

Battle Menu
J.,_This menu includes: TECH, U. ATTACK, STRAT, EQUIP, ITEM. and ESCAPE.

lI

f;::’ Farw Member Status e
“HP is displayed above and TP is displayed below. - 3

~Unison Attack Gauge | \
Unison Attacks can be performed when this gauge is full (see page 35). jE




Battle

to-escape when this gauge is full. Selecting CANCEL ESCAPE (found i the
= : | same location as ESCAPE) while the Escape Gauge s displayed will canuﬂi
f During hatt!e press 1he Y Eluttnn to open the Battle Menu. g, the escape. There are some battles that you cannot escape from.

= TECH Change magic and technigue settings here [see page 15). h"w; ~ Stun 22
H a2 A A

: II ATTACK Change UNISON ATTACK settings here (see page 17). You will sometimes get stunned during a g a

| STRAT Change strategy settings here (see page 18). & M battle. While you are stunned, you cannot
~+  Eauip Change equipment settings here (see page 25). & J  perform any actions. Move the Contral
Allows use of items (see page 22}, o~ 4B Stick rapidly to shorten the time that you
. ESCAPE Allows you to run from the battle (see below). femain stunned,

|  BattleRules ]
r Over Limits
A battle is decided when all enemies are defeated o when all party members

e ~\When enemies and party members take a certain amount of damage, thE’f
S Reking part in the battle have KO status (HP reaches 0). £ ~ will go into OVER LIMIT. The Over Limits status will only last a short period of E

:- ] r|.|1| |..I-I.‘-I|- .Il-a--.J-.

“:tﬂ'n' - time, during which a variety of effects will occur, such as: all damage receive

e 15 reduced by a certain amount, the character cannot be staggered or
gry is attained by defeating all of your enemies. When you are victorious & B down et ¥ staggered or knOCkEg £
_: t‘tte you will be rewarded with experience points and money (GALD), ———. dz g

8 vou will recover some TP Sometimes you will also find items. For more = . Physical Ailments
lnfﬁfmatmn on Battle Results, see page 33. ;

- ~Physical ailments may occur during battle. Some ailments will remain even :

Defeated after the battle is over.

: The game is aver if all the party members = e === I | | Poison

b battle are KO'd. Choosing LOAD DATA  JIE=— ' = Bl B = | HP decreases with time.
'@Viil take you to the Load Menu, and =3 = | P | &

Echoosing QUIT GAME will take you to the
Title Screen.

g8 | Deadly Poison
: | HP decreases at a faster rate than with Poison.

- Technical Smash =k ;

= . . = iz Paralysis

FA TECHNICAL SMASH occurs when certain requirements are met when g | Many abilities become limited.

Edefeating an enemy. These are some of the different types of technical smashes: B

ESKILL COUNTER, NO DAMAGE, 5 HITS, 10 HITS, etc
= A . = Petrify E
SEsCaping A8 | No abilities may be performed; if all characters have Petrify status 3

1fyou want to escape a battle, press the Y Button to open the Battle Menu L | /PW | then the game is over. =

and select ESCAPE. An Escape Gauge will be displayed and you will be able -
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' Magic and techniques cannot be used.

| When you are victorious in battle, the
| Battle Results Screen is displayed. -

= a If acharacter's HP reaches 0, that character is knocked out and iy o | \i2 tﬂ:lls i ik "'T'” vgfnrrr- you foltlern?@nd
\—| can perform no actions unless that character is revived. | BN !!tlcs received, and fotify you of level UpSES

>
£
=
=
i
|
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Experience points earned. g

Aﬁ:ﬂﬂk EDWEI' 15 m{:rﬂﬂﬁed or reduc_ﬂd , :_ ThIS bEII'IIJS IS EWEFdEd deEd an thE ﬂumber [Tf Eﬂmbﬂ hlt&:’ﬁ' :-
e increases the experience points received. H=F

: - The maximum number of combo hits obtained during the b rtiﬁ.'-}-

t ‘ s e & Th f Gald recei S
Defence power is increased or reduced. | - e amount of Gald received. =

Total time taken to defeat all enemies.

GRADE Grade points are awarded based on performance during the
battle.

; Cook After Battle

- F ' A /¥ Magic Attack ' If you have enough ingredients to COOK a dish, you can cook it after a _ '
Magic attack power is increased or reduced. /@ 0n the Battle Results Screen. Press the X Button on the Battle Results
' Screen to cook the assigned dish.

M gical Ailments

Holy Song Effect g & : , —
m Attack power and defence strength are increase, L Other Battle Controls

- This section will explain other battle controls that will help you adapt to any ;'-'-
PhysicatAilinont mouinity N & situation during battle. For more information on basic battle controls, see E -
. ' = : " E_ J = _
Prevents physical ailments. <k i~ 1(Page B. B

, ﬂrdars e
o Magical Ailment Immunity F‘rﬂssmg the 4 Control Pad A, P or < will perform the ORDERS thaiware%

1

Prevents magical ailments. setin the Strategy Menu (see page 19). You can cancel the Drders by pre&snm :
the 4 Control Pad ',




’Bllanga Target

:Pressmq the B Button will change the player character’s target between the
S two closest enemies. Holding the R Button will pause the battle and enter
argeting Mode where the Control Stick can be used to target any enemy.

Bl e

Ghange Controlled Character

To change the player-controlled character, press the Y Button to open the
Batﬂe Menu and press the Z Button to change the player-controlled character,
~Youcannot change the player-controlled character to a character that 1s not
_“takmg part in the battle.
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;Eﬁhanga Formation

i ’H'_.rlrl: I.-. |I|I

?'Tn change battle formation between default and reverse, press the Y Button
.10 open the Battle Menu and press the L Button or R Button.

flagic and Techniques

g iise the magic and technigues set in the Tech Menu [see page 15), hold
- Eine LControl Stick in the appropriate direction and press the B Button. Magic
5 __ it d techniques are performed at the cost of TR

Dulaf Magic

- lo delay magic for the player-controlled character, input the commands for
“the appropriate magic spell and hold down the B Button. The magic will be cast
swhen the B Button is released. Pressing the X Button while a magic spell is
=¥ being cast will cancel the magic. Spells from one specific character assigned o
* pther character’s shortcuts can be delayed by holding down the L button, and
§ the magic spell will be cast when the button is released. It can only work if the

=+ Character concerned owns the EX Skill SPELL CHARGE.

_=~=- anging Battle Control Types During Battle

'u can change the player-controlled character's Battle Control Type during

- battle. First, press the Y Button to open the Battle Menu and press START/PAUSE
Ehange the Battle Control Type for the player-controlled character.

i

Umaﬂn httﬂck E

The UNISDN ATTACK Gauge increases as you inflict damdr_:}e on enemias. Yﬂu

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
will not consume any TP =:

How to Execute a Unison Attack

Step 1: The Initial Attack
Press the Z Button when the 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

~ gnemy movement will cease, and the

Magic and Technique Input Screen
will be displayed. Here you must input
the magic and technique commands set

o for each character, The Unison Attack

will not succeed if you do not input the

“commands within the time limit.

' Step 3: Complete the Unison Attack

« When the magic and technigue input is
finished, the UNISON ATTACK is complete.
Note that certain combinations of magic

and techniques will result in a special Unison
Attack,
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Battle

Special Unison Attacks Namco Ltd. French
* Here we will describe two of the special Unison Attacks. There are many other 3% Production Team Sebastien Lizon

dlﬂerent combinations. Try to find them all! e Spanish

; Producer
" COMPOUND SPECIAL ATTACK: POW BLADE & Makoto Yoshidumi Péima Sgncigz s 1572 Yo

T'.';-E - This is a combination of Lloyd's TIGER BLADE technique and Colette’s POW Fa\ Director Massimo Maietti

= ] il I 1 _ - - : :
é. E?Emhgff technique. Lloyd will execute the Pow Blade technique with toy £ B Yoshito Higuchi European Validation
S "~ Localisation Team and Testing Team
= shu Miyoshi European Manual
- Emi Takeuchi Localisation and Layout
« Jeremy Clark Silke Sczyrba
Britta Henrich
~Namco Ltd. UK Office Daniela Schmitt

" Production Manager Jens Peppel
Takashi Ebiike Nadine Straub

Assistant Product Manager Sabine Maschl i e
‘Ed Valiente European Marketing Manager

lglPﬂHHD SPECIAL ATTACK: CROSS THRUST 7 B8 Production Assistant Matti Kuarehjafvi Ex

55 a-pawerful stabbing attack where Lloyd and Kratos both use their b Nobuka Mihara Brand Executive GameCube ' -

'SDH{E THRUST technigues. Both of them perform a simultaneous CROSS - "B~ Hidetoshi Nakatsukasa Walter Lorenz :
- THRUST, causing massive damage to the enemy. Head of PR

Namco Tales Studio Ltd. Shelly Pearce

Kiyoshi Nagai PR Manager
= Eiji Kikuchi Claire Stocks-Wilson

Keita Matsui Senior Account Executive
Takahiro Akiyama Sam Parlane @ Cake Media

~Nintendo of Europe Special Thanks
Tak Hyodo

Masanori Kato
Management Ko Kimura
Kai Zeh Kevin Yanagihara

Coordination Nao Higo
Marcus Krause vaf} Tqyr_ama
Translation Yoshi Niki
German Yoko Nakao

. : lara-Samuels
Martina Deimel Martin Buchholz
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Important =

WARNING: Copying of any Nintendo game is illegal and is strictly prohibited by domestic and
international infellectual property laws. “Back-up” or “archival” copies are not authorized and
are not necessary to profect your software. Violators will be prosecuted.

This Nintendo game is not designed for use with any unauthorized 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 domage or
loss caused by the use of any such device. If use of such device couses your game to stop
operating, disconnect the device carefully fo avoid domage and resume normal game play. If
your game ceases to operate and you have no device attached to if, please contact Nintendo
Customer Service.

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 intellectual property laws.

12 MONTH WARRANTY FOR NINTENDO GAMECUBE® (GAME DISC) ™

You may only require simple instructions o correct o prablem with your product, therefore we recommend the following
services:

NINTENDO HELPLINE 190 224 1001
Set-up, connection and gameplay assistance fogether with hints and fips for o wide range of Nintenda products.

Live Gomes Experts available between 12 noon and 7pm, every day of the year.
Recorded information on our mast papular fitles available 24 hours per day.

INFORMATEL ONLINE CALL RATE AT §1.98 PER MINUTE INCLUDING GST
(Calls from mobile and public phones attract a higher rate)

NINTENDO WEBSITE www.nintendo.com.ou
Troubleshooting, worranty and service,/repair information.
CONDITIONS OF WARRANTY

The benefits conferred by this Warrany ore in addition fo ol other conditions and warranties in respect of this product
which the consumer may hove under the Trode Practices Act 1974 of the Commanwealth of Australio and/or similar
State, Territory or Country Lows.

Nintendo Australia Pty Limited warrants this Nintendo GomeCube® (GAME DISC) fo be free of defects in materials,

workmanship and manufacturing fo the original purchaser for a period of twelve months after the dote of purchase and
upon presentotion of purchose receipt,

1, Nintendo Australia Pty Limited will ot its option and subject to the terms and conditians stated below, repair or replace

free of chorge this GAME DISC or any component part, which upan examination by Ninfendo Australio Pty Limited i
found to be defective. SR " st b ’

2. This Warranty shall not apply:
() If the GAME DISC has been subjected to misuse, abuse, occident or want of care,
(b) If the GAME DISC has heen modified and/or 1ompered with.
(¢) If o repair hos been made or attempted by the purchaser or their agent.
(d) The following are not covered by this Warranty;
(i} Liquid damage;
(i) Scratched or domoged dises;
(iii) Wear and tear.
(e) If the GAME DISC fails due o causes unreloted to defective materials or workmanship.

3. Nintendo Australia Pty Limited accepts no linbility pursuant to this Warranty for any cost or consequentiol domage or
economic loss whether direct or indirect, o ony person or property, arising from breakdown or failure of this product and
no respansibility is to be implied or accepted over ond above the replacement value of the produd.

This Warranty is given by Nintendo Australia Pty Limited and no other person or organisation is authorised 1o vary its
provisions and condifions.

Before returning a Nintendo GameCube™ GAME DISC for service, confact:

Nintendo Customer Service on (03) 9730 9822
Waorranty and Repair information and all other general enquiries.
Hours of aperation: 8:300m to 5:00pm Monday 1o Friday (EST).

NINTENDO AUSTRALIA HEAD OFFICE
Scoreshy Industriol Park, B4 Stud Rood, Scoreshy Victoria 3179 Australia





