


PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE 
USING YOUR NINTENDO" HARDWARE SYSTEM, GAME CARD 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. 

I A.WARNING - Seizures I 
• 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 neve< 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 10to 15 minute break every hour. 

I.A.WARNING - Radio Frequency Interference I 
The Nintendo DS can emit radio waves that can affect the operation of nearby electronics, including 
cardiac pacemakers. 
• Do not operate the Nintendo OS within 9 inches of a pacemaker while using the wireless feature. 
• If you have a pacemaker or other implanted medical device, do not use the wireless feature of the 

Nintendo DS without first consulting your doctor or the manufacturer of your medical device. 
• Observe and follow all regulations and rules regarding use of wireless devices in locations such as 

hospitals, airports, and on board aircraft. Operation in those locations may interfere with or cause 
malfunctions of equipment, with resulting injuries to persons or damage to property. 

! .A.WARNING - 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. 
• When using the stylus, you do not need to grip it tightly or press it hard against the screen. Doing so 

may cause fatigue or discomfort. 
• If your hands, wrists, arms or eyes become tired or sore while playing, stop and rest them for several 

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

I .A.WARNING - Battery Leakage! 
The Nintendo DS contains a rechargeable lithium ion battery pack. Leakage of ingredients contained within the 
battery pack, or the combustion products of the ingredients, can cause personal injury as well as damage to your 
Nintendo OS. 
If battery leakage occurs, avoid contact with skin. If contact occurs, immediately wash thoroughly with soap and 
water. If liquid leaking from a battery pack comes into contact with your eyes, immediately flush thoroughly with 
water and see a doctor. 
To avoid battery leakage: 
• Do not expose battery to excessive physical shock, vibration, or liquids. 
• Do not disassemble, attempt to repair or deform the battery. 
• Do not dispose of battery pack in a fire. 

Do not touch the terminals of the battery, or cause a short between the terminals with a metal object. 
Do not peel or damage the battery label. 

Important Legal Information 
This Nintendo game is not designed for use with any unauthorized device. Use of any such device 
will invalidate your Nintendo_ product warranty. Copying of any Nintendo game is illegal and is strictl"
proh1b1ted by domestic and international intellectual property laws. "Back-up" or "archival" copies 
not authorized and are not necessary to protect your software. Violators will be prosecuted. 

REV-I 



The official seal is your assurance 
that this product is licensed or 
manufach1red by Nintendo. Always 
look for this seal when buying 
video game systems, 
accessories, games 
and related 
products. 
Ninttrtdodoesnotlic1nuth1sal10rustafproducts 
withoutth10ffici1INin11ndoStal . 

.A. CAUTION - Stylus Use 

THIS GAME CARD WILL WORK 
ONLY WITH THE NINTENDO DS" 

VIDEO GAME SYSTEM. 

To avoid fatigue and discomfort when using the stylus, do not grip it tightly or press it hard against 
the screen. Keep your fingers, hand, wrist and arm relaxed. Long , steady, gentle strokes work just 
as well as many short, hard strokes. 

Licensed by 

This product uses the LC Font by Sharp Corporation, except some characters. LCFONT, LC 
Font and the LC logo mark are trademarks of Sharp Corporation. 

This software uses fonts produced by Fontworks Japan, Inc. Fontworks Japan, Fontworks, 
and font names are trademarks or registered trademarks of Fontworks Japan, Inc. 

This software uses fonts produced by The Learning Company. Copyright 1999 The Learning 
Company, Inc. and its subsidiaries. All rights reserved. 

(Nintendo') 

NINTENDO, NINTENDO DS AND THE OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO. 
C 2006 NINTENDO. 
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Cbaracters 

MAIN CHARACTER 
These are the l:wo main characters. At the start oi the game you will select one of them. They share the 
same storyline, hut the choices for romantic encounters (p. 15) will vary. 

Yumil 
A hoy who takes any 

d ,allenge head-on. 
The main character if the player 
chooses to he male. He has an 
easygoing perwnality but will 

always take a firm stance when 
the situation calls for it. 

Tia 

A girl who speaks her mind. 
The main character if the player 
chooses to be female. Although 

a little naive, she always carries 
out what she puts her mind to. 



SPIRITS 
The Spiri ts aid you in many ways - from telling you how to use the Book of Prophecy to showing 

you how to fight. A. the game progresses, you will find more Spirits to join you on your quest. 

Rempo 

F ire Spirit wilh l,is arms iealed. 

Like his Spirit element, Rempo is 

hot-headed and quick to challenge any 
enemy on sight. He can be rather blunt, 

and easily loses his temper when teased. 

Nea1i 
Ice Spiri t wit h l1 e 1· voicc sealed. 
She normally stays indifferent to 

everything. Her icy gaze makes it hard 
to tell what she is thinking. 

Ur 
Lightning• Spirit with his eyes sealed. 

Ur is a kindhearted and caring Spirit. 
He is always the first to assess a situalion 
properly, but since his eye,3 are covered, 

no one truly knows how he feels. 

Mieli 
Forest Spirit with her legs sealed. 

Compassionate and gentle, but whimsical 
like the wind, Mieli prefers taking the 

middle ground during confrontations. 
She can also come off as an air-head. 

HEROES & HEROINES 
These are the characters that the main character can grow very close to. Deepen your relatiousbip 

with one of them, and you may even become boyfriend and girlfriend. Refer top. 15 for more deta ils. 

Fana 

The poprdar girl in town. 

Her sicbly state sometimes 

makes her envy your vitality. 

Nanai 

The sorceress. 

Fearing her own powers, she 
only uses very low-level spell,. 

Duran 

The self-proclain,ed hero. 

He', very clumsy and gullible, 

but ha:S a strong sense of justice. 

Heath 

G eneral of the enemy army. 

A skilled general of ti,. 
Waisen Empire, the Prince has 

total confidence in him. 

The arrogant elf. 

Raised by elves, she constantly 

looks down on human,. 

Dorothea 
T he spoiled princess. 

She's used to getting whatever 

she wants. 

Rex 

Tl,e pickpocket. 

He views the world with disdain, and 

wi ll double-cross anyone lo survive. 

Anwar 

T he desert swordsman. 

He cannot use magic but his skill 

with the sword is first-rate. 



L Button 

Basic Controls 

Stylus 

R Button 

..,.11----'-7 ;== ====?".4"--L''--i.,,,-- X Button 
A Button 

v_ --,~ .-- B Button 

'-"-1-- Y Button 
START Button 

SELECT Button 

In this manual, screen shots framed in blue are taken from the Top Screen, and those framed in red a,e 

taken from the Touch Screen. 

BU'D'ON CONTROLS 
T his game UBes hath the buttons and the stylus for the controls. The button conb-ols d;ffer between the 
title menu and in-game play, so please refer to the list, below. 

£ Selection 

-
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Jud~~menl Link, Talk, Search, Push/Pull Blocks 

Code Scan (p. I 3) 

TOUCH SCREEN CONTROLS 
Both Touch and Slide functions are used in this game. Touch is 
used to make selections and change equipmeut, while Slide is used 

to unequip items (p. 21) and move tablet puzzle panels (p. 23). 

Touching 
Most of the Book of Prophecy can be 
controlled by touching, including the 

Skding 
This is for unequipping items and for 
writing down notes in the Memo section 

(p. 26). 



1. Make sure that the Nintendo DS is off before inserting the Avalon Code 

Game Card into your DS. Be sure lo push in the Game Card until you 
hear a clicking sound. 

2 . When you turn on the DS, you will see the screen to the right. After 
reading the text, touch the Touch Screen to continue. 

3 . Touch the Avalon Code Panel on the DS Menu screen. This will start 
the game. 

'If you have set your DS lo Auto-Start mode, this step will be unnecessary. 

Refer to your user's manual for more infonnation. 
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4. Refer lo the instructions below for further details. $ 

The DS will enter Sleep Mode if it is closed during game play, reducing the drain of the battery 
pack. To erit Sleep Mode, simply open the DS. 

Du.ring or after the opening movie sequence, press the START or A Button or touch the Touch Screen 

to bring up the title menu screen. Please select from the following options to start your game. 

Continue [Resume Your Game] 
You can load saved data to resume your previous game. 
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Start [Start New Game} 

Select •start" if you are playing Avalon Code for the firsl time. You will then 

move to the main character selection screen where you will choose whether 

to play as a boy or a girl. Pick one and then touch the 'Select" button or 

press the A Button. You will be allowed lo change the main character's name 
later on. 

l 

Gameplay 

Game 01jective 

You are on a quesl to record things in the Book of Prophecy that are worthy 
to bring lo the ne~i world. The storyline is divided up into chapters, each 

new chapter triggering advancements in cbaracter dialogue, monster battles, 

and new information lo gather. Boss battles and the question, for the 
creation of the next world (p. 25) will allow you to move through the story. 

Questing 
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1. Gather information in !own to progress tl,e story 

By talking to the people in the town, you can gather information and progress 
the slorvline. The main cbaracter's home is also inside the town, this is where 
you can. rest (press the A Button near the bed) to recover your HP and MP. 

2. Explore the world and dungeons 
A variety of monsters lurks in the world and ils dungeons. You are free to 

defeat or simply ignore these monsters. However, bav-ing their information 
written in the Book of Prophecy can have a profound effect on the outcome 

of the next world. 



Action Controls 
The main character can converse with the town's inhabitants, fight monsters, and perform various other 
actions. Most actions are carried out with button8, but some actions cannot be performed in certain 
map area or situations. 

Viewing' Actions (Top Screen) 

1. HP: This gauge reflects the main character', 

life. Being attacked by enemies or falling 
into pits will deplete it. When the gauge is 
completely emply, il will be game over. 

2. Equipped Weapon: This shows what weapon 

you are currently using. 

3 . MP: This gauge rellccts the main character's 
Mystic Points. Spirit Magic (p. 13) and 
rewriting Codes (p. 14} use up your MP. 

4. Main Character: Main character in use. 

Movement [Getting' Arom1d] 

Press the +Control Pad lo move the main character. 

Holding the +Control Pad in a certain direction will 

allow you to dimh up or down elevated areas. 

Attack [Defeating' Monsters] 

Press the Y Button to attack with your left hand. Press the X Button to 
attack with your right. Increasing yoUJ'. school level (p. 18) will enable you 
to pull off consecutive hits. When equipped with a shield, hold down the 
corresponding button lo block enemy attacks. 

Special Move [The Secret Art of Weapon Schools] 

Every Weapon School has a unique attack move called a Special Move. 
You can only learn the Special Move of each weapon from the master of 
that weapon's school. Read below for more details regarding each type of 
weapon. 

♦ Sword/Hammer/Bom1/Projectile 
When using swords, hammers, bomb,, or projectile,, just hold the 

X or Y Buttons to charge up your Plana Points. After charging up 

to the maximum, you can release the X or Y Button to unleash a 
powerful attack. 

♦ Unanned 
Wl,en fighting with bare fists, hold off on attacking to recover 
your Plana Points. After learning the Special Move for bare fist 

fighting, regular attacks (via X or Y Buttons) will give off an aura 
attack. Keep in mind that every attack drains some of your Pia 
Points. ', 



Judgment Link Ouggling Enemies for Repeated Damage] 

This attack consists of tossing enemies into t!,e air and juggling them with continuous hits. Judgment 

Link also allows you to attack enemies without the ri,k of being injured. However, this ability is only 

available after making some progress in the game's storyline. 

How to Use Judgment Link 
1. Press the A Button to Laun ch the Enemy into the Air 
Approach an enemy and press the A Button to loss them up. This will slart 

the Judgment Link. Attempting to attack an enemy from the front can cause 
the Judgment Link to fail. You will have a higher chance of succm if you 

attack the enemy from behind. 

2. P ress the X or Y Button to Launch tl,e Enemy Higher 
Time tl,e enemy's fall and press the X or Y Button to launch them up even 
higher. While in midair, the enemy's HP will display on the lower right of the 

screen. When its HP reaches 0, the Current Combo Hits/Maximum Hits 
gauge will appear. Holding the attack button and then releasing will allow 

you to perform a special attack. 

3. O btain H eali ng' Items and Mystic Jewels 
After reaching the Maximum Hit number or dropping the enemy after 
depleting its HP, you can pick up MP recovery items and Mystic Jewels. The 
higher you launched the enemy, the better the recovery item and number of 

t-lystic Jewels. If you use a special attack, you will receive an HP recovery 

item. 
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Sfirit Magic [Consuming HP to Use the Power 
o the Spirits] 

The Spirits of the Book of Prophecy can use your MP lo activate their 
own spells and help in battle. To activate the Spirit Magic, go to the Spirit's 
page in the Book of Prophecy (p. 17) and touch the "Spirit Magic' button. 

These attacks consume much MP, so use them wisely. 

Evade [Rolling to Avoid Enemy Attacks] 

Pressing the L or R Buttons will make your main character roll in the 
direction you are facing. Rolling is faster than running so a well-timed 

evade can get you behind an enemy quickly. This technique is very useful 
when fighting tough enemies. 

Code Scan [Recording Information in the 
Book 0£ Prophecy] 

To input information into the Book of Prophecy, you will need lo conduct 
Code Scans. To do Code Scans, stand in front of the target (characters, 

monsters, flashing items, etc.) and press the B Button. By doing Code Scans 

on monsters or weapons, vou wiU be able lo rewrite their Codes (p. 14). 



How to Rewrite Codes 
By rewriting Codes, you can change the attributes or material properties of various things. For example, 

taking away the Iron Code from an enemy will make it softer, allowing you to deal more damage to it. 

Refer to the steps below for detailed instructions on rewriting Codes. 

1. Touc h tl,e Mental Map 

First open the page in the Book of Prophecy on which you 

want to change Codes, and touch the Mental Map (the 

tiled area on the right side of the Touch Screen). This wil l 

bring up the list of Codes you currently have in stock. You 

are allowed to hold up to four Codes at a time. Touching 

the Mental Map wil l also pause your game. 

2 . Slide the Codes to Rewrite 

When you want to remove Codes, slide them from the 

Mental Map to an open slot in your stock bar. Simply 

do the opposite to add Codes. Rewriting Codes will use 

up your MP and Codes cannot be placed on top of one 

another so be mindful of the shape and number of Codes 

before placing anything. 

3. Finish Rewriting of Codes 

Touch any place outside of the Mental Map or stock bar to end the rewriting. The +Contwl Pad or 

the A, B, X, and Y Buttons can also resume the game. 

Interacting [Talking With People in Town] 

Approach a character and press the A Button to interact with them. You can 

selecl "Talk,• "Give Present,• "Flower Meaning" (p. 23), or other options 

from tl1e conversation menu with the A Button. Some characters may 

start a conversation automal:icaJly. Interacting often with Hero or Heroine 

characters will raise your friendship levels, allowing you lo trigger romantic 

encounters with them. See below for more detai ls. 

Hit It Off With Heroes, Heroines, or Spirits! 
When you choose a hoy as the main character, you'll get the chance to 

become intimate with Mieli, Neaki, and the Heroine characters. When 

you choose a girl as the main character, your choices will be Rcmpo, 

Ur, and the Hero characters. Below are some methods on how to make 

an impression on them and possibly experience romantic encounters. 

There is also a character somewhere ln town who keeps tracks of your 

relationship progress. 

For H eroes/Heroines: 

+ Talk 

♦ Give them presents that they like 

♦ Select the right choice, for certain events 

♦ Clear events specific to each character 

For Spirits: 

♦ Use Spirit Magic (p. 13) 

♦ Listen to hints (p. 20) 

♦ Select the right choices for certain events 

♦ Clear events specific to each Spirit 



Using the Boal~ of Prophecy 
During play, the Book of Prophecy will constantly be displayed on the Touch Screen. All controls 

having to do with the Book of Prophecy can be done with the stylus. Flip to the corresponding pages to 

use tl1e diHerent features of the Book of Prophecy. 

Viewing the Book of Propl1ecy 
([ouch Screen) 

1. Tab: The,e are the tab, of the Book of Prophecy. 

Touching them will allow you to jump to that 

corresponding page. You can also place a Spirit 

bookmark on a particular page by sliding the 

bookmark tab to that page. You will be able to 

place each of the four bookmarks separately as 

you obtain them. 

m!illii Table of Contents 

- Iilllli Pages marked with Spirit bookmarks 
- - -&I (p. 17) 

mil'ilJ Main character's slats (p. 18) 
il!liif Save Page (p. 2 7) 

2. ?: Prompts Spirits to give you hints. 

3. Map: Opens to the map page of where the main 

cl1aracter is currently standing. 

4. Page: The page number of the Book of 

Prophecy. Touching it will turn the page forward 

or backward. 

5. Table of Contents: Touch any chapter title lo 

proceed there. 

l. u~ .. 1-!!!'~ • Jlr •H. •• ~• !..__c:; 

tAli:tU611!!..:..:•_!! l . .le• lforl1 .•• f01 

J.flt•J ....:.:.• ·rt I 0Ul'f ~ 

t . FJ■w~:t ____:_i.• _ 

Tahle of Con ten ls of d ie 

Book of l'ropl«cy (C l1aplers) 

1-- Cbaracters ---- 17 
2 -- Monster ------ 20 
3 -- Weapons ------ 21 
4 -- Accessories -- 22 
5-- Items ------- 22 
6 - Flowers -· •--- 23 
7 -- Tablets -· -- - 23 
8 -- Map ---------- 24 
9 -- Mini-Games -- 24 
10- New World _,, __ 25 

11 Other -- -- 26 

- Characters [Viewing CJ:iaracter Information] 

Spirits, main character, Heroes, Heroines, and town.3people all appear here. Informaljon on characters 

gathered through Code Scan (p. 13) will also appear here. 

♦ Spirits 
This is the page of tl,e Spirits accompanying the 

main character on the quest. View their profiles or 

activate their Spirit Magic here. At the start o! the 

game, the Spirit bookmark (see below) will be found 

on this page. 

1. Bookmark: Touching il will allow you lo use the 

Spirit bookmark feature. More information on 1228r 5000 

that found below. 

2. Profile: View the Spirits' pro~le, here. 

3. Spirit Magic: Touching it will activate the Spirit Magic and use up some of your MP (p. 13). 

4. Spirit Swapping: When you have more than one Spirit, touch th is to swap out and select tbe Spirit 

of your cl,oice. 

How to Use the Bookmark 

Placing a Spiri t bookmark onto a 

particular page allows you to flip lo that 

page quickly. Refer to the images on tl,e 

right. After placi ng the bookmark, you 

can touch the bookmark tab at aoytime lo 

bring up the page instant ly. 

Go to the page you want 

lo place a bookmark on. 



♦ Player 
On the main character's page, you will see your HP, MP, school level, and be able to equip or remove 
weapons and accessories (p. 21). Also, pressing the SELECT Button or turning the HP/MP display 

option in the Display Options page (p. 27) to ON will display your HP/MP on the Top Screen. 

1. H P : This gauge shows the main character's life. 

Being attacked by enemies or falling into pits will 
deplete il When the gauge is completely empty, it 

will be game over. 

2. MP: This gauge shows the main character's Mystic 

Points. Spirit Magic (p. 13) and rewriting Codes 
(p. 14) u,e up your MP. Code Scanning special 

tablets wJJ lengthen your MP gauge. 

3. School Level: This displays your school levels and experience points, as well as how many points 

are needed to level up. Every attack on a monster gains you experience points. Leveling up will 

allow you lo do combos with certain weapons or help charge your Special Move gauge faster. 

4. Mystic Jewel: You can obtain these when you defeat monsters using Judgment Link (p. 12). 
Mystic Jewels serve as currency for gambling {p. 24) or purchasing items (p. 29). 

5. Zeno-9 Cards: The number of cards you have lo play Zeno -9 (p. 25). 

6. Righ t/Left Hand Egu.ipmenl: This displays what you have equipped on each hand and the 
attack power of each weapon. Touching it will bring up the Weapons section (p. 21). 

7. Head/Body Equipment: This displays what accessories you have equipped on your head and 

body. Touching it will bring up the Accessories section (p. 22). 

8. Trash Bin: Dragging au item here will unequip it (p. 22). 

9. Page Value: 'fhi, displays the page's current value and maximum amount. 

♦ Hero/Heroine/Rhoan/ etc . . . 
This page will fill up as you Code Scan (p. 13) Heroines and Heroes (p. 5), citizens of Rhoan, and other 

characters in the game. 

1. Name: The character's name. Their title will 

change depending on the combination of Codes 

in their Mental Map. 

2. Image Nu.m1er: Touch each number to see a 
different image of the character. As you complete 

special events for the character, a new image 

might be unlocked for a Code Scan. 

3. Profile: A thorough description of the character. 

ijSQLJOOQ 

4. Mental Map: This displays what Codes the character has. Mix and move the Codes as you like 

(p.14). 

5. Code Contents: A list of the resulting effects of the Codes the character has. Subject to change 

depending on the combination. 

6. Code Details: Touching it will bring up the details of the Code, that the cl1aracter has. 

Raise the Value of tl,e Book of Proph ecy 
The more you know about the items found on a page, the more that page's value will rise. For 
example, you should communicate with characters regularly and unlock iU1age numbers (p. 19) 

on character page, lo raise the value of the page. When the va lue of the pages increase, so does the 
entire value of the Book of Prophecy. Look to the back cover (found one page aftcr the save page) 

to see its exact value. 



- Monsters [Viewing Monster Information] 

When you succeed in conducti ng a Code Scan on a monster, information 

will be recorded into the Book. When the monster ha, the Code of a hard 

material on them, you can remove it (p. 14) first before beginning your 

attack . Touching the monster's image will prompt a Spirit to give you 
advice on 1,aw to defeat ii. Follow lhat advice and you will forge a better 

relationship with that Spirit (p. 15). 

1. Name: The monster's name. Their title will 

change depending on the combination of Codes 
in their Mental Map. 

2. Ima~• Nmnher: Touch eacb number lo see 
a different image of the monster. The image 

number unlocked differs depending on what tbe 
monster was doing the instant they were Cade 

Scanned. 

3. Profile: A thorough description about the 
monster. 

4 . Status: The monster's slats and the data regarding 
Judgment Link (p. 12). 

l50 Monster's HP (Health) 

Amount of times attacked 

Number defeated 

Judgment Link Combo Count 

Judgment Link Height 

- Weapons [Rewriting Weapon Ccxks and Equipping] 

You can review information here on weapons that you Code Scanned (p. 13). Rewriting Codes (p. 14) 
or changing equipped items can be done on this page. See below for more detail,. 

1. N ame: The weapon's name. Depending on the 
combination of Codes in the Mental Map, its 

material or attrihute title will change. The title 

will also determine the attack power of the 
weapon, See more below. 

2. Explanation: Toucl1 this to view a description 
of the weapon. 

3. Status: This shows the status of the weapon. 
The icons and the numbers are explained below. 

iiL.31. Weapon's combined attack power 

ll....2ll. Weapon's original attack power 

How to Equip Weapons and Accessories 

It is important to switch often between 

different weapons to utilize the Special 
Move (p. 11) for each type. Look to 

the right for a basic breakdown of how 

to equip weapons and accessories. It is 

possible to equip two of the same weapon 

to both hands because the weapon itself 
is materiali zed from th.e information 

written in the Book of Prophecy. 

Touch the image of the 
weapon/ accessory you 

want to equip. 

For weapons, you will 
then select which hand 
you want to equip it~', 



• - ~ccessories [Rewriting Accessoi-y Cocles and Equipping] 

You can review information here on accessories that you Code Scanned (p. 13). The main character 

avatar seen on the Top Screen will reflect any equipped accessories, but it will not reduce the damage 
inl!icted from monsters. 

1. Name: The accessory's name. Depending on the combination of 

Codes in the Mental Map, its material or attribute title will change. 

2. Explanation: Toucl1 this to view a description of the accessory. 

How to Remove Weapons and Accegories 

To remove weapons or accessories, go to the main character page (p. 18) and slide 

the unwanted weapon or accessory into the trash bin. This docs not mean that the 

items are gone for good. If you already have equipped something, you can also 

exchange it out by equipping something over it. Just unequip your weapon if 
you wish to fight barehanded. 

- Items [HP Recovery Items and Keys] 

Ifflf 
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Bread, cookies, and keys can be Code Scanned (p. 13) to record their information in the Book. To use 

an item, touch the image of the item. Food can recover your HP, while items like dolls can be given as 

presents to characters. However, you will use up some M_P every lime you use the item. Furthermore, 

keys may need Codes rewritten on them in order to open doors. 

1. Name: The name of the item. Depending on the combination of 
Code, in the Mental Map, jt., title will change. 

2. Explanation: Touch this to view a description of the item. 

3. Required MP: How mucl1 MP is needed in order to use the item. 

ffffi 

Flowers [Learn Flower Meanings to Obtain Cocles) 

Some !lowers can be Code Scanned (p. 13) and recorded 

inside the Book of Prophecy. Each flower ha, its own unique 

meaning which translates into a Code. Talk to Kamui and 

select "Flower Meaning" to learn about the flowers you find. 

When the flower's page appears, touch the image of the 

fiower anJ Kamui will reveal its name and meaning to you. 

1. Name, The name of the Hower. 

2. Flower Meaning: Its special meaning and message. 

3. Co.le: The flower's Code. Once you remove it, you cannot put it back. 

4. Explanation: Touch this to view a description of the /lower. 

~ 

• Note: 2, 3, and 4 will only display after you ask Kamui about the flower's meaning. 

Tablets [Solve tl1e Puzzle to Reoeive Metafue Recipes for 
Wea ns and Items] 

Code Scanning (p. 13) stone tablets will allow you to receive a recipe of Codes called Metalize. 

Slide and move the panel, to match the picture hidden beneath. After solving the puzzle, you will 

he able to create the new weapon or item. 

How to Manipulate the Panels 
Each panel in the puzzle can he slid to an 

adjacent opening. One panel of the puzzle 

has hcen set aside and can be inserted last to 

complete it. Panels signifying empty space are 

interchangeable. Slide each panel to match 
the picture beneath il. 

The piece outside of th"\> 
picture should be u,cJ-,, 
fil l the remainin 

I 
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• Map [Viewing the Terrain] 

You can view the positions of characters and flowers on the map. Maps do not need to be Code Scanned 
(p. 13) since they are automatically recorded. Touching any map can also warp you to that place (at the 
cost of some MP). 

1. Name: The name of the l,ouse or location. 

2. Explanation: Touch this to view a description of the area. 

3. fcon: Tl1is ,hows where the main character and other characters 
are in the map. See below for an explanation of each i.con. 

: Main charader (p. 18) 

$ Flower (p. 23) 

.l Character (p. 19) 

I Tablet (p. 23) 

W Monster (p. 20) 

t11 Switch (p. 28) 

m Mini-Games [View Game Scores Pkyecl in Town] 

In the town, you will have access to a variety of mini-games. Talk to 

the game's corresponding character to access them. Keep in mind that 
Mystic Jewels are needed to Gamble, and Zeno-9 cards are needed to 

play Zeno-9. Also, only the scores from Quizzes and Judgment Battles 
will be kept in the Book of Prophecy. 

M L.lro) 

H ere are some of the mini-games that you can play in town. There are also other mini-games such as 

Qujz and Gamble in the game. 

♦ Judgment Battle 

Launch a baU back and forth using Judgment Link (p. 12). When a player 
drops the ball, 1 point will be awarded to whoever last threw it. The player 
who is able to get 3 points first will be declared tbe winner. 

♦ Zeno-9 
Similar to an instant win scratchcard game, you "scratch" each of the grey 

square, hy sliding the stylus over it to reveal a picture. Match three of the 
same pidures to win Mystic Je~•els (p. 18) or Metalizes (p. 23). 

- New WorlJ [Questions and Answers to the New WorlJ] 

The new world will he created using tbe information from the Book of 
Prophecy. This page displays questions regarding tbe new world as well as 

your answers. These questions are asked after defeating monster bosses. 

To give your answer to the question, slide a Code into the box on the right. 
Depending on how you answer, the new world will change. 

~~,;.~u% .. 
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Other [Options and Saving] 

The Event Theater (p. 26) stores and replays events that you have 
already experienced in the game. Sound Option (p. 26) plays samples of 
background music. You can also reacl, !:he save ,creen by simply touching 
the Data tab (p. 2 7). 
♦ World Map __________________________ _ 

Th.is will display !:he world map. The icon on the world map will tell you your current location. 

♦ History ------- ---- -------------------
Touching !:he pages on !:he left and right will tell you about !:he history of the current world. 

♦ Memo ----------------------
You can write down temporary notes here. Touch the following icons to 
use the pen and eraser feah1re. 

A pen to write in your memo pad 
0 Eraser 
* Clears the screen 

♦ Event Theater -------------------~• : 
You can view events that you have seen before. When you want to play back 
events, touch !:he "Play" icon. You can press the START Button if you want 
to interrupt the movie midway. 

♦ Sound Option 
You can adjust !:he Music and Sound EHects volumes here. You may also 
listen to a variety of background music. To listen, touch the "Play' icon. 
Press the "'Stop"' icon to pause. 

~ Play Icon lji) Stop Icon 

♦ Display Options 
\Cm can change your dispJay settings on this screen. "Window 
Color Settings" will change the color of the text windows during 
conversations. 'Display Setting of HP/MP" will toggle the 
display of your HP and MP on the Top Screen. 

♦ Reference ------------------------------
This can show you how to move your character, what !:he Book of Prophecy can do, and simple 

ocabulary tor the game. 

♦ Icon Explanation ------------------ ---------
You can view the explanations of icons that appear in the game here. 

--- l""l-""1111"'""'!'9- + Save ---:----------J\¼i~,;;;-------
Touch.ing the SAVE icon will allow 
you to save your progress. There i.s 
only one save slot availahle, so you will 
automatically overwrite your previous data. 

----=--..:::.a with every save. Touching LOAD will loaJ 
you at your last saved location and touching 

the "To Title button will take you to the Title Screen. 

I 



HINTS 
Hint 1: Clear Area with Special Conditions 
In the game, you will come across areas that will display on the Top Screen special conditions for you 

lo meet before you are allowed to pass through. Clearing these conditions will allow you access lo the 

next area. You can also gain medals depending on the amount of time taken or the number of tasks 

completed. Touch the Touch. Screen lo give up and return to the previous area. Touching it after you 

have beaten the area will prompt you i! you want to retry. Sometimes objects that you can interacl with 

will be displayed on the map. See below for examples. 

Read lh~ rcqu~ t.i:!'b 11:1-d 

lime limit for the area. 

Common Objects: 

Defe~t mo11.jters and achvate 
..,,tches to fulfill th, cc>ndition,. 

Lever Switch.! Hit it once lo activate. 

'r- IL• 
I 

' , I 
I - I• 

' I 
I 

. ., _ . 
Mt«,,,;, 6,, lulfilled the 

conditi1mj, t1e area is cleared. 
Tbc valur t•f lht:' page is 

determiHi!d by your score. 

Push/Pull Block: Hold down the A Button while near it to push or pull. 

E lemental Switch: Match its color to corresponding elements. 

II Torch: Hit it with a !ire-based attack to light. Some may self-extinguish over time. 

Hint 2: Experience Future Visions 
When the value of the Book of Prophecy levels up, a Book of Prophecy 

icon will appear on the top right corner of the Top Screen. Move to 

another map when it appears to have a Future Vision. Future Visions 

reveal events that will soon occur in different parts of the world. Goin~ lo 

the place mentioned in the vision will usually trigger a speci!ic event. • 

Hint 3: Go Shopping with Mystic Jewels 
You can buy items from the town's shopkeeper Romaioni by seleding "Shop" 

from his conversation menu when it becomes available. Mystic Jewel. (p, 18) 
can be used as currency for items. There are items that can only he found 

here .so be sure to save up your .Mystic Jewels for purchase . . Mystic Jewels can 

be obtained by defeating monsters with Judgment Link (p, 12). 

Hint 4: Code Scan Monsters arul Ckract:ers 
Multiple Tunes 
Flowers and weapons only need to be Code Scanned once. Monsters and 

characters, on the other band, can be Code Scanned again after certain 

events to obtain additional information. This will lead to increasing the 

value of the Book of Prophecy so be sure lo Code Scan often. 
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Limited Warranty 
The following warranty and support information applies only to customers in the United States and Canada, and only to original 
consumer purchasers of products covered by this warranty. 

LIMITED WARRANTY 
Marvelous Entertainment USA. Inc., ("MMV") warrants to the original purchaser of the enclosed product (the "Product") that the media 
containing the Product (which includes any replacament media provided under this warranty) will be free from defects in materials 
and workmanship for a period of ninety (90) days from the date of purchase (the "Warranty Period"). MMV's entire liability and your 
exclusive remedy under this limited warranty shall be, at MMV's option, repair or replacamen~ without charge, of the whole or affected 
portion of any Product that proves to be defective in material or workmanship during the Warranty Period. 

EXCLUSIDNS FROM WARRANTY 
This warranty applies only to defects in factory materials and factory workmanship. Any condition causer! by abuse, unreasonable use, 
mistreatment, neglec~ accident, improper operation, destruction or alleration. or repair or maintenanca attempted by anyone other than 
MMV is not a defect covered by this warranty. Parts and materials subject to wear and tear in normal usage are not covered by this 
warranty. 

IMPLIED WARRANTIES AND INCIDENTAL ANO CONSEQUENTIAL DAMAGES 
Under slate or provincial law, you may be enlttled to the benefit of certain implied warranties. ANY APPLICABLE IMPLIED 
WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, WILL CONTINUE IN 
FORCE ONLY DURING THE WARRANTY PERIOD. Some states and provinces do not aHow limitations on how long an implied warranty 
lasts, so the above limitation may not apply to you. 

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

HDW TO OBTAIN WARRANTY SERVH:E 
To obtain warranty service, please send the defective Product, together with a copy of your original sales receipt, your return address, 
name and telephone number, should contact be necessary, and a brief note describing the defect to MMV at the following address: 
Marvelous Entertainment USA. Inc., Customer Warranty, 21515 Hawthorne Blvd .. Suite 200, Torrance, CA 90503. THE DEFECTIVE 
PRODUCT MUST BE POSTMARKED WIIBIN NINETY (90) DAYS FROM ltiE DATf Of PURCHASE. PROOF OF PURCHASE IN ltiE FORM 
OF A DATED RECEIPT MUST BE INCLUDED TO OBTAIN WARRANTY SERVICE. The shipping costs for sending the defective Product to 
MMV is a sole responsibility of the Customer. MMV will not be liable for any damage or loss that occurs during shipping. To minimize 
loss during shipping, you may opt to use a trackable shipping method. 

If vou have warranty questions, you can also contact our Customer Warranty department at (310) 406-3766 during its hours of 
operation, Monday- Friday, 8:00 am- 12:00 pm and 1 :00 pm -5:00 pm, Pacific Standard Time. ore-matt to suppo!t@mmv•us.com 

For information and services, go to www.mmvus.com 
CUSTOMER SUPPORT 
For customer support and technical support questions, please call (310) 406-3766 during the following hours of operation: 
'donday•friday 8:00 am -12:00 pm and 1:00 pm - 5:00 pm, Pacific Standard Time, or .. mail to support@mmv•us.com 
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