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For safe use of this produc t, carefu lly read the fallow ing sectio n of th is rnanual ano " ~ -e 

Pr ecau tion s sect ion of th e ins tr uc t io n manua l sup p l ie d w i t h the PSP han cn e ~ 

ente rta inmen t syst em bef ore use, Retain bot h this software man ual and the inst ruct 
manual far future reference. 

Health precautions 
• Whe n operat ing the un it. play In a we l l-lit roo m and keep a safe dis tanc e fro m t ne 
screen. • Avoid prolo nged use of the system .Take a break of about 15 min utes during 
every hour of play. • Do not use the system when you are tired or short of sleep. • When 
uSIng headphones, do not turn the volume up before puttinq the headphones on. Also. do 
not listen at lo ud vol ume level s fo r ex tended period s of time . Stop using the svsrem 
immediately if vou experience any of the following symptom s. If the cond ition pers ists 
consult a doctor. • Lightheadedness, nausea. or a sensat ion simi lar to motion sickness 
• Discomfort or pain in the eyes. ears, hands, arms, or any other part of the body. 

Use and handling precautions 
• This disc is PSpTM(PlayStation0Portable) format software and is intended fo r use With ,':'"'Ie 
PSP system only. If the drsc IS used wi th othe r devices, damage to the disc or to the de ...1O? 

may result . • This disc is compatible for use With the PSpTMsystem marked w ith FOR SALE 
AND USE IN u .S. ONLY . Depending on the softwa re, a Me mory St ick" Duo or Me mDf" 
Stick™ PRO Duo (both sold separately) may be required. Refer to the softw are manual ' or 
full detaus > 00 not use w hile driving or walking. Do not use in auptanes or medical faci - es 
w here use is prohibited or restncteo. • Set the PSpTM system 's w ireless netwo rk feature ,0 
off whe n using the PSpTM on trains or In other crowded locations. If used near persons vVI " 

pacema kers. the signal from the PSpTM system 's w ireless network feature could inte rfe e 
With the proper operation of the pacemaker. • If paused images are displayed on the screeo 
for an extended period of time, a fain t image may be left pe rmanent ly on t he screen • 
Store the disc in its case when not in use and keep in a place out of the reach of children : 
the disc is left out this may result in warping or other damage to the disc. • Do not leave the 
disc in direct sunlight. near a heat source, in a car or othe r places subject to high heat ana 
humidity. • Do not touch the opening on the rear of the dISC(recording surface of the o.sc 
see drawi ng). Also, do no t allow dust. sand, foreign objects or other types of dirt to get 
the disc. • Do not block the opening w ith paper or tape. Also, do not w rite on the disc. • If ' r _ 

op ning area does get dirty, wipe gently with a soh cloth . • To clean 
e disc. wipe the exterior surface yent ly with a soft cloth . • Do not 

use solvent s such as benzine . cornme rcielfv-eveilable cleaners not 
· tended for CDs, or anti-static spray intended for vinyl LPs as these 

ay damage the disc. • Do not use cracked or deformed discs or 
d iscs that have been repaired with adhesives as these may cause 
cons ole damag e or malfunct ion . • SeEwill not be he ld liab le for 
damage resulting from the misuse of diSCS. 

Ejecting the d isc 

Press th e right side of the disc unti l i t is in the pas '< : ­
shown in the draw ing and then rem ove it. If excess force. .s 
applied this may result in darnaqe to the disc . 

Storing the disc 

Insert the bottom side of the disc and then press on the LoP 

s ide un t i l i t clicks int o p lac e . I f t he disc i s no t s t or ec 
properly, trus may result in damage to the disc. 

..PlayStat ion" and the "P S" Family logo are reg istered trademarks and " PSP" and " UMO" a-e 
trademarks of Sony Computer Entertainment Inc. " Memory Stick Duo and " Memory Suck PRO 
Duo" are trademarks of SonyCorporation 
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GETTING STARTED 

Rightside view 

L:>OXO-D l 'I ~buttons 

; i POWER/HOLD switch 

Front view 

Disc cover DCOUT connecto rs 

rr--Tr-l~ ? ,0 j' ~ 0 ..~, 

~ - - USB- - ::tc h ~

connector 

Set up your PSP' " (PlayStati on"'Portable) syste m according to the inst ructions 
in the manual sup plied with th e system. Turn th e syste m on . The power 
indica tor lights up in gre en and the hom e menu is displayed . Press th e OPEN 
latc h to op en th e disc cover. Insert the MONSTER HUNTER fREEDOMdisc 
with the label facing away from th e system , slide until fully inse rted and close 
the disc cover. From th e PSplMsyste m's hom e menu , se lect th e Game icon 
and th en the UMD icon . A thumbnail for th e softwa re is displ ayed. Select 
th e thumbnail and pr ess th e ~ button of th e PSP' " to sta rt th e software . 
Follow th e on -screen instructions and refer to th is manual for inform at ion 
on using the softwa re . 

Notice: Do not eject 0 UMD'" whife it is playing. .........................:. .
-

MEMORY STICKDUO'" 
Warnlngl Keep Memory Stick Duo media out of reach of small children,
 
as the media could be swallowed by accident.
 

To save gam e sett ings and progress, inse rt a Mem ory Stick Duo into th e 
memory st ick slot of your PSP. You can load saved ga me dat a from th e same 
memory st ick or any Memory Stick Duo conta ining pre viou sly saved g ames . 

WI-F1 (WLANJFEATURES 
Softw are title s th at sup port w l-P! function ality a llow you to commun icate 
with othe r PSP systems, download d ata and compete agai nst oth er players 
via connectio n to a wire less loca l area net wor k (Wl AN). You can adjust the 
network sett ings to a llow connect ion to a wireless local ar ea netw ork (WlA N). 
MONSTER HUNTER fREEDOM suppo rts Ad Hoc mod e only. 

• AD HOCMODE- Ad Hoc mod e is a Wi-Fi feature th at allows two or more 
individual PSP systems to co mmunicat e directly with ea ch other. 

Note: You are responsible for Wi·H fees. 
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STARTING UP 

PSP"" tPJaySlationJ POr1able) syst em co nfigu ration 

flig" l l ~"k" r 

An l\q9 Itit ~ S TART b ~l:IOn 

StTl p hOlder S ~U: CT billion 
l l tl lp ell. er Sound bullon 
HO ME b~rtqn Displey burton 

VILLAGE CONTROLS ................................................................................... .................. ...."
 
Directional buttons	 Cycle through men u opt ion s 

...A;;~i~'g' ~'ti~k" " " " "" " ' " M'~~~' ~h~;~·~t~·; · · ·· · · · · · · · · · ·· " · " · · · · · · · · · · · · · · · · · · " · "· · · . 
· · · siA iiT· b~ii;;~· ·· · · · · ·· · ..· ··i:i p~~ · ;;;~~~ · · · · · · · · · · · · · · · ·	 . 
· · · S·ELECT ·b·~ ti~ ;.; · · · · · · · · · · · · · il~~·~;~~g~· i ;.;;;~ ;.;i~·~;: i i~'';;;' ' ' '' ' ' ' ' ' ' ' ' ' ' ' ' '' ' ' ' ' ' ' ' ' ' ' ' ' ' ' ' '' 

...L'b~ ii ~ ;'; " " "' "''' ''' '''' ' 'ii i;pl~y/iiid~ ' P'I~y~; ' L·i;i···········..············ ··············· 
"'R'b~i'i ~~ ' (h;;id)········..· · ii~·;;; · ···	 . 
· · · X · b~tt~~·· · · · ..· · · · · · · · · · · · ·T~ik · · · · · · · · · · · · · · ·· · · · ·	 . 

Confirm opti on select ion 
· · · o·b~t·i~~···· ·· ·· · · ·· ··· · ·· ··i:·~ ~~~i·~p ii~·~· ~·~ i~~t i·~~ ······· ·· · · · ·· · ·· · ·· · · · · · · ·· ··· · ··· ··· · · 

:::~ : ~~~:~~:~ : : : : : : : : : ~: : : : : : : ~ ::~:~~~ : ~~ :~:i~~~~:~~ ~ ~~:~ : 5i~~~ :~p.~~~~: !~: ~~:~~~~~:~ : : : : : 
QUEST CONTROLS 

Direction al button s	 Switch ca mera view
 
Cycle thr ough menu opt ions
 

...A~'~i~'g' ~'t'i~k" ' " '' ' '' ' ' '' ' '' r:i~~~' ~'h~;~~t~·; · · · · ·· " · · · · · · · · · · " · · · · · · · · · · · " · · · " · · · · · · " · · · · 

:::~iA.~T.~~~~?~ : : : : : : : ::::::::?~~~ :~:~~? :: ::: :: : : : : :: : : : : : : : : : : : : :: : :: : : : : :: : : : :::: : : : ::: : : : : :: 
SELECT button	 Kick 

..T ·b·~ tt~ ~ ..·..·..········..·..M~~~ · ~~;.;.;~~·~ ·b·~hi·~d ·~·h ~;~·~t~~ ..·..·..·..····..·..··....··· 
L button (ho ld)	 Open Item Select window 

· · · R · b~'ii~· · · · ··· ····· ·· ··· ·· ·· ..;; ···············	 .~ · ii~·

R button (ho ld) Special Atta ck (whe n a weap on is dr awn) "
 
R button (ho ld) Block (when standing st ill)
 

· · · x·b~it~~· · · ..· · ·· ·· · · · · · · ·· ·ii;;dg~iSq~~i · ·· · · · · · · · · · ·	 . 
Confirm opt ion selection 

···o ·b~ it~~ · · · ··· ..· · · · · · ·· ·· · ·i~ikii~~·~;ii g~·i~ · · · ·· ·	 . 
Cancel optio n selection 

·· · D · b~tt~~ · · · · · · · · · · ·· · · · · · · · ·U~~· ·i t~~·ip·~t· ~~~y ·d;~:;;~. :;;~~p.~~ . 
· · · 6. · b~·it~·~· · · · · · · · · · · · ·· ·· · · · ·D;~·~ ·~e·~~~· · · · · · · · ·	 . 

Weapon Draw Attack whe n moving (except 

....................................':":'~~.~ . ~.~ ~~.~. ~?~~.~~ ~
 

* When using a melee weapo n, hold th e R button and pre ss both
 
th e t::. and 0 butt ons simulta neously to perform a Specia l Attack.
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GAMEPLAY BASICS 

CREATING YOUR C/-IARACTER 
Select ing New Game fro m the Game Menu (below) begi ns th e character 
crea tion process. Once you complete the process, the game begins with your 
charac te r in his or her house ins ide th e Village . Sta rt off by leaving t he house, 
wa lking a roun d th e Village, and talking to people (p ress the X button) . 

GAMEQUESTS 
In MONSTER HUNTER fREEDOM, th e re is no set way to "beat" th e game .
 
Instead, there are a larg e number of go als called quests. You must complete
 
th e quests to progress throu gh th e ga me . After yo u clear a qu est you can
 
re play it as many tim es as you want.
 

SELECTING QUESTS
 
You can tak e on quests in th e Gathering Hall, wh ere many Hunte rs gather,
 
o r in the Village in Single Play. Once you select a ques t, you set off 

* to sta rt hunt ing. 

START OFF WITH A SIMPLE QUEST
 
When you find the Village Chief (in t he Gathering Hall), try talking to him .
 
You will be able to get vario us qu ests from him . Select a simp le qu est at first
 
to give you rself a chance to learn th e ga mep lay basics .
 

COMPLETE A VARIETY OF QUESTS
 
The re is truly a vast array of qu est s that you can conq ue r. From hunting pesky
 

T 

T 

mon sters har assing th e inhabitants of th e Village, to hunting down valuable
 
items and defending ba ses from at tacks, th ere is plenty to challenge your
 
skills and b rave ry.
 

UNLOCK EVEN MORE QUESTS
 
For each quest you successfully complete, you will receive a reward . There is
 
also the po ssibility th at new qu ests will be waiting for you aft erward, so be
 
sure to che ck back in your Village .
 

GAMEMENU 

From th e Title scre en, press the START ~ ~ u 
bullon to display th e Game Menu. ---_......-.._ -....._­
If a Mem ory Stick Duo co ntai ning NawxpA'n<
 
MONSTERHUNTER fREEDOMsave
 

I • I I 

game data is already inserted
 
in the memory st ick slot, dat a 

• I
 

wili be aut omatically load ed .
 t j~' 1". 

NEW GAME- Create a new
 
character and begin a new game.
 

CONTINUE _ Pick up where yo u left off with a save d game. You mu st have 
a Memory Stick Duo conta ining MONnER HUNTER fREEDOMsave game 
data inserted in the mem ory stick slot in order to conti nue. 

...CALLERY - By fulfilling ce rtain conditions, you can unlo ck var ious spe cial 
movies. Inside the gall ery, highlight an item and press th e X butto n 
to view it. Press th e 0 button to return to th e Game Menu . 

... OPTIONS- Adjust various game option s (seepage 5). 
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OPTIONS 

Press the Directional buttons .6 / '7 to se lect an option and <1/ 1> 
to change its sett ing . 

T SOUND_ To enjoy Dolby'" Pro l ogic® II surro un d soun d, co nnect a Dolby 
Pro l ogic II-compatibl e stereo system (so ld sep arately) to the PSP syste m's 
headphone/microphone jack and the n se lect Dolby I'ro Logic II. 

Warning: Turn off the stereo system before connecting it to ovoid possible ~ 
dama ge. Refer to your stereo system manual for connection instructions. 

T BGM/SE VOLUME - Set th e volume of th e in-ga me mu sic and sound 
effects . (Some mu sic will st ill play even wh en volum e is set to minimum .) 

T	 TARGETING - When using Gunner equipm ent, use the Analog stick to
 
control your aim through th e scope. Your Targeting options are :
 
• Normal: Moves in th e same direction as th e Analog stick. 
• Reverse ,; Moves up/down in t he op pos ite direction of the Analog stick. 

Reverse 2 : Moves up /down or left /right in oppos ite d irectio n of 
the Analog stick. 

.. CAMERA TYPE - Set the camera to move be hind the cha racter or rem ain 
in its pos itio n when you switch to the Gunne r scope . 

T QUICK CONTINUE - Sho rten the load tim e wh en co ntinuing a ga me . 

T DEfAULTSETTINGS- Restor e a ll opt ions to th eir def ault sell ings. 

.. EXIT- Return to th e Gam e Menu . 

SAVEDATA 

This game uses th e follow ing type s of save data . You mu st ha ve a Mem ory 
St ick Duo inse rted in the mem ory stick slot to Save thi s dat a . 

.. GAMEDATA- Conta ins information on your custo mized character, the 
contents of your g allery, etc. The Memory Stick Duo mu st have at least 
550KB of free space to save data, and you must use th e same Mem ory Stick 
Duo ea ch t ime you save you r ga me. You cannot copy saved game data to 
an other Memory Stick Duo. 

Warning: Do not remove the Memory Stick Duo, reset the gam e or power 
down the system while data is being saved or loaded. Doing so ma y corrupt 
the gome data. 

IMPORTANT TIPS 
Game data is managed in a un ique way in MONSTER HUNTER fREEDOM. 
Please leave the Mem ory Stick Duo inse rte d in the memory stick slot at a ll 
time s dur ing play. 

T	 SAVE UI'TO 3 CHARACTERS IN A SAVE GAME fiLE - On e save game file 
can be saved per Mem ory Stick DUO, and eac h file can hold up to t hree 
uniqu e, customized chara cters . Saving more chara cters than thi s re quir es 
an ad diti onal Mem ory St ick Duo. 

T SAVE CHARACTER DATA TO THESAME LOCATION EACH TIME- Once you 
create a charact er and save it to a Memory Stick Duo, it canno t be saved to 
any othe r Memo ry Stick Duo. The Memory Stick Duo used at the tim e you 
crea te your character will ha ve to be the only one used fo r that characte r. 
Cust om characters canno t be co pied to mor e than on e Memory Stick Duo. 

T BEfORE TURNING Off THE GAME- Be sure to t ake a rest in your hou se 
in th e Village. If you don 't , your data may not be saved prop erly. 
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NETWORK PLAY (AD-HOC Mode) 

Use the WlAN connection to go online 
in Ad. Ho c Mode and enter the online Gathering 
Hall. Up to 10 players can be in a single 
Gathering Hall, and up to four players can go 
on a ques t toget her. 

.. All participating players must be set up 
with in a 30·foot radius. 

.. Make sure the WlAN switch is set to On. 

.. Don't turn the WLAN switch Off until you 
exit the Gat hering Hall. 

Note: This does not connect to an external
 
network, so you do not need a wireless LAN
 
access point or Internet service provider.
 

THE VILLAGE 

WLAN 
Switch 

The Village isyour base of operations. Some of its facilitiesare: 

EQUIPMENT & CRAFTING SHOP- Besides purcha sing wea pons and Armor 
here, yo u can also take items acquired from monsters and create new 
items or strengthen your weapons. 

2 ITEM SHOP- This emporium deals in tools, ammunition, items for 
combining, and more. Take care of your hunt ing needs with one stop here. 

3 GATHERING HALL - This is where you sta rt out on a quest. Talking to the 
Chief opens a menu from which you can selec t a ques t to unde rtake. 

4 YOUR HOUSE- This ls you r chara cter 's house, complete with a bed 
and roomy Item Box. (Su page 8 for more information.) 

Oth er point s of inte rest in the Village include: 

• FARM - The farm offers opportunities for fishing and digging up tr easu re. 
This ls enjoyable for Hunters who wo uld rat her take it easy th an head out 
on quests. 

• GATHERING HALL- The Gather ing Hall is home to some inte rest ing sights 
and characters. Here you can also find multiplayer quests to play with 
friend s in ne twork Ad-Hoc Mode ga meplay. 
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• TRAINING SCHOOL- Part -way th rough the game the Training School will 
become accessible. Here you can train agains t monsters and complete 
various quests in a con trolled environment. 

• MOVEMENT POINTS- When you come to a place from which you can 
trave l to anoth er point, the name of that destination appears. Press 
the displayed button to instant ly travel to th at point. ' 

• NON-PLAYER CHARACTERS (NPu) - NPCs can be residents of th e Vinago 
or travelers from afar. When you approa ch them a red markappea rs above 
the ir heads. Press the X button to spea k with them . 

VILLAGE MENU 

Press th e START button in the Village to bring up a specia l Viilage Menu . 
Use the Directional buttons to high ligh t an option and press the X butt on 
to select it. Press the START button aga in to close the menu. • 

• ITEM - View th e items in your possess ion. Press th e SELECT button 
to rearrange the ite m order. (You can't use items from this menu .) 

... COMBINE - Combine multiple ite ms to create new ones. (See page 20 for more 
information.) 

• CHECK MATERIALS - View Monster informalion purchased at th e store 
and succes sful item combination recipes.
 

... CHECK QUEST - View info rmation on your current quest.
 

• PLAYER INFO - View a llst of Hunters currently in th e Gathering Hall. 

• OPTIONSETTINGS - Set online Gathering Room room selection 
to Auto or Manual. (Su page 9 for more information.)
 

... GESTURE - Watch your character perfo rm diffe rent cool animat ions.
 
(Only available in the Gath ering Hall.) 

• GUILD CARD- View and edit your Guiid Card , o r give it to a friend 
in the Gathering Hall. (Seepage 9 tor more information.)
 

., STATUS- View your characte r's status.
 

•	 EQUIPMENT DETAIL - View information abo ut yo ur currently
 
eq uippe d ite ms.
 

• PLAYER LOG- Review your game history, such as visits to the Gathering
 
Hall, etc.
 

• TAKE ITEM - Accep t an item offered by anoth er player in the Gather ing 
Hall. (5n page20 for informationon tradingitems.) 



YOUR HOUSE	 GATHERING HALL
 

YOURBED 
This serves as a place to save your game. Be sure to take a rest before ending 
your game . 

ITEt-l BOX 
Stor e up to 100 item types a nd 100 types of equipment. You can increa se 
th is cap acity as th e game prog resses . Stand in front of the It em Box and press 
the 0 butt on to bring up its menu of optio ns: 

• PUT IN ITEM - Select an item from your Inventory and press th e X b utton 
to store the item inside the Item Box. You can stor e multip le items 
of t he same type in the same slot. This allows you to stock up on impo rtant 
items you use a lot. 

•	 TAKE OUTITEM - Select an item to take out of the Item Box, a spot
 
to p lace it in within your Inventory, and how many of th e item you will
 
move. Press the X button after each se lection .
 

•	 CHANGE EQUIPMENT - Swap out your eq uipm ent to carry diffe re nt ite ms 
int o a quest. Press th e X button after each select ion. 

•	 ARRANGE fTEM - Organi ze the content s of t he Item Box. Select an ite m, 
move the red cursor to th e new spot wher e you wan t to place it, and press 
t he X button. 

•	 SELL fTEM - Se lect item s fro m th e Item Box and sell t hem directly. You can 
view th e selling price befor e making a decision to se ll. 

•	 CAMERA CONTROLS - Whe n th e Ite m Box is ope n, you can use the came ra 
cont rols to view your cha racte r. 

FELYNE KITCHEN 
During the game you will be ab le to hire Felynes to cook for you in your 
kitche n . Once you have one or more Felyne cooks , sit down at your kitc hen 
la ble . One of the Felyne s will co me out to ta ke yo ur o rde r. Select t he 
ing redients you want the Felynes to use to make you r mea l. Then dine on a 
fine meal . Its effects will diffe r depending on t he Ing redients used and the skill 
of the cooks , Certain dishes may increase your atta ck power, grant you special 
new skills, and more. .' 

• GRANNY FELYNE - Talk to Granny Felyne to hi re more Felyne cooks to 
your kitchen. The more you build your characte r up, t he mo re Felynes you 
can hire. After hiring the first re lyne, you'll have to pay a fee to hi re more. 

•	 UNfQUE FELYNES - You can hire a ll sorts of Felynes, each ab le to prepare 
diffe rent specialt y d ishes and more . 

•	 COOKING LEVEL - The Felynes' cooking level will increase as they cook 
and wh en you give them certain ite ms. The higher the ir level, the stronger 
the effec t their cooki ng will have in boos ting your stats. 

• INFOLEVEL - Felynes get their paws on different sorts of informat io n, and 
Felynes with higher info levels can get even juicier information. Be sure to 
check in every once in a wh ile to see if th ere' s anything new going on . 

• SHIFTCHART- Use the Time Schedule to decide when certain Fe lynes
 
work or rest, or even to le t Felynes go . If mu ltiple Felynes are cooki ng at
 
the same time, you have to pay for the food. As a tradeoff, th e effects of
 
th e cooking beco me mo re powerful.
 

•	 FIRING FELYNES - You can have up to S Felyn es on your payroll at one
 
time. After tha t, if you want to hire a new Felyne you ' ll have to fire
 
one of yo ur current cooks.
 

s 

The Hunt ers ' Guild inside the Gath ering Hall is the place to unde rt ake single 
offline and multipla yer online qu est s. When undertak ing an online quest for 
yourself you can rec ruit party members to join you. Or yo u can join existing 
ques t parties by viewing the Quest Board in the Gathering Hall. Up to four 
people can participate in a mult iplayer online quest . 

Note : In the Gathering Hall, pressthe 0 button to sit at the table, then press 
Ihe SELECT button to turn on the Party Camera, which lets you view party ~ 
members at other tables. Press the SHECT button again to turn the camera bff. 

Before entering the Gathering Hall, make sure th e WLAN switch is set to OF! 
(pag< 6) . When entering the Gathe ring Hall, choose whether to play Online 
or Off/ine . If you select th e online Gath e ring Hall and Oplion Setting (in the 
Village Menu , pa9t 1) is set to Auto , you will enter the first availab le room 
on the list. If Manual is set, you can per sonall y select the room you will join. 

GATHERING HALL ACTIVITIES 
•	 MULTIPLAYER QUESTS - Talk to the girl behind the counter, and then 

select from the list of available quests . Cooperate wit h ot her players 
to complete the qu ests . 

•	 TREASURE HUNTERS - Talk to the old man to go on 2.p laye r Treas ure 
Hun te r quests in which you coo pe rate with anoth er player to find rare 
treasures. 

•	 SEND GUILD CARDS - Send your Guild Card (b</aw) to othe r playe rs 
and bu ild yo ur friendsh ip level. 

" TRADE ITEMS- Con tact othe r player s to give and receive Ite ms. 

Note: Only items with a Rarit y Level 0/ 1-3 can be exchanged. Rarity levei 4 
items, weapons , equipment, and money cannot be traded. 

c;vlW CARDS 
Guild Cards a re proof of Hunt er s' exp loits. Besides co ntai ning basic character 
information, Guild Card s kee p t rack of sta ts such as how many ques ts you 
have completed , how much treasure you have found, how man y monste rs you 
have slain , et c. In the Gathering Hall you can also tr ade (give and receive) 
Guild Cards with o the r Hunt e rs as a sign of friend ship . 

• EXMN - Check Guild Card s in your Inventory. You can ho ld multiple Guild 
Cards from other players . 

,.. ED'T - Edit your Guild Card info rmat ion . 

• GfVE- Give your Guild Card to another player . 

RECEIVING A GUILD CARD 
If som eo ne sends you a Guild Card , a window will open (or an icon will 
appea r at the top of the screen ~ you are currently doing something else) . 
Select file to save th e Guild Card to your Inventory. 

Not e: You cannot occept Guild Cards while waiting to go on a quest. 

GUILD CARD SECRETS 
•	 MATERIAL - Your first Guild Card Is paper. During the game you may be 

ab le to upgrade your Guild Ca rd to more exotic materials. 

•	 FRIENOSHIP LEVEL - By comp leti ng quests wit h other players , you' ll 
increase your Friendship l evel. Once you reach a certain leve l, you may 
eve n ge t another reward. .. 

•	 DECORATION Ii TITLES - Win deco rations an d titles by complet ing d ifficult 
quests and being recognized by the Guild and th e public. You can view all 
t he d ecorations an d tit les yo u received from your Guild Card and cha nge 
you r title at any time . Besides completi ng quests, using differen t faci lities 
in the Villag e is also crucia l to winning fa me. 
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QUESTS 

GETTINGINTO A QUEST 
I . GETTHE QUEST 

Read the quest reque sts at the Hunters ' Guild or learn what they are by 
ta lking to the Village Chief in the Gat he ring Hall. (By fulfilling certain 
conditions , you can add to the available quests.) It's good to know the 
followi ng information abo ut eac h quest before choosi ng one : 
• Reward: Mo ney you'll receive for completing the quest . (Certain 

co nditions during a quest may decrease the amo unt.) 

• Contract Fee: Money you must put up to undertake the quest. The fee 
will be refunded when you compl ete the ques t. 

• Time limit: Time allotted for the ques t. You must complete the 
objectives wi thin the tim e limit or the quest fails. 

• Location: Whe re the quest will oc cur. 
• Spec ( and: Certain online ques ts have special con ditio ns. 

Z.SET CONDfTfONS FORJOINING 
Whe n recruiting Hunters to join yo ur quest, yo u're free to set the 
require ment s. You can limit the nu mbe r of party members, and require 
a password to make sure only selec ted hunting pals will join yo u. 

3. WAIT FORVOLUNTEERS 

Afte r yo u pay the co ntract fee, a recruit me nt not ice sco uting fo r vo lunteers 
is posted on the Quest Board. When waiting for volunteers, the le ader 
can't leave the Gathering Hall wit ho ut first cance ling the quest. 

4.SfT OUT 
Once all party memb ers are ready, sta rt your quest by go ing through th e 
do or to the right . You can also set out alo ne before formin g a party. 

JOININGOTHERPlAYERS' QUESTS 
You can also part icipate in quests und ertaken by othe r players. When doing 
this yo u don 't have to pay the con tract fee , and it's a good way to gain 
valua ble e xpe rience before sta rting yo ur ow n quests. 

I. CHECK THE QUEST BOARD 
Press the 0 butto n in front of !he Quest Board to view quests currently 
looking for party members . When you find one that suits you, press 
the X butt on to 'el ect it . 

Z. DECIDE ON A QUEST 
The detail, of the quest will be displayed and you will be asked if you wa nt 
to join . If yo u do, se lect Yel . Once yo u join a quest, yo u cannot return to 
the Tow n Square, so make sure you r pre parations are all in orde r before 
co ming here. 

3.SfT OUT 
When you're set to go, press th e D butt on near th e door to the right 
to ,ignal tha t you' re ready. The quest originato r will start the quest 
when all party memb ers have given th eir "ready" signal, . 
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QUEST SCREEN
 

1 HEALTHGAUGE - Your character', Health . When it reaches zero 
the cha racter loses consciousness. 

2 STAMINA GAUGE - Certa in actions, such a, sprlntinq, dodg ing and some 
specia l attacks, require Stamina. This ga uge dec reases e ach time yo u 
perfo rm one o f these actio ns . Stamina is recovered automatically over 
time, but afte r long period s o f time, the gauge's maximum will de cre ase. 

3 TfME LIMIT - Time remain ing in th e quest , TIme', up when th e white 
hand reac hes the re d hand . You can check the exac t time rem aining 
in the Ques t Menu. 

4 WEAPON STATUS - Appears a, a sword when you're usinq a close-ranqe 
weapon, and as bullets whe n yo u're using a Bowgu n. 

~	 SWORD ICON - Show, the sha rpness of your close-range 
~	 weapon. If you use the wea po n co ntinuously, its edge w ill 

dull, requ iring sharpening with a Whet,t one (page 19). 

~	 BULLfT ICON - Show, the sta tus of your Bowqun's loaded 
l.W.U	 ammunit ion. A light co lor me ans ammo is left: a dark co lor 

yo u are o ut of ammo . Whe n ammo runs out, th e Reload 
prompt appears. 

S CHARACTER NAME & WEAPON ICON - Name' and weapon' of all 
characte rs in yo ur party. 

Cl'TI EYE ICON - If someo ne is spotted by a large monster, 
~ an Eye icon appears next to th at cha racte r's name . 

6 MAP - Shows yo ur location on the fie ld. The arrow (sa me co lor as you r 
weapon icon) shows yo ur current location . If you use th ing s like Paintballs , 
the location o f monsters shows up as we ll. 

7 MONSTER - Many mo nsters regard human, only a, ano the r source 
of food . Running away w hen there is no need to figh t can be a very 
w ise strate gy. 

8 ALLIES - Friend, hunting with you have th eir name , disp layed above 
their he ads. Hel p eac h ot her out and make this a great experience. 
In Sing le Play, you will be out there hunting alone. 

9 ITEM WINDOW - Show, the item current ly 'electe d. 

", 
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QUEST MENU 

Open the Que,t Menu du ring a q uest by pressing th e START butt on . Use 
the Directional button s to high light an option and press the X button 
to make a selection. Press the START butto n again to close the menu. 

...ITEMS- View item s in your possess ion. Here you can use items, throw 
items away, give th em to other party mem bers or se lect the number 
of item' to deliver to the Delivery Box. Press t he SELECT b utt on 
to rearrange the item order. (You can't use items from this menu.) 

... COMBINE- Combine multiple items to make new items. (Seepage 20.) 

...REFERENCE ­ View Monster Info purchased at the store and successful 
item combination recipes. 

... QUEST INFO- View information on your curren t qu est. 

• CHIEF 'S WISDOM ­ Review hint' and advice from th e Village Chief. 

• MAPZOOM ­ Make th e on-screen Map larger o r ' mailer (de fault). 

... GESTURES - Use animations to co mmunicat e and expre ss yo urse lf. You can 
also send o ut a homing signal to fe llow party mem bers that appea rs as a 
beaco n on the Map. 

~ STATUS - View yo ur characters status and equipmen t. 

• EQUIPMENT DETAIL ­ View information about your current ly equipped 
items. 

• OPTIONS- Change various game sett lnqs. 

• ABANDON QUEST- Give up on t he current quest. Your character will 
revert to pre -quest status. 

MORE ABOUT QUESTS 

QUEST TYPES 
Each que st has its own set of g oals. Some goa ls requ ire that yo u eliminate 
ce rtain mon sters, and others ask you to acquire certain Item s. Yo ur st rate gy 
of whe th er to fight or run from battle will de pend on your goal. 

• HUNTING QUESTS ­ Some quests ' end you on a search for t he head 
of a powerful Wyvern . You can't win a face-to -face battl e w ith this 
moun tain of a mo nster, so use yo ur head and use ite ms e ffectively in o rde r 
to co llect the Rew ard Money and Materials. 

• GATHERING QUESTS ­ Infiltrating the Wyvern ', nest and stealing one 
of its e gg s is t he most dangerous Gathering Quest yo u could conjure. 
The objec tive in Gather ing Ouests is to get items and take them back to 
th e Delivery Box at th e Base Camp. 

~ There are mo re types of quest s fo r yo u to find on yo ur ow n. 

UNlOCKING QUESTS 
While there are numerous quests , no t all of them are available from the 
beginning. To unlock them all, yo u have to work your w ay throug h t he m, 
co mple ting ea rlier que sts to unlock mo re. 

SIGNALING YOURAWES 
By opening th e Que't Menu, 'el ecting Gestures and pressing th e 0 butt on, 

.\ 
you can ' end out a ripple-like slqnal on t he Map , Decide what th e slqna l will 
mean before yo u he ad o ut o n a ques t, so you can eas ily co ntact yo ur party 
wit h th e press of a butt on, 
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NATLIRAL RECOVERY AFTER TAKINGDAMAGE 
The red area remaining in yo ur Health Gaug e after you take damage will refill 
gradually ove r time if yo u don't take additional injury. 

ABNORMAL STATUS 
After sustaining certain attacks from monsters, yo ur character may take on 
various abnormal statuses. (It's a good idea to be extra cautious whe n 
fighting mo nsters that use such attacks .) These sta tus effects will wear off 
naturally after a ce rtain amou nt of time. They are: 

~ POISON - Takes away Health, even when yo ur character is re sting . When 
your character ls close to deat h, having even mo re Health depleted by 
poison can be devas tating . 

~	 STUN - Renders yo ur character numb and unable to move . While in it you 
canno t avoid mons te rs' attacks, making this a very dangerous co nditio n. 
Be careful of monsters with Stun ab ility. 

• SLEEP - Put, you into a temporary Sleep sta tus. You wake up if you sustain 
an att ack, but this is still a dangerous fix to be in. 

•	 KNOCK OUT- If you take a number of attac ks in succession, you may be 
knocked out . During th is time , mash th e Analog ' tick and Attack buttons 
to snap yo urself out of it ASAP. 

BASECAMP 

Once a quest begins, you normally find yo urself standing in the Base Camp. 
This is a safe have n whe re you don't have to wo rry about monsters attacking 
as you prepare for your quest. 

SUPPLY BOX &. DELIVERY SOX 
• SUPPLY BOX (blue) - Con tain' item' for your current quest. Press 

the 0 button to view its contents, and take anything you need with you. 

• DELIVERY BOX (red) - In Gathering quests you must bring the requ este d 
items here. Once you have the ite ms, stand in front of the box and press 
the 0 bulton to deposit the item, in the box. 

You can also select Deliver in the Items section of the Quest Menu 
to deci de how many items to delive r. 

RESTINGINH iE SED 
When yo u are injured, yo u can rest in the bed at Base Camp to restore yo ur 
Health. Walk up to the bed and press the 0 button . It' , bett er to retreat 
and rest up th an let yourself fall on the battlefield. 

FISHINGPOINTS 
You can fish at certain points on the Map. You can even fish at the Fi,hl ng 
Point in Base Camp without fear of being attacke d by mo nsters. 
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MOVING AROUND 

Use the Analog stick to move your character around. Moving the Analog stick 
slightly moves yo ur characte r slow ly and silently. Moving it all t he way makes 
your character run. 

• SPRINT- Hold down the R button wh ile movi ng to run faster. Running is 
effective for traveling long distances and for escaping a monster 's clutches, 
but it co nsumes Stam ina . 

• EVASIVE MANEUVERS - Press the X butt on while runni ng to perform 
a forward somersault. Move the Analog stick to roll in any directio n. Whil e 
perfect for dodging a monster's swift attacks, this consumes Stamina. 
• About Stamina : You use up Stamina by sprinting and rolling . If yo ur 

Sta mina gauge ge ts to o low, you will tire. To restore Stamina, refrain 
from sprinting and rolling. 

• Stamina and Eating: Your m ax Sta mina level decreases as tim e goes by 
and yo ur characte r ge ts hung ry. To resto re the level to max imum, ea t 
some mea t. 

• CLIMB WAllS, lUMP DOWN CLIFFS- You can climb up short ledges and 
ta ll, ivy-clad cliffs. Stand next to the ivy and press the 0 bullon to cling 
to it. Use the Analog stick to go up and down . Press the X butt on to drop 
off. To jump down a ledge, keep wa lking toward it. If you sprint toward 
the edge, you can jump and go even further . 

CAMERA ANGLES 
Use the Direct ional buttons to cha nge the came ra ang le du ring play. Using 
the camera effectively and adapting to the goa ls of your que st and th e type 
of monste rs yo u're facing are the keys to succe ss . 
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Press the Directiona l button s <J / [> to move the camera only, witho ut moving 
you r character, and ge t a good view of your surrou ndings . This is effective 
for checki ng out what' s be hind yo u or gelling a goo d look at your 
customize d cha racte r. 

Press the Direct iona l butt ons Do / 'V to cycle th rough four different heigh t 
levels. Try using a low angle when fighting airbo rne monsters and a high 
overhea d ang le when yo u ne ed to see what's on the ground be low you, 
such as w hen laying traps o r sea rching fo r items , 

You can set th e came ra cont rols fro m the Ques t Menu/ Opt ions Menu (page 11): 

...NORMAL - Came ra moves in ta nde m wit h yo ur Dire ctional 
button presses. 

• REVERSE! - Up/Down are reversed. 

• REVERSE2 - Up/Down/left/R ight a re reve rsed . 

USING WEAPONS 

ATTACKING WITf-\ClOSE-RANGE WEAPONS 
Blademasters use close-range weapon s (swords, dual swo rds, g reat sword s, 

hammers, lances, etc.). The basic attack is done with the 1:::.. and/or the 0 button . 
Practice so you can always perform the attack you are aiming for. 

•	 TYPES OFATTACKS & WEAPON CHARACTERISTICS - Different butt ons
 
correspond to different atta cks. Byskillfully linking them tog ether you can
 
perform powerful combo attacks. Each wea pon has its own characteristics, 
so the key to beco ming a weapons master lies in becoming at-one 

with yo ur weapons. 

•	 WEAPON-DRAW ATTACKS - You perform weapo n-draw attacks by pressing 
the t:. butto n while running. The short amount of time before the actual attack 
makes it extremely powerful. This is especiallyuseful when your weapon has 
a long reaction time between attacks. 

• ElEMENTAlATTRIBUTE EFFECTS - Some monsters are vulnerable to attacks of 
e leme ntal attributes, such as fire or water. By choosi ng wea pons with these 
attributes, yo u can move through battle mo re effective ly. Certain weapons can 

even inflict abnorm al status on monst ers. 

• PtlTTINGAWAY YOUR WEAPON - Press the 0 button to put away your 
weapon. Do this to move faster when you want to g et somewhere in a hurry. 

WIELDING CLOSE-RANGE WEAPONS 
To really harness the ability of your weapons and take advantage of them in battle , 
it is crucial that yo u understand the special characteristics of each one . Following is 
an exp lanation of the special secondary uses for close-range weapo ns. 

Use the R button effectively: Pressing the R butto n produces a different 
oction depe nding on the weapo n. It can allow you to put up a steei-wall 
guard or harness boulder-bustinq power. 

... GUARD - This action is performed with a swo rd, gre at swo rd or lance. You can 
gua rd against attacks as long as you hold down the R button . However, this 
doesn't mean that your safety is guaranteed while guarding. 

• GUARD MOVE, GUARD ATTACK - With the sword and lance, you can unleash 
attacks while your shield is up to g uard. With the lance, you can walk around 
while guarding. Master these techniques and you can fight the most powerful 
monsters out there. 

...CHARGE - You cannot g uard with the Hammer. Instead, charge up power 
by holding the R butt on to unleash devastati ng and varied attacks. 

•	 CHARGE MODE- Youcannot guard with Dual Swords. However, you can
 
perform Charge Mode by pressing the R butto n. During Special Mode, your
 
Attack increases, but it consu mes Stamina. You can also use yo ur Special Com bo 

Attack, which yo u cannot use normally. When yo u lose all Stamina or press 
the R butto n aga in, your character will resume normal con dition. 
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'SiiiioRo·l;i·stiiEIo······································· . 
Bomting quick attacks and allowing the wielder nimble mov ement, this 
weap on is well-suited for beginners. By upgrading, you can imbue it with 
special at tributes such as Poison and Stun making this a great weapo n (or 
anyone who wants to support Q party of Hunters. 

BASICS 

Att ack butt ons A = Slice (multlp'le tim es for combo att ack) 
o = Spin-slice 
A + 0 = lumping att ack 
Dod ge/ roll or Jump attack, then A = Upward slash 

··· R · b~·ii~~·· ·· ····· · ·· · · · ·....G~~~d; ·R ·~· L;.· ;; ·G~~;d· ~ii~~k· · · · · · · · · · · · · · · · · · ..·····..... 

:::~ : ~~:~~~:~ : : : : : ::: : :: : ::::::::~p. ~~:.:~~: ~~ :~~~~~!. ~?~( ~~~~i~?~~?:~~~:~ ~~ : :: :: : : ::: 
COMBO ATTACKS 

_ Time it just right an d link mor e atta cks fo r Super Combos! 

i>U·)\L'SiiiiOROS · ·..···..·········· · · · . 
A modi fied sword design that puts a one-banded sward (perfect (or qUick, 
nimb le att acks) in each hand. Though you cannot guard while using the Dual 
Swords, you con give yourself a temporary boost of super.human power and 
strength by using your Stamina to enter Charge Mode. 

BASICS 

..

... ............... ... ... .................................... .............................................
 
Attack butto ns A = Slice (multiple times for combo attack) 

o = Spin-slice 
A + 0 = Jumping attac k 

....................................~?~~ ~!.~? I! .?~ .:~ ~~~~ .~.t.t.~~.~'..t.~~ ~..~..~ . ~p.~~.~~. s!~.~ ~.
 
R button Charge Mode 

: ~:~~:t:~~~:::::: :::::::::::: ::~p. ~~~~~: ~~:~~~~~!.~?I!: ~~~~~~:~?~~?:~~~~~: : : :: : :::: 
COMBO ATTACKS
 

TIme it just righ t and link mo re attacks for Super Combos!
 

GREAT·siNO·RO··········· , . 
In power, the Great Sword for surpasses the Sword. It can hack through 
multiple monsters with side-slices. But its size and weight make it much slower. 
After each attack the wielder is left open momentarily, so wielding one of these 
skillfully requires a great deal o( practice. 

BASICS 

Attac k buttons A = Vertical slice 
o = Side-slice 
A + 0 =Slice up 

· ·· R· b~·ii~·~ ···· ··· ··· · · ·· ··· ·· · ·G ~·~ ~d ..············· . 
· ·· s'ELEa·b~ ii~~ ·· ·· ..· · ··· · ·Ki~k ·· ··· ..················· , . 

: :: ~:~~:~~~~::: : : ::: :: : ::: :: : :: :~p. ~~.:~~: ~~:~~:~~ ~!.~?1!: ~~~~~~: ~?:~~?·~ ii:~~~: :.:: ··::: 
COMBO ATTACKS
 

Time it just righ t an d link more attacks for Super Combos!
 

HA:MMER···········..········· ························· . 
Super heavyweight Hammers boast the highest attack power of close-range 
weapons. Their drawbacks are a narrowattack range and no power to guard. 
Setting out with one of these in hand is high risk; these ore best·suited for 
those who teet a good offense is the best detense. 

BASICS 

Atta ck butto ns A = Vertical swing (up to 3 tim es in a row) 
o = Horizon tal swing 

·· · R ·b~li~·~ · ..··· ···..·· · · · · · · · ·ci;~;g~· ·(~i;~;g i~'ii p~~~;';~'q~ ires ·s i~ ,:;,i~~·i·· · ..···,.. 

::X~~~~~~: : : : : : :: : : : ... ::::::~ p. ~~~~: ~~:~~:~~~~ ~~ I:(~~~ i:~~:~~~~? :~~!:~~~: :::: ::::: 

SPINNIN G ATTACKS
 
Hold down th e R button to cha rge power. Release to unleash one of th ree
 
powerfu l Charge at tacks, depending on how long the attack was charged.
 
By charg ing it up to the max (you will see a Hash) and releasing the R
 
butto n while moving. you can unleash a Spinning atta ck. By'pressing
 
the ~ butto n during the spin, you can perlorm a Finishing att ack
 
corresponding to th e number of spins p-e rformed.
 

LANcE················································· .. 
Made for charging attacks, use the Lance's great penetrating power and reach 
to attack. it's alsoeffective for guarding, and the large shield absorbs massive 
damage from monsters' attacks. You can even move and attack while keeping 
your guard up. 

BASICS 

At tack butto ns A =Med ium thru st (up to 3 tim es In a row) 
o =Upper thru st (up to 3 t imes in a row) 
~ + 0 = Forw ard ram .................................................................. ............... ........................
 

R butt on Guard 
+ A + 0 = Forwa rd ram wh ile gua rding 
+ A or 0 = Forward thrust while guarding 

:::~:~~ii?:~: :: : :: : : : ::: : : : : : : ::~: :4:~~~i!~9: !.~ ;;;i :~: ~(~i;~ !~i ;;;?:~i. : : : : : : : : : : : : : : : : : : : : : 
...~ . ?~.~?'! ~~.~P..~.~ ~.~ .~. ~~ ~.I~l! .~ ~ !~ ~..~ !..~ .~. ~~:p. . ~.~ i.,!.~ . 

RUNNING ATTACKS 
Press th e A + 0 butt ons while sta nding st ill to d raw yo ur Lance and begi n 
a Running attack. This allows y'ou to dive into a pack of mon ster s and scatt er 
them, or string atta cks tog et her for a cha rge agai nst a giant monster. Cancel 
th e attack by pressing the 0 button. Req uires Stam ina to perform. 
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ITEMS
 

BOWGl.i"Iij ···············································	 . 
Gunners can equip ight or Heavy Bowguns. Although the risk in using a 
Bowgun is reJQtivel~ low when 'compared to using a close-range weapon, you 
are left open to attaclc while reloadin9. Ammunition is limited as well, 
requiring wieldersto toke extra care. 

CHANGING AM M UNITION
 

Hold down the t:f>utton to open th e lte Menu whe re yo u can se lect
 
ammunitio n by toggling the t>. and X but tons.
 

SCOPE SCREEN
 

Press the Rbutton with yo ur Bowgun d rawn to access the Scope screen.
 
While in the Scope screen you becom e stationary. and moving th e Analog 
stick moves your sights aro und . For scopes with multip le zoo m levels, press 
the Directional but to ns <J I I> to adju st the zoo m. Press the R button aga in 

~~ .~.~!~ .~ ~.~. ~~.~~~..~~ ~~~.~ : . 
~~.~ ! ? ~ . ~.t.i.c.~.. •. .•.... .. . ... ... ~~j~.s.~ .~ ~~.~~. .. .... .. ........ ... .. .. ..•... ... .... .•. ...•.. ......

: 

There are two types of Bowg uns : the Light Bowgu n and th e Hea vy Bow gun. 

•	 LIGHT BOWGUN- Does not imp ed e movement, making it good fo r
 
moving qu ickly. Fires a variety of am munition wit h support capabilities,
 
but in pure attack powe r is rat her weak.
 

•	 HEAVY BOWGUN- Slows you dow n due to its we ight, but more than 
makes up fo r tha t with its supe rior attack power. However, compared 
to th e light Bowgun, its lineup of support ammunition is rat he r lacking. 

You can acce ssorlze the two types of Bowgu ns wit h the differ en t types 
of ammunition: 

•	 SPECIAL AMMUNITION: ATTACK - By u,ing such amm unition as 
Pen et ralin g Bullets and Spread Shots to damage mons ters directly, 
a Gunn er can take on the role of back-up supp ort for a team . After firing , 
th e Gun ner is left wide open to att ack for a moment, 50 it's good to have 
a te amm ate wit h a close-range weapon watch yo ur back. 

•	 SPECIAL AMMUNITION: SUPPORT - Altho ugh they don 't deal any da mage 
d irect ly, ammunition with such support effects as Stun and Sleep ca n 
ge ne rate the turning poin t in batt le and just may save your skin. 

•	 SPECIAL AMMUNITION: RECOVERY - This ' ped al ammu nitio n allows you 
to restore the Health of yo ur allies by shoo ting them . Having a Gunn er 
wit h Recovery Ammo backing yo u up Is a great boost in confide nce 
for any Hunt er going up aga inst a tough monster. 
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Directional button s 

::~ :~~~~~~::: : : : :::::::: 
R but ton 

:::9.:~~:~~~:~ : : : : : : : : : : : : : : 

<J I I> =Chan ge zoo m leve l (Zoo m Scop es only) 

: : : : ::: : :~~)~~~: : :: :: : ::: : : : : : : : : : :: : : : : ::: : ::: : : : : : : : :: :: : ::::: :: : : : : : : 
Exit Scop e scree n 

: : : : : : : : !.i:~~: : : :: : :: : :: ::::::: : : : : : : : : :::: :: : :: :: : : : : :::::::::::::::::::: 

In your MONSTER HUNTER fREEDOMadventu res you will encounter a vast 
array of items . Use th em effectively to make your battles with the fierce 
mons ter s of th is world that much ea sier. 

...To select an item from Inventory, ho ld the L button and use the 0 and 0 
buttons to cycle th rough the items. When you reach the item you want, 
releas e th e L butt on to close the window and th en press the 0 button. 

...To select ammunit ion (Gunner, Ammo window only), hold th e L button 
and use the t>. and X buttons to cycle th rough th e available amm unilion 
types . Release the L button whe n yo u reach th e amm unition yo u wa nt. 

HUNTINGFOR ITEMS 
When you come up on places you suspec t may contain items, press the 0 
button to insp ect the area . If you happe n to find an item , keep invest igating 
there as yo u can often find mult iple item s in the same locat ion. You can also 
retrieve item s fro m fallen mons ters. 

• RECOVERY ITEM - You can restore part of your d ep let ed Health by using 
item s such as Herbs. Of course it takes a moment to use these ite ms, 50 if 
you a re in t he midd le of a heat ed ba ttle. you may wan t to fall back to 
some place safe before he aling yourse lf. 

...	 COOKED MEAT- Your Sta mina ga ug e slowly decreases over time. In order 
to raise th e max level back up, use Meat ite ms such as Well·Done Steak 
and Rare Ste ak. Just be care ful, bec ause if yo u eat a piece of Burnt Mea t 
that yo u coo ked too long on the BBQ Spit. it will have the opposite effect. 

• BBQ SPIT- To make the Raw Meat you procure ed ible, yo u will have
 
to use th e BBQ Spit. You can te ll when the Meat is done when its color
 
chang es; press th e X but to n to take it off th e fire . The music playing
 
in the background he lps yo u out.
 

•	 EDIBLE ITEMS- Items with teeth marks around the ir icons are edible. 
The se are mainly Cooked Meat and certai n plant s. Some Meat ite ms and 
thing s like Mushrooms d o not have teeth marks. so DONT EATTHEM. 

ITEMTYPES 
Some item s co me in hand y during ba tt les, and some are useful for findi ng 
items . Below are just a few exam ples: 

• PITFALL TRAP- Once set on th e ground , this specia l Tra p expa nd' and 
creates a large pit in th e g round . These are for large mon sters only, as 
sma ller mon st ers do not have enoug h weight to set them off. By using 
th em effect ively and luring a mon ster into one, you can trap it for a shor t 
while and attack it withou t fea r of being hit back . 

• PICKAXE lor BUGNEr - Use the Pickaxe to mine or e from cliffs and caves . 
The vario us ores are essential to creating and strengthening wea pons. 
With the Bugn et, you can catch various type s of bugs in p laces like shrubs 
with circling lightning bug s. Bugs co me in hand y for combi ning ite ms . 
Both th e Pickaxe and Bugn et can be purcha sed in the Villages and carr ied 
on quests. 

•	 WHETSTONE - A' you use melee weapons, the blades gra dually get d ull. 
Use Whe tsto ne s to res tor e th e sharp edge to the se we apons. Plan yo ur 
shar pening activity befo rehan d, because it takes time. You do n't wa nt to 
find yours elf wit h a du ll weapo n in the heat of battle. 
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EQUIPMENT DETAILS
 

GIVING/RECEIVING ITEMS 
You can trad e item s among your party members. For example, you can take 
some Recovery item s if your supply runs low, or divide ite ms amo ng diHerent 
people to carry. 

Select the item yo u want to give from the Item s optio n of the Quest Menu, 
and then se lect Give. Select the person you want to give the item to, and 
yo u're done. (Be sure to press the 0 button after each selection.) The color 
of the glow ing ligh t corresponds to the weapon icon color of the person who 
is to receive the item. 

Note: Items with RarityLevels of 4 or higher cannot be traded. 

TRACKING ITEMS 
Among the larger monster s are great be asts that can sail the skies at ease , 
goin g anyw he re o n th e Map. The fo llowing ite ms can help you track these 
monsters. Be careful: using items incorrectly could quickly turn the situation 

- into a matter of life and death! 

• LURE THEM IN WITH RAW MEAT- "Using" Raw Meat places it on the 
ground. This is useful for luring a large mon ste r into yo ur Trap. You can 
also put thing s like Poison into the Meat by com bining ite ms. 

• TRACK THEM WITH PAINT- Hit a mo nster with a Paintba ll so you can 
track its movements, as its location then shows up on the Map. 
The location is blue in norma l situations, and turns red when the monster 
is attacking. 

• GETTING A MONSTER 'S ATTENTION - Play Flutes to att ract the attention 
of large monsters to assist a friend who is under atta ck or just lure 
mon sters to a certain area. Watch out - yo u become the ne xt target! 

SORTINGITEMS 
Press th e SELECT button to sort ite ms in th e Items Menu (fro m th e Quest 
Men u) and th e Item Box. 

COMBININGITEMS 
By combining seve ral item s, yo u can create eve n mo re useful ite ms. If you 
have item s that you have no idea hew -to use, you could p robab ly combine 
them with so meth ing else to make something unexpectedly amazing. 

Ope n th e Ques t Menu and select Combine. Then se lect two item s to try 
combining them into so mething new. For examp le: 

• Her b + Blue Mush room = Potio n
 

.,. Raw Meat + Toad stool e Poisoned Meat
 

Note : Certain items cannot be combined. 

When combining items , yo u'll find that unusual items are more difficult 
to combine successf ully. View succes sfully co mbine d items from the Comb li st 
in the Reference section of the Quest Menu. 

FISI-iING 
Try your hand t fishing in the rivers and springs across the Map . You may be 
abl e to combi e some of th e fish you catch with other items. Who knows , 
you just may discove r so mething totally un expected ! 

l ure item s such as FIshing Worms are normally marked with an X, Indicating 
that yo u can't use them. But when you reach Fishing Points, you can then use 
these ite ms to go fishing. Pres s the 0 butto n to use a lure ite m and e nte r 
Fishing Mod e. Watc h your Lure carefu lly and press th e X button when it 
sinks, Did you catch a fish? 
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ClOSE· RANGE WEAPONS 
.. ATTACK - This den ote s the weapon's power . The high er the value,
 

the more damage each attac k inflicts on each monster. Some wea pons
 
eve n give yo u a bonu s of added defens ive power .
 

• SHARPNESS - Weap on sharpness is displayed in g raphs . The colors den ote 
the levels of sharpne ss in the wea pon. 

Forexa mple, a long er gree n "hig h sharpnes s" portion means that eve n 
afte r repe ated use, the wea pon w ill retain its high degree of sharpness. 
When the sharpness decreases, so does the attack powe r. If a weap on 
with extreme ly high attack pow e r loses its edge after o nly a few attacks, 
you cannot count o n it to perform for an ex tende d period of time. 

A black porti on in th e bar means tha t th e weapon can be upgraded 
at th e Equipment and Craftin g Shop, and could end up with a very high 
shar pne ss gra ph. 

• ELEMENTAL ATTRIBUTES - This is th e e lementa l attribute of the wea pon, 
eith er one of the basic fou r att ributes ( fire, Wat er, Thunder or Dragon ) 
or attributes such as Poison or Sleep that can cause their effec ts in the 
monster. Some mon sters have specific wea knesses against these attributes, 
and some eve n have tolerances fo r the m. 

• RARITY LEVEL - Shown as a ratin g of 1-7. The high er th e number, 
the harder to find and more valuable the item is. 

SOWc;vNS 
• ATTACK - Just like the close-range weapon s, thi s repr esents th e weapon's 

power. Certain Bowgun s have defen se bonu ses. 

•	 RELOAD - This is th e amount of tim e required to reload the Bowgun.
 
While reloading, you will be unable to do anyth ing else and left totall y
 
vulnerable. The time required to load the weapo n takes into consideration 
th e effects of the reload speed o f th e bullets the mselves. 

• RECOIL - Amou nt of kick eac h shot has. The lower th is level is, the faste r 
yo u can fire multiple shots in rapid success ion. 

• MOD LEVEL - Shows to what level the current ly eq uipp ed bowgu n has
 
been st rengthened, or upgrad ed . You can up grade your bo wg un
 
at th e Equipmen t iii Craft ing Shop or at th e Armory.
 

•	 SCOPE TYPES - Certain models fea tur e a zoo m which can be used on th e 
Scope screen. This displays th e typ e of scope of the curr en t Bowgun . 

• BARREL TYPES - Displays current modification sta tus of the gu n ba rre l: 
either long barrel or silence r. 
• Long Bo"el - By chang ing out yo ur barrel fo r a long er one, yo u can 

increase the initial spee d and the accuracy of the bullets fired . 
• Silencer - It is possible to add a silencer to you r Bowgun to enable silent 

firing . This will help kee p th e mon ste rs fro m comi ng after you. 

• COMPATIBLE AMMUNITION- This is a list of the types of ammu nition 
the current Bowgun is capab le of firing. Make sure the ammo yo u want 
to use is on this list before yo u go into battle. 

• RARITY LEVEL - Show n as a rat ing of 1-7. The higher th e number, 
the harder to find and more valuable the item is. 

.. AMMUNITION - Ammunition comes in various types with various
 
functio ns. A Bowgun 's ele mental att ributes are de te rmined by the
 
ammunition , and the amount yo u can carry, as we ll as the trajecto ry
 
and spe ed of th e bullets. can differ great ly. Try out differ ent kind s 
and see what wo rks be st for yo u. 
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AR/'.-10R 
Armo r {an be appli ed to five differ ent pa rts of th e body: head , tor so, arm s, 
wa ist and legs. You a re free to mix and match Armo r any way you like to 
custo mize your Hunt er. Just remember that cer ta in item s are for Blade maste rs 
or Gunners only, or for male or female Hunters only . 

•	 DEFENSE - The defensive level of th e Armor. The sum of th e defe nse of all 
eq uipped Armo r is th e characte r's to tal defense . 

...RESISTANCE - Resistance of th e Armo r to cer tai n eleme nta l attacks. This 
can prove just as useful as - or eve n more useful th an - the defen se . 

• RARITY LEVEL - The item 's value on a sca le of 1-7. 
• CLOTHES MAKE THE HUNTER - Outfitting yourse lf in th e ga rb of your 

profession will put you in th e proper frame of mind for the monster ­
hunting wo rk ahead. 

SKILLS 
.. Variou s pieces of Armo r have un iq ue latent abil itie s. Wh en th ey are paired 

with oth e r spe cific pieces of Armor, th eir abilities, repr esented by "points" 
in t he ga me , a re bro ugh t to life. 

ADDING UP POINTS 

Each piece of Armo r ha s points or d ifferen t kinds of skills, which add up to 
de termin e wha t skills are availabl e. View point fro m th e Statu s screen, 

SKILL EXAMPLES 
Points can add up to positive or neg at ive numbers. Here are a few examples 
of skills in th e Stun cate gory: 

• 10 Stun poInts or higher =Stun Halved (Stun time cut in half) 

• 15 Stun point> or higher = Stun Neg ated (Immune to Stun status) 

• -10 Stun points or lower =Doubl e Stun (Stun t ime Is doubl ed ) 
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KEYS TO BATTLE
 

UNDERSTAND TIiE /'.-10 NSTERS' FIELD OF VISION 
Mon ster s kee p t rack of you through vision. Under standing wh ere th eir field of 
vision lies and taking advantage of th ei r blind spo ts will help you stay a live 
and tak e hom e th e victory. 

~~~u~~	 ~ 

By moving while crou chin g down or tipt oeing, yo u decrea se your chances of 
being spo tted by th e monsters . Hidin g beh ind objects can a lso be a useful 
t act ic. 

MONITOR TIiE MONSTERS' FIELD OF VISION 
While a mon ster is dr inking water or fea st ing on so me Meat, its attention is 
focu sed on th e t ask at hand . Take advantage of t he situatio n, whe n there is 
less chance you will be spott ed. 

TAKE ADVANTAGE OF TIiEIR HABITS 
Each type of mon ster has its own set of habi ts and pa tt erns , Learn ing to ta ke 
ad vantage of th ese will help you cut d own on the danger involved in hunting 
the m, kee p yo u alive long er in the jun gle and revea l the hest places to lay 
t raps. 

LAY TRAPSWISELY 
One useful strateg y is sett ing up Meat on a Pitfall trap to lure a monster in 
and trap it long en ough for you and your fellow Hunt ers to atta ck it. 
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