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\ING ING YOUR PlayStation® GAME CONSOLE i
A very small percentag. iduals may experience epileptic seizures When'exposed 1o i-"in light
patterns or flashing lights. '- posure to certain patterns or backgrounds on a television screen or while
playing video games, if :-,-.- ing games played on the PlayStation game consola rnay induce an epileptic
seizure in these individuals. Certain conditions may induce previously undetected epileptic symptoms
even in persons who have no history of prior seizures or epilepsy. If you, or anyone in your family, has
an epileptic condition, consult your physician prior to playing. If you experience any of the following
symptoms while playing a video game — dizziness, altered vision, eye or muscle twitches, loss of
awareness, disorientation, any involuntary movement, or convulsions — IMMEDIATELY discontinue use
and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation"game console to a projection TV without first consulting the user
manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your
TV screen.

HANDLING YOUR PlayStation® DISC:

* This compact disc is intended for use only with the PIayStatmn game console.

* Do not bend it, crush it or submerge it in liquids

* Do not leave it in direct sunlight or near a radiator or other source of heat.

* Be sure to take an occasional rest break during extended play.

* Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case
when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to
outer edge. Never use solvents or abrasive cleaners.




Thank you for purchasing Atlus’ game “Kartia”, Before you start the game please go through the
manual. Replacement manuals are available for $5.00. Contact Atlus customer service..
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Top View
1
A
OPEN BUTTON
RESET BUTTON [_ |
POWER INDICATOR DISC COVER
FOWER BUTTON
CONTROLLER PORT =
| MEMORY CARD SLOT 1
_ ) ke MEMORY CARD SLOT 2
Front View

CONTROLLER PORT 1 l
CONTROLLER PORT 2

Set up your PlayStation game console according to the instructions in
its Instruction Manual. Make sure the PlayStation game console’s
power 18 off before inserting or removing a compact disc. Insert the
Kartia disc and close the disc cover. Insert a game controller and turn
the PlayStation game console ON. The opening story will start, and

~ then the Title/Game Start Menu will appear. Press the “Start” Button to
~ begin play. Follow the on-screen instructions to start a game.
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Menu 1n Battle Mode




PROLOGUL

The card which can
create angthing.

F’coplc have lived with
the power of Kartia
since the bcginning of
time.

The divine letters
rclcasc thc power oF
Kartia...

Kartia fire illuminates

the clar‘(,

Kartia winds flow
through the Sea,

Kartia earth laid over

a bed of seeds,

Kartia water nurtured
the Plants...

Thus peo le called
this world Rebus.

It was the world of
Kartia civilization...

For thousands of
Eears, this world never
new of war.
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It was a world of
Pcajcc. and sccurity.-,.

But those beautiful
clags bcgan

to corrupt the
PcoP|c...

...and

Chaos crcPt into this
world.

When Pcoplc took the
power of Kartia for
grantcd,

The destruction of
Rebus bcgan.

This is the story of
two individuals, who
lived in this chaotic
era...

Toxa, the free kn}ght.
Nothing kcpt him from
Pursuing his dreams.

Lacryma, the Shrine
Warrior. Her father
was a hero. She led a

life bound bg law.

Whoever haPPcns to
witness this cPic:
drama will cxPcricncc
all thcjogs and
sorrows that affect
their lives..:




CHRRACTER PROFILES-END-REFERENCE

TOXA CLASSICO

A gifted young knight who fights for JUSUCE__“! 17

Sex male

Age: 18 years old ‘z% — g. '
Place of birth: Idorus - R
Occupation: Knight /“

Born as a merchant’s son. But rather — / »
than taking his father’s job, he wanted to* “A
live the life of a hero and decided to become
a knight. Toxa was a natural swordsman. He
was anointed as a knight at the age of 18.

He 1s master-less and 1s now living at Count
Shinon’s estate, a distant relative.

\
His recklessness comes from his youth. His H‘
youthful arrogance comes from a privileged ©
life with little difficulties. ;



A girl of destiny. Even though her life turned
into turmoil, she has a tender and warm
heart.

Sex: female

Age: 16 years old

Place of birth: Unknown

Occupation: Druid

Toxa rescued her from a group of thieves.

A very modest and trusting girl.
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 The daughter of Count Shinon.
Sex: female
Age: 17 years old
Place of birth: Idorus
Occupation: Daughter of the Count

The 4th daughter of Count Shinon.
Although she has never been
outside the estate, her father taught her
swordsmanship and how to use the power of
Kartia.

She 1s frustrated about her life. Somebody 1s
always telling her what to do. She doesn’t even
have the choice of who she will marry. She is
secretly seeking an opportunity to run away
from her house.




¥ L R o ——

- = Pl el | B

A warrior of God who conceals his
compassionate heart under his cool
exterior.

Sex: male

Age: 20 years old

Place of birth: Cross Land
Occupation: Shrine Warrior

He has the ability to calmly decide
what to do 1n a tense situation. He 1s a
natural swordsman and 1s very skillful
with Kartia. It 1s natural that people trust
him.

However, as a Shrine Warrior he 1s

forbidden to create Phantoms. He also works
as a member of Vigilance.

o ,‘
"
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A lonely warrior who seeks love. Her
destiny 1s working against her.

Sex: female

Age: 19 years old

Place of birth: Idorus

Occupation: Swordsman

She was once a part of the group who
kidnapped Mona.

Her childhood experience has left her
traumatized. She trusts no one.

17




LACRYMA CHRISTI

A guardian of the law. A girl whoiscalleda — ~~_

F::gt but carries a heavy burden due to her { < ,E.; 3 \‘
2 o Q
Sex: female ¢ “ >

Age: 18 years old
Place of birth: Cross Land
Occupation: Shrine Warrior

The daughter of a hero, Kainas. She was #7558,
orphaned at an early age. She followed Agfs =

in her father’s footsteps and became \
a Shrine Warrior.

The pressure of being a
hero’s daughter has driven
her to achieve

power of the law.

After the death of her parents, her father’s

friend raised her. He is probably the only

one who 1s concerned about her way of life.
12



A young swordsman who ls about to learn thei;-,

reality of the world.

Sex: male

Age: 18 years old h
Place of birth: Vesta %
Occupation: A trainee knight '

He came to Vigilance to be anointed as a % ,' o\
knight. NI
| -

A young man who hates hypocrisy and seeks
justice. He 1s often too serious and lacks a
sense of humor.

Great with a sword but not so with Kartia.

i3




An innocent spiritual medium who seeks to
have a strong soul.

Sex: female 3
Age: 16 years old {;
Place of birth: Cross Land %

Occupation: Medium

Her skill with a sword 1s minimal and she can / e

barely fight 1n a battle..
It is her goal to become stronger. Because

Posha is not strong as a fighter, her talents are
more valued as a healer.

14




A self proclaimed genius with a cynical
personality.

Sex: male

Age: 18 years old

Place of birth: Cross Land
Occupation: Encrypter

Talented 1n the use of Kartia. By nature he is a
good person but his sarcastic attitude causes
people to... dislike him.. ‘
He 1s part of Vigilance and has a good track /
record. He 15 on hls way to obtammg an unlimited
license in the use of Kartia.

5



A dancer

Sex: female

Age: 18 years old
Place of birth: Sarandra
Occupation: Dancer

a member of Vlﬂllance
Her swordsmanship is as
elegant as her dancing. She plays a

vital role 1n Vigilance.

A cheerful, fun and attractive girl.
She’s loved by all.
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ENCRYPTER SCH

This is an educational institution which engages in the research of
Kartia. The Kartia’s power is limifless. Therefore, there is a license
system for using Kartia. Kartia g¢h@lars are strictly under the

0
provision of this legal system. i ing on the license they have,
are restricted. The Encrypter

their practice territory and 15’ fl i.
School regards Kartia a mere oi research. Whereas
T its use should be strictly
'li

Pentagram sees it as God’s gilf
& pol and Pentagram is not

regulated. Antagonism betwe -:’ he !
. However, the production

obvious but then it is not a se f: [

of Kartia is only allowed withi wnhe Fentagram. Therefore, the
Encrypter School are forced i ;‘?u_g__, aperative with Pentagram.
This smmpon divided the pegpl , . ‘T ncrypter Schools; ()ne

- group are the extremists who@re teyalg to pursue the freg om of
- research. The moderates do ¥ ‘f‘f.-,t'f&f'. [l;‘ l0late the law om thy
j_.ll }ﬂ

researgh of Kartia. An Encrgipters aseholar of Kartia, lS
| £ .consi :; ( to bea elite in i:- ‘-’*'-,'.:"1_,.’1_,._;,_ ally, if el st h
' achieved the h lass of} cense. ‘311
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then the
image will turn into a physical object. This is the power of K ti,a'.
In Rebus, people create everything from Kartia: armor, medicine,
food, and goods for entertainment, etc. The ability of Kartia i§
limitless. It can even create more complicated objects by T
combining certain letters. Although the more complicated the
words become the more difficult it is to visualize the
image in the mind of the user. It requires a higher ": '
degree of technique and concentration to be able tﬁi.g
imagine a complex concept in the mind, '

The card itself is produced in Pentagram. Then the
Encrypter will put the words or letters on it. This is
how Kartia is made. There are three different
materials to make Kartia. The material will change
the effects of the card tremendously. The cheapest
Kartia is made from Silk. It can only create basic
and simple concepts.
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Mithril Kartia is relatively expensive but more commonly used by
~ professionals. The most expensive and rarest material is the World
Tree. Since the World Tree Kartia is very powerful, many people
want to get the World Tree. Recently Pentagram has set up a
system to share the World Tree nursery for an extremely high
price.

The letters used on the Kartia is called TEXT. These
_are not ordinary letters used in Rebus. TEXT is
usually found in ancient ruins or buried beneath
the ground. There are a lot of sites in the world.
That is because whoever finds text is promised to
" be a millionaire. Sometimes ORIGINALS are also

found as well as TEXT in these sites. The legend
~wsays this so-called Original Kartia is made by God.
. The power of an Original Kartia is so strong that it
. can even create magic that can destroy Rebus.




. _
The art of war in Rebus has been changiné recently. There are less
swords and arrows on the battle field. Phantoms are the main
weapon. The user has to imagine the exact image of the Phantom
written down on the Kartia, in order to create one. It is said that
Phantoms, actually existed in ancient times, the era when the
world was called Eden.

Phantoms can be categorized into three different types. Thus, one
person can organize and control a group of Phantoms. The battle
can be fought by a single person with a dozen Phantoms.

Common, Doll and Shadow are the three different classes of
Phantoms. Common is closer to human. It has intelligence and has
a high hit ratio. It is especially strong against Doll type. However,
Common can be intimidated. Thus, Shadow can beat Common.




Doll is literally a puppet type Phantom. Compared to the other
Phantoms, its movement is jerky. However, it is strong against
fighting Shadow. Although, it is weak against the intelligent
Common type.

Shadow is like a spirit with a shape. Compared to the other
Phantoms, it has an eerie appearance that can intimidate enemies.
It is a natural enemy to the Common type. However, Shadow is
weak in defending against physical attacks, therefore, a Doll can
easily beat them.




“HOW TO BEGIN THE GAME

BEGINNING A NEW GAME

When youn begin a game, select
“Start” and press the &3 button,
The game will ask you which

matin character you want to play.
The characters are Toxa (hero) or ' -
Lacryma (heroine). Select either
one-and press the %9 button. Each
character has a different story.

CONTINUING A GAME
When you want to continue a
game from the last game you
saved, select “Continue’” and press
the &9 button. Then choose the @
memory card and press the @
button.

The screen will display the data
on.the memory card. Select the
data you want to load and press

the &9 button. This will load the § ==
~ data-and you can continue your = .y

BETRS Y o et
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same. You can also load data during game play.

VS |
You can bring in other saved data or play a
“match with the automatically created character.
Select VS and press the €9 button. See page 57
for detatls. - |

- TRAINING
- Thisis a tra.mmg mode to get used to game play.
Select “Training” and press the %9 button. See

page 29 for de_talls "

You can see the events that have happened In the past. Chooqe the
event yQu want to view and press the &3 button.

SI'EREO . ,
By pressing the &9 button, you can switch the sound.from Stereo to
Mono. «(If you use stereo headphones you can enjoy surround sound

i battle)

TRADE f

This is a mode which allows you to exchange'rare items that you
cannot create by using Kartia. Select “Trade” and press the %9 button.
See page 61 for details.

20
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SAVING THE DATA

~ You can save the game before any battle

_ during a battle or at the end of each
chapter.

When you select “Save you will be
prompted to select a memory card.
Select the slot with a8 memory card and |
press the &3 button. One memory card
can save up to 7 files.

(One file uses 2 blocks) -

Next, choose the file and press the @
button. When you choose a file with
data, the game willask you if you want:

. to overwrite the data. If overwrltmg the

- data is acceptable, select “Yes” dﬂd press
 button. Wi Elags

GAME OVER

Whenever one of your human characters &>
die in battle, the game will énd. Always & ()
pay close attention to the HP of your
human characters.

-
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“ SAVE This wﬂl save your -current --
game. See SAVING TH DATA on

GHME FLD\X/

(A CHAPTER)
Once a chapter is over, you Wlll see the screen

shown below.
On this screen, you can save/load data or g0 to the

Arend

o TO'IHENEXI'CHAPTER Thl.‘s

will bring you o the next chapter;

page 27 to find out how to save your
game. *

® LOAD: This will load your saved

data. See CONTINUING A GAME
on page 25 to find out how to centinue your g ﬂamu

® ARCHIVES' You can see the events that have hap ened in the past.

button.

Choose which event you warnt to see and press the
® ARENA. This will brmg you to the arena. See page 55 for details.

a8



‘ T RHINING

[

1In this mode, you can learn the bamc
commands of the game. It would be ~—
helpful to go through this training mode
before starting the game. Selectthe .
training you want to go through and
press the bulton

'I'RAINING LISI'

| MOVE. Tram how to move your characters
_DIRECT ATI'ACK. Tram how (0 attack anelghbon ng enemy
lNDlRECT ATTACK: Tram how {0 attack the eneny from a distance.

COMPATIBILITY To leaim the compatibility of Phantoms,

WEAPON AND GEAR. To leam the characteristics of weapons and
armor. . .

-MAGIC A'ITACIGT@ learn how to use Kama t;" attack the c_liémy.




ALTERING TERRAIN: To learn how to change the terrain type by using
Kartia.

PHANTOM CREATION: Learn how: to create Phantoms by using
Kartia.

WEAPON CREATION: Learn how to create weapons by using Kartia.

EQUIPMENT: Learn how (o equip weapons and armor on your
characters. \

TREASURE BOX: Learn how to open treasure boxes:



RF\R IQ SYSTEM

| Kama is a card-made from Silk, Mithril or the World Tree: ‘By putting text
on the card, you can create magic, weapons, armor, and Phantoms. Kam_a
made from different materials and different comhmatlons of text will -+~
produee dlfferent effects i

| E. &
‘_ =

OBTAININC KARTIA ' gy
To use Kartia effectively, you need to collect “Plain Kartia” (a card =
without text), “Letter Text” (Letters to put on the Kartia), and “Grammar
Text”” (To find out what combination oiP letters you can use). These
elements can be obtamed by killing certain enemies or from opening
treasure boxes. ., © & | .

= i}

- = .

PLAINKAmA i 2 -

This is a blank card without any text written on'it. The card'is made from
Silk- (Common material), Mithril (Better material), or-the World Tree (Rare
material). You can obtain the power of Kartia by putlmg letters on the
Kartia. However, not all letters can be . |
written down on any Karfid. Different S e
restrictions and rules apply to the PPENE | BS Bnd
different materials of artl.a. & R

LETTER TEXT
. This is a book or a part of a book with -
~letters. It also has the explanation of the
_letters. You can only ap%ly the letters to
- Kartia which are in the 3/
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- 'GRANMAR'I'EXI'

_you want to maximize the potential

- combinations.

f
> |

You can‘randomly combine the letters to
obtain different effects of Kartia. But if

power of Kartia, you need to learn
particular combinations, Grammar Text'is
a book thatecan teach you special  +*

(NOTE: There are other combinations -
which are not in any Grammar Text Book. Play around with the letters and
- find your-own special combinations)

USING PLAIN KARTIA -

Once you use a Kartia, 1t wnll d:sappear It is better to save extra Kama m
stock. -

MAIN-KARTIA AND SUBKARTIA = ,
Some Kartia need more than one to activate its power. This depends on
what letter you wrote on the Kartia. B'ecziuSe some letters need other letters

“to make it into a word. For exaraple, “ =  has the meaning of the noun

“sword”. This single letter t;)rmbf.)llzes a Lom,rete object. So the letter with

the Kartia can immediately be used. But a letter like © “=™ means “strong™.

It has the function of an adjective. The word itself does fnot represent a
solid object or action, The Kartia you can use singularly is called “Main
Kartia™. The latter type of Kartia is called “*Sub-Kartia™.

. W
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RESI'R]CTIONS

* Only Human characters can use Kartia. Phantoms cannot use Kartia.

* Kartia with the same letter can only be used one at a time. '

* You can use up to 5 Kartia at once (including Main Kartia). However,
you don’t own 5 Kartia in the beginning of the game. You can collect the
Kartia as you go through the game.

* The number of Kartia you need to create magic or Phantoms differs
depending on the character. The number of Kartia needed to create a .
wfeapon 1s equivalent to the maximum number of Kartia the user is capable
of using.

HOW TO USE KAB’I'IA

There are three ways to use Kartia: ‘Weapon Creduon “Phantom
Creation”, or *Magic”. Select one from the three on the list. Then select
 the Grammar and select “Ok”. If you sélect “Mix™, you ¢an combine the
letters. You can cancel the qelecuon by pressmg the button. 8 ce you
have finished combining the letters, select “Ok™ and press the %9 button.
(NOTE: You cannot cancel the Mam Kartia on the Mix Screen. If there is
stll room to input letters in the window, you can move the cursor to “Ok”
and press the %9 button. ) , . -

MAIN KARTIA
There are several kinds of Mam Kartia:

QWEAPON Main Kartia used to create weapons.
-Sword class - (Sword) (Katana)

Spear class - (Spear) (Rod)

. Axe class - (Axe) (Hammer)

33



QMAGIC. Main Kartla used 1o launch magle
. ire class - (Fire) (Flame) -
t Water class - (Ice) (Water)
-+ Wind class - (Thunder) (Wind)
“Earth class < (Rock) (Quake)
Medicine class - (Medicine)

| IIGEAR Main Kartia tsed to create pmtectwe gear.
elmet class - (Helmet) (Cap) -

Armor class - (Armor) (Robe)
Leg class - (Boots) (Shoes)

4) PHANTOM: Main Kartia used to create Phantoms
ommon class - (Body)

Doll class - (Metal)

‘Shadow class - (Spirit)

GRAMMAR TEXT

There are five categories of Grammar Text: “BASIC GRAMMAR?”,

“BEGINNER”, “*INTERMEDIATE”, “ADVANCED”, AND

“UNLIMITED”, You will have "BASIC GRAMMAR when you start the
game.

34



2 Chapter the battle will begm The battle will
~proceed with the player phase and then the
enemy phase. This will go on until you meet
-~ the Victory Condition indicated at the
i d b'e'ginning of the battle. -

VICI' ORY CONDI TION

The‘condition to ¢lear the baitle will be

- shown on the screen when you start the
battle There are various kinds of conditions.
" But the purpose of the battle is not only
rneetmg the condition. You ¢an also use this
~ as an opportunity to raise your characters’
'f levels or find hidden 1tems

| i * EXPERIENCE POINTS AND LEVELING 5] Je—

& Each time your character successfu]]y attdckb || e
- the efiemy, he/she will gain Experience T
points. When the character gains a certain
~amount of Experience points, he/she will -
Jevel up. (The maximum lcvel a.character can’

. achieve 18 20)

* 45
A= TR
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When a character receives damaga, theif HP

level will go down. If their HP level ‘goes
.udOW[l to 0, the character will die. Also, a low

HPTevel Wﬂl reduce their power of attack.

- Whenever your character’s HP level 1S low

- heal them 'by uSing magic.

CE[TING ITEMS

When you kill certain enemies or opcn

treasure boxes, you will get various kinds of
items.. Sometimes you can find hidden itefis
by altenng the tmrmype Or destroymg
certa;m Db_lccts Ly

I

§ il

TO OPEN ATREASUREBOX.

When you find a treasure box during the
battle, moye next to it. You can open the box
by usmg the “Open” Lommand '

= -_— S
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= 1A Battle screen looks like the following: . '~ When you attack, you will have the
eeeeeeal TSR LT LS following window: -~ =+ <

L

; BHY
. - |. Level [

2. HP/HP meter -
3. Expenience point / Experience meter
4, Character name -
5. Weapon icon
6. Head gear icon
7. Armeor 1con
2. Cursor Lk | 8 Foot gear icon
~ 3, Topogtaphy of where cursor-is placed 9. Hit target ratio
74 Topography change L3 1° 10. Power of attack
J. Equipment | | 11. Ttem which enemy owns
6. Character name Ly L5
i 8. Height indicator

w1, Class symbol — Common/Dell/Shadow
2. Weapon icon = _

- 3. Head gear icon

.. 4, Armor 1con

-5, Foot gearicon -~ g

. The equipped part will be highlighted.

i



-~ The following window will be indicated of the character and the type of moyement.

++during the battle: gt o Kl 44,
s - BRESREE Sl e - 4. Experience points |
e | Toxa2 § 5. Compatibility: This will show you the
et Compatibility with the enemy you fight.
¥y From the top; Common, Doll, and Shadow.
¢ 1§ The higher the numbers are the bigger the. ...
Efis damage you can give. 1 i
" ‘6. Range: This will show: the target
~chstance on an attacking the enemy. ,
B TR ' _ Character graphic : if the character 1sa =~ =
. L Class symbol -~ Phantom, 1t will show the classieonand =+
- 2. Character’s name « the rank (1-15). - i
3. HP meter ey - 7. Character graphic
4. HP points | _ s m8Level | ?
5. Expenience points. . " 9:Attack : The power of a character’s
6. Expenience meter N - Sattacke T | r |
e I 2 S 10. Hit ratio: the character’s hit target ratio.
When you place the cursor on a character Il Defense: The character’s defense
and press @ bitton, you will get the - power. s o L
following Status Screen: .12, Speed: The character’s speed. This. | *#
e e - affects a character’s ability to avoid
Jur 100 ceee— attacks. |
2 ::' = '13,._,__ 13. Magic defense: A defense power for ¢
A QAtack 8 Fee 28 each category of magie. ] 1
ey i revemtbicettd B 14, Equipment rank: The ranking of the
WO a6 e | O current available weapon and gear to
4o Rk FI1118 D07 Mo mamber of Y TR IS e § e
[VBtron Sword Kartea o F 13. Current equipment: Current equipment,
10 Btome Helet 5 o e From the top: weapon, head gear, armor,
O¥tome Armor | _. and foot gear, |
' $ - 16. The Maximum pumber of combining
Secy o h s e  Kartia (Human.characters only): This
- 1. Character name shows how many Kartia you can currently

2. Movement type : indicates the ethnicity  combine.

" -



BHTTLE COMMHNIS (PRE BHTTLE)

MAP OONFIRRMTION
* Use this command to check out the Bdttleﬁeld

before you start the battle.

Before gemﬂ into battle, you will see the
following commands. Use this opportunity. to
 prepare for battle by creating Phantoms or

weapons. Once you are ready to begin battle, . __

select “Begin the Battle™ and press the X] button. The battle will begm

Move the cursor using the directional buttons fo see your current posttion

¥ on the map.

qqqqq

'PHANT OM CREA'I']ON

To create a new Phantom on the current map: |
Use the directional buttons to select the class of §EPEs =xiREERA &
- Phantom you would like to create. Thenselect #8100 o
- the kind of Phantom you wantto create and °
. press the ¢ button. The computer will confirm
. your selection. If you are satisfied with your
selection, choose "0k’ and press the &3 button, B :
' After the selection, the map screen will be dlsplayed Moxe the CUISOr and
- choose the area you want to position your Phantom and press the X

Y



Lbutton The maximum number of Phantoms you can create are 6 per
' human character. For further detmls regarding Kartia combmatlon see

-page 31. st _
WEAPONCREATION i+ i

.+ To create weapons. First, select a weaponor = Lo 0 b
" gear you want to.create by using the directional ; - i
. ‘button (right/left) and press €9 button, This will JP=s _
bring up the available weapon/gear list. Choose 81
one that you would like to create and press the §—
&3 button. The created weapon/gear will be
stocked as one of your items. See HOW-TO
USE KARTIA BY CREATION COMMAND
tor Kartla use on page42

e

To equ Weapons and armor. Select what type of gear you want to eqmp

and press the €9 button. Secondly, choose the  gp

item and press the %9 button. When you select

“Auto-equip” and press the @ button, this'will. F& a0
~automatically select the best items-on the list am
. and equip the character with those items.

- When you press the ® button, it will indicate E |
the equipment option. Select the list and press’ & ..f
‘button. Then choose the option you like and pret;e the @ button. If
you want to categorize the list, press the @& button for “Change the

2




~=Order”, select your favorité order and press the €3 button. Once you o
choose the order of the list, press the @ button 3 times to return to Battle
+ Commands (Pre battle). : '

. DELETE PHANTOM |

- To delete a Phantom on the current map. Highlight

-~ the Phantom you want to erase with the cursor and

- press the €3 button. The computer will confirm your |
_deeision. If you are satisfied with your decision,
select “Yes” and press the &3 button. When you_

- delete a Phantom at Level 20, it will change into

an item. '

- To delete any weapons you have. Select the weapon.
~4eon you want to discard and pressithe ¢ button.
Choose the weapon/gear you want to get rid of and
press the ¢3 button. The computer will ask you how
many weapons you want to delete. Use the
directiomF button (up/down) to specify the numbér

and press the 9 button.

CHANGE THE POSITION

- To change a character’s position on the map. The
“area highlighted in blue is the area where you are
_capable of moving to. Select the character you want

41




to move by using the cursor and press the €9 button.
~Then select the destination and press the 49 button
again. If there is already another character on that
location, the character will switch positions.

To load data from the memory card. Choose the slot with a memory card
~in it and select the data you want to load. Then press the €3 button.

SAVE

To save the current status. Choose the slot with-a memory card in it and
select.the file you want to save and press the €9 button. If you select a file
with data already on 1t, the computer will asK you if it 18 okay to overwrite
the data. When your are satisfied with your choice, choose “Yes™ then
press the &3 button. Once the data 1s overwritten, the previous data in the
file will be deleted. '

HOW TO USE KARTIA BY CREATION COMMAND

When you are using Main Kartia with a letter only, select the letter,
choose *Ok™, and press the &9 button.

. ‘When yeu are combining words, first get the Main Kartia. Next, choose
“Mix” and press 9 button. Choose the letter you want to combine with
(Sub Kartia) and press the €3 button. Once you ate finished combining
the letter, choose “Ok™ and press the @ button.

+ 2



" BATTLE COMMENDS: (DURING)

fi' ._ "COMMANDSAFI'ER MOVINC
" When you place the cursor on a character, the terrain w1ll be
highlighted in blue indicating the area where you can move the
character. Put the cursor on the' place you want to go (Has to be within
the blue area) and press the &9 button. Your character will move to the
- place where you placed the cursor. After mowng the Characler you
1 will see the follomng commands:

this command, the terrain will be highlighted in red. This area is
the area you can attack. Move the cursor to choose the target of
-your attack and press the &9 buiten. If you are going to attack a .
-~ neighboring enemy, note that he/she will attack back. (There will be
no counter—attack when you attack a distant enemy).

1 ATTACK: To attack the e,nemy with-a weapon Once you select

- MAGIC. To attack the enemy with magic or to alter the terrain. '
= First, you will select what category of magic you want to use and
choose the specific type of magic.
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- 1.Categorics of magic T o &

i"”"Z” Currently available gramrpar - ;'I. e o R é"'l I"I”E

-+ 3. Type of magic and the name of ‘,maglc @:l, e

o j Attack Power - - foks ‘ E

. i H]I I'atlo | “ ,L . _:.,. =
ARE ST

| J

+“]. Magic effective range
8. NumbefS‘ of remmning Kartia you‘

{ & PHANTOM CRFATION To create a Phantom The metth of .

|25 creating @ Phantom is the sameas.you read previously in Battle

. Commands (Pre-Battle). One differeice is the Phantoms you

- create during the battle can only be placed next to the creator. You ™

~_cannot select the posﬁlon The Phantom : wnll be able; to.move on the =
'ne-xt ml‘l‘l _ A .._:. _ 212

T

; EQUIPMENT To change the equlpped weapnn The method is-
l the same as you read prewous]y in Battle Commands (Pre-Battle).

After the change, yQu can mput the dlft‘crem command.

' ' WAIT To wait or take no act;lon after movmg

box next to you. Select the box you are gomg to open and press

E OPEN: This command W1ll only come up when there is a treasure
the @

button

1\
F4 |
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EXTERNQL COMMBANDS

_____ When you press the “SELECT” button, you will get the
_' followmg commands:

WEAPON CREATIOM To create a weapon. The method
<5 is the same as you read on page 40 in Battle Commands

(Pre-Battle).

| WEAPON LIST: To show the total llet of weapons you

— 'carry. When you choose the weapon category 1con, it

“will show the total number of each weapon you possess.
the total number of weapons and number of weapons that

' _are equipped. When you have many weapons which cannot
be displayed on screen, the list will scroll up/down.
(NOTE: The list will scroll up by pressing L1 button.)
(When you press the ® bution, vou can change the order of the items.

1 Sdécr the new order you like and press the &3 button.)

LEITERTEXT To see the list of text you carry. Choose

what Kartia’s letter text you want to see and press the
@ button. Then move the cursor on the letter. When the
lower row of the letter is highlighted, that means you have
“come upon a letter you can combine with.

gD




= GRAMMAR TEXT: To see the list of grammar text you
==| possess. Choose what Kartia’s grammar text you want to
A— gee and press the €3 button, then choose what category
“and class you want. During the process, you will see the
characteristics of different category/class Grammar text in
the message window. | -
- Once you decide the category/class and press the &9 button,
it will show the available category/class of grammar. Use the
directional button to select which one. You can see the
characteristics of the selected grammar in the message
window. |
Whenever you see a question mark ( 7 fext to the grammar
text, that means you have the grammar text but you don’t
have an avallable letter text to combme it with.

=] UNIT LIST: To see all characterb in a current unit. By

(| pressing the (& button, you can see the status of the
character. When pressing the &9 button, the cursor will
“move to the appointed charactel on the map

SAVE To save the current ddta The method is the same
~'| as you read on page 42. Battle commands (Pre-Battle).

4E



LOAD- To load the saved data The method is the same
“as you read on page 42 in Battle Commands (Pre-
Battle).

'REI'RY: To restart from the beginning of the chapter you
A—are in. (The Unit’s data will go back to post-cleared
~battle in the end of the former chapter)

- CONFIG: To change the settmgs as shown on the

- following list. Use the cursor and press the €9 button to
select the Tist. To make the chanﬂe press left or right on the
dlreCl‘lOlld] buttons

1  Turn number indication: ON/OFF

2. - The ground level indication: ON/OFF
3. - Terrain name: ON/OFF

4 Terrain alteration; ON/OFF (You can take off the notice
of how terrain changed) -
4 5 - HP meter: ON/OFF (The meter can go on/off of the

... <haracter on the map)

6. - Battle scene: ON/OFF (Chdracter s action in-the battle

' _scene can be on/off)

- 7.1 Character movement: REAL/FAST (You can make your - -
. character’s moyement fast) i

4 /.
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. .

8.~ Sound: STEREO/MONO,

-9 - Background music: ON/OFFE |

? 10 Sound effects: ON/OFF - Er
11 - Help message: ON/OFF
12 - Point of view: TOP/QUARTER %

NOTE: You can plug in a Stereo headset before the game. Then you can
enjoy the surround sound in ban‘le

' PHASE CHANGE: To ﬁnish your turn and switch over |
to the enemy’s turn. The computer will give you a

conhrmatlon window. If you are still satisfied with your

decwmn choose “Yes” and press the @ button. |

When the battle ends you can get a plain Kartia or text :-.13j a”
Clear Bonus. The items you can obtain will change
depending on how you fought.



. BAETLE MQP

.~ There are various kinds of terrain on the battlefield. Different types of
terrain will alter your range of movement. Before you make any
moves, check the type of terrain. Note that you' can change the terrain
:type by using magic.

" CRASS An ordmary terrain. You ¢an move
| normally

TREE: You can burn trees dOwﬁ'by using Fire §i0
magic and ¢hange it to a plain.

{ RECOVER: Stay here and
 when your next turn comes around, your HP will
Tecover.

WATER: It is an area where it is hard to move. But § 7
you can change the area into ice by magic to make §
_ it easier to move on.

4Y



THECROUND LEVELANDTHE EFFECTON DEFENSE

The terrain type also affects your defense. Better to position your

~ character where their defense power will be high. When the ground
 level is different, depending on where the enenty 1s located (hl gher
- ground or lower ground) the effect of certain weaponsnwﬂl also,,
change -

TURNING THE MAP

The view of some characters or treasure boxes may be obstructed by
obstacles or terrain, To get a clear view, you can pwot the map by
pressing the L1 or R button :

NOTE: You can also change the perspective from which. you view the battlefield in |
the “Canf g menti in the-External Comands. Gr) to Pmm of View and you u:m select
jrom a toP dawn or quarter view. i

HIDDEN ITEMS

Items can be obtained from a treasure box or by killing certain
enemies. There are also hidden items in the terrain. The hidden items
c¢an be obtained by altering the terrain type. Whenever you come

- across terrain where you think something 1s hidden, use various kinds

- of magic to find them.
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PHONTOMS

.- Phantoms are characters you create by using Kartia, There are
Common (Body), Doll (Metal), and Shadow (Spirit) class. By
combining a different number of Kartia and using different kinds of
Kartia, you can get various types of Phantoms. In battle, it would be
“wise to use these Phantoms for direct attacks and human characters for
_magic attacks. g

CREATION OF PHANTOMS
You.can create the Phantoms either before the battle or during the =~
~ battle. When you create a Phantom before the battle, you can position

- them wherever you like. When you create a Phantom during the battle,

the Phantom can only be positioned next to the character who created
_ ::tt The number of Phantoms you ¢an put on the map is limited. ‘

LEVEL UP

Phantoms can move, be equipped, and attack ltke human characters.
" But they cannot use magic. Its experience points can be gained

- through fighting and it can level up when it has gained a certain:

- number of points.

- KEEPING PHANTOMS

If a Phantom you created survives after the battle, it will automatlcally
~participate in the next battle. If you want to create a new one but there |

o) |




e are too' mamy Eha‘ntﬂms* you have Io delete Qﬁe of thé Phantoms'by
o 'l_l?smg the “Delete Phantom” cnmmand; M 0 yagt s

i., j.._..

T T :-t 1
- I 3 B Y "-"I i

- There_are iares classes of Phantorns and they a]J ble .
 have a Janken style relationship (it’s a umversail
~ children’s gdma“Rock scissors, paper”). The
~<have priority over each other in the order of
- Common, Doll, Shadow. It is wise to create a

Phantom type whgch IS stronger than an enemy
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| _ch_amcters

HINTS..OF. BRTTLE

The fdllowmg are.the hints which may help you fight effectively.

HINT#I. Understand the properties of weapons and armior.
There are “sword/katana” class, *“axe/hammer” class, and “spear/rod” class for

~~weapons. Any weapon can give damage but you can give the enemy extra damage by

- using it in the right eonditions: The sword/katana weapons are best used to attack the
enemy on the same level, the axe/hammer class weapons are good for attacking.an |
enemy below you, the spear/club are for attacking enemies above you.

~ As for armor, the “armor/robe” class has the best resistance from attacks on the same

level of attack; the “helmet/cap” class are best against attacks from above, and
“Iegfshne“ armor are effective against attacks from below.

tis always wise to check ‘what position your characters are at and decide what your. .
naext move and attack will be. Note that you can use maglc to change the terrain, create
a short cut, and change the ground level.

HINT #2. Understanding Magic propetties

- There-are four different classes of attack magic: F"lrelﬂdme class, ice/water class,

- thunder/wind class, rock/quake class: Each character has a defense mechanismeagainst

|| these attacks. When you use magtc check what magie the enemy is weak against.

Note that there dre special magies which Wlll give 5pecul damage toward certain
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HINT# & Get I:,he ittm | - -
“The item you ge dunng the battle can be used ina Ia:er battle Whenever you find
treasure boxes, it is recommended 10 operi all the boxes Also try to find the hndden
.. ltems as much as p0531b1b '

}

—

. HINT #4, Become good at using Phantoms == -+ |
Phantoms are mainly used for direct attacks of enemies. Once the battle begms chf;ck
what kind of Phantoms the enemy are using. Then ¢reate Phantoms which have good
properties with the enemy and position your Phantoms in the right places. Also, it is
better to put Phantoms close to your human characters in case the enemy decides to
attack your human characters - | 1 [

HINT 5, Always attack ﬂrst |

It is always beneficial to initiate an attack. Betterm keep a certain distance from an
enemy to keep them from attacking you. The | unpact of a direct attack has a lotto do =
with HP. If the HP point is low, your direct attack pﬁwer will be weak. e

HINT # 6. Give armor to human characters first
The game will be over whenever a human character gets killed. It is beet to give the
armor to human characters and have Phantoms protect him/her

- HINT #7. Use indirect attacks and kill the enemy human characters first.

The benefit of an indirect attack is the enemy cannot retaliate immediately. Whenever
you see an enemy attack you from a distance, kill those enemies first. The human
enemy characters have a high possibility of using Kartia magic. So, 1t would be wise to
take care of them as soon as possible.

-y o i— T
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LreRas

¢ After fimishing a
chapter, you will
have the .option of
L ooing to the
“Arena”. You can
obtain items by

- B participating ina .
mateh and wmmng “However, you will not gam nor lose any

s expenence pmntb in-the match.

" In th1=; mode your hero/herome Character will ﬁght agcunst
~ “Phantoms which have been randomly selected by the computer.

Yol can use Kartla but you cannot create Phantomq in Arena
m@de

f;’There will be no prepardnon for battle in this mode. You will
~immediately start the match. The battle rules are basically: the
_same as the battles in the real game but there will be no

creation command Or save functmn during the battle.

I & i

S L
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END OF ARENA

When you completely Wlpe out YOUE opponents you w111 Pe- e

s« given a victory screen. If your hero/heroing loses the battle, you

~will get a defeat screen AS f'll' ds d defeat 1n. thE', arena, not_hlngi i3

~ will affect your data m the ma;n story. Even if yoware ', &cn

“yictorious, the Kartia used in the arena will not change thelie "-.
stoek you have in the main story data. On the victory sereen, 1r
will show the list of items you acquired in the arena. Thése ! -

3
ﬂi
Loty

*

items will be added to your mventory In the mam story : <
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. on. There are 5 options. Choose the one you

VS

| Two players can bring in their own data and
thave a two player battle game. -

PREPARATION FOR THE BATTLE

When you are starting the game from your saved data, insert the

“memory card in the slot before you start up the PlayStation.

When you are using two memory cards; put each memory card into

. each slot. 1If you are using two controllers, plug both controllers in
‘before starting the game. On the Title screen, choose VS’ and press
the €3button. This will take you to the VS mode. -

 SELECTING THE MAP

- You have to choose what map you are fighting

i like and press the 3 button. If you press the
button, you can see the default position and

-the map. In the map mode, you ¢an moye the
camera with the directional button to see the

- entire view of the map.
' ' 57



e i d DIFFERENT MAP MODES

2 Dl:fcnscl.mc '

- 1P (player 1) is protectmg the fort. 2P wﬂl attack the fort. 2P has to |
attack 1P within 20 turns. The two cannon fort that | P starts off with

- will be the ](ey {0 success. =k

R

There are many uprising and cave-ins forming a labyrinth. Whoever
uses “quake” magic wisely will determine who is victorious. 1P has = =
less characters but starts off in a good posmon If 1P can stay aliveup
1o 20 turns, It will be 1P’s victory. -

River Crossing
2P wall need to move: the troops {0 get {o the only dry land on the map.
“Players only have 10 turns and the level of strength is about the same:*
But 2P’s characters are prepared for the water battle. And
geographlaﬂjly, 2P 1s in the better position.

Encircle Rivals '
It 1P can protect the two Em.rypter s lives for 15 turns, 1P will be

_victorious. Both Encrypters are in the center of the map. 1P is

surrounded by 2P. However, the situation is in favor of 1P.

- Face to Face

- The Enemy and your colleagues are intermingled on the battlefield.
' . e

e
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.. Whoever déstroys the entire enemy army will be victorious. But if the
battle is not settled after 20 turns, then victory will goto 2P.

CHOOSING CHARACTERS
‘The following process will be done in the order of 1P and ?.P

Declde whether you are gomg to use the data in-

- the memory card or not. If you are going to use the

data, select “Yes” and press the &3 button. If you
‘are not using the data, you will use the default:
 Characters.

| select what data you want to use. Om:e you select
| -_press the button. -

Then you will get the list of characters on the data.”
Select the character you are going to use and press |
_ the @button You can select up to 5 characters.
- When you finish choosing your characters, the
| computer will confirm your choice. Choose “Yes™
' if you are satisfied with your chmce and press the

2 @ button

“When [P finishes, then 2P will Begin the same procedures.

vt



i HANDICAP

g5 button(right/left) to choose and press the €3

- Once both 1P and 2P finish their settings then you .
will set the handicap. Use the directional .

" button. The more Kartia you select, the l‘ugher
~ your character’s level will be.

- THE BATTLE BEGINS .
When the above settings are done, you can start
the battle. You will not have a preparation mode.
You will immediately begin the battle.

- FINISHING THE BATTLE
The sereen ‘will show, “you the winner. If you press
any button, it will bnnﬂ you back: to the title '
screen. All the saved data you got 1n this battle
match will not affect your experience points and
HP data in the main story data.

= i P d r
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T RODE-

This is the mode to trade rare items. 1P and 2P must have rare |
items in their saved data to be able'to participate i the trade.

Select “Trade” from the Title screen and press the &3 button.
~Then you will enter Trade mode.

SELECI' THE DATA

Player 1 will select the data. Insert the memory card 1 in the slot
and choose the data, and press the 9 button.

SELECT THE ITEM TO TRADE

- Player 1 will choose the item for trading from the item list.
After selecting, press the €9 button. Player 2 will follow the
same procedure. The number of items which can be traded 1S
one per trade.

~ Then'the screen will show the trade contents. If both players

- are satisfied with it, select™*Yes” and press the &9 button. When
both players do not agree press the “@° button, then it will go
back to the memory selection screen.

(¥ |




REFERE;NE', E
MAGIC

.This is a magic created by Kartia. Once you learn how to create it,
wctory will be yours., - 2

FIRE MAGIC : Not only produees a strong fire, but It can bum
obstacles too. .

| (Fierce Fire)

Attack power ; 72
Hit target ratio : 90 :
; Target Jange:: 1-2 Kama | )¢j+m_|

* ICE MAGIC You can freeze the enemy and freeze the surface of the

. walter.
(Ice flow)

Attack power : 74

Hit target ratio : 85

Target range : 0-2 Kartia f?ﬂ+[ik]

; QUAKE MAGIC : You can attack enemies in a wide range It can also
change the terrain.
(Strong quake)
Attack power 46
~ Hit target ratio : 80
Target range : 0-3_ Kartia : [3&] 4[]

&2




i MEDICINE MAG]C It w1ll heal your commdes wounds and recover !

HP.

' (Rare Medicine)

' Healing point : 60

p

' Target range : 0-1 Kartia : fﬁ“-fﬁ.l

PHANTOMS QT :
A creature used in batt]e Made fmm Kama Creator can control the
'Phantom to kill the enemy. =

| KYAU A very docile animal. Has very low power to ﬁght But good

at avoiding attacks. When you see Kyau-in the enemy troops, it is

. better to get rid of them as soon as possible, since it will deqtroy the
treasure boxes. KARTIA ‘Basic .

"MILES (Common/Doll/Shadow) Vf:ry common Phantom usedfor

direct attacks. The dblllty s not high but they are easy to create.
KARTIA Basic + R |

. MORDERE (CommonlDoll/Shadaw) [t can attack the enemy from a

_ distance and also good at direct attacks. However it cannot attack back

. when_it receives a direct attack. KARTIA: Basic + | |

£3




a wWEAPONS / ARMOR

“Ttems created by Kartia. It will make a blg difference in the battle.
. Some items cannot be equipped until the character reaches a certam
_'weapon/gear rank.

q WEAPONS

IRON SWRD R ik

Attack power : 8 Hit target ratio : 85

Rank : C Special effect : N/A

Kartia : [#1]+ [#% )

BASTARD SWORD , .

Attack power: 11.. Hit target ratio : 70

Rank:C Special effect : N/A
 Kartia: [®1)+81+2) Mo g g

ROYAL SPEAR

Attack power : 16 Hit target ratio : 84

Rank : C - Special effect : N/A

Kartia : [#)+/%&] '

PLATINUM SPEAR

Attack power : 17 Hit target ratio : 86

Rank : C Special effect : N/A

v Kartia: ]+ ®I+7)

54



g i ARMOR
. BIG HELMET (head gear)
- Defense power : 7

Rank: C . Spé;éial effect :

~Kartia : I'%HT*J
| SlLVER HELMET (head gedr)

. Defense power | 9
Rank : C ¥y , Speclal eftect :

Karua T%HFHJ -

. LEATHER ROBE (body gear)
Defense power': 2

Rank : E Spcc:1al effect- :

Kartia : f!ﬂ"'r&f
-BEAST ROBE (body gear)

-~ Defense power : 5.~ 5 At W
Rank: E = : Special effect :

Kartia * rm+ir?;+ [?]

- S - -
i s I.
- i i ¥
-

£5

N/A
strong in metal
N/A .

defense power in water +5



TR E N A

ATLUS wmanla (o th¢ angmal purclmser of this ATLUS product that !he medium on which this software

= _ program is recorded is free from defects in materials and workmanship for a penod of ninety (90) {igys {rom

. the date of purchase. ATLUS agrees for a period of ninety (Qﬁ) days (o €ither repair or replace, at its option,
the' ATLUS product. You must call (949) 788-0353 (o receive instructions to obtaip repair/replace services,

.. This wasranty shall not be applicable and shall be void if the defect in the ATLUS product has arisen
through abuse; unreasonable use, mistreatment or neglect: THIS WARRANTY IS IN LIEU OF ALL

~+ “OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE

~ SHALL BE BINDING ON OR OBLIGATE ATLUS. ANY IMPLIED WARRANTIES APPLICABLE TO
THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND .
FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD
DESCRIBED ABOVE. 'IN NO EVENT WILL ATLUS BE LIABLE FOR INCIDENTAL OR
CONSEQUENTIAL DAMAGES RESULTING FROM POSbHSSION USE. OR MALFUNCTION OF
THE ATLUS SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an 1mphed warranty lasts and/or exulusmns or |
hmﬂamﬂﬂomequﬂnaal damages, so the above limitations and/or exclusions of liability may not apply
1o you. Th_m warranty gives you specific legal rights, and yﬁu may also have other nghls whlch vary from
‘state to state.

Repmr}Sel:vm After Expiration of Warranty ~&1f your ganm dise requires *n:palr after expiration of thc’
90-day Limited Warranty Period, you may contact the-Consumer Service Department at 949- 788-0153
You will-be advised of the estimated cost of repair and the shipping instructions. |

GAME HINTS!
1-900-CALL-ATLUS 24 hours a dayﬁ 7 days aweek <=

; ;Il s only $0.95 per minute ($1.25 for live assistance) (o Itsh:n to helpful hints that ¢an help you save the
* ‘world of Rebus! You must be 18 years or olda; OF have pa,rent S penm*;smn to call. Touch-tone only: Prices

| subject to change without notice.

“.”'If‘ you are unable o dial the 900 number, please call our toll line at 949-788-0353. l Q0PM-5: 30PM
Mondays, Wednesda\rs and Fridays Pacific Standard Time.

The Dfﬁual Karha Stratey gulde is available fmm Pruna Pnbllshmg To order call Prima at 1-800-
531-2343.

For more mfnrmatmn on any of our other products, you can ws:t our website at www.atlus,com or
je*mall us at webmﬁter@aﬂls.com. -

€€



the people who brought you...

www.atlus.com <LUI7E e .1
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© 1988 Atlus. lllustrated by Yoshitaka Amano. Kartia is a trademark of Atlus, All rights reserved.

Licensed by Sony Computer Entertainment America for use with the PlayStation
game console, PlayStation and the PlaySiation logos are registered

trademarks of Sony Computer Entertainmenl Inc. The ratings icon is a _‘_...—.__’ :
trademark of the Interactive Digital Software Assoclation. Manufaclured and l ‘»

- . g i 1
<= printed in the U.S.A. THIS SOFTWARE IS COMPATISLE WITH PLAYSTATION Yy VY ) y
PR  GAME CONSOLES WITH THE NTSC U/C DESIGNATION. U.S. AND FOREIGN ~ ‘ \ l { v/ \ N l ; l ]\I
‘ ® PATENTS PENDING. | ' - |
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