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WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE.

A very small percentage of ndividuals may experience epileptic seizures when exposed to certain light patterns or flashing lights.
Exposure to certain patterns or hackgrounds on a television screen or while playing video games. including games played on the
PlayStation® game console, may 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 ta 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.

HAHDIJHG YOUR PLAYSTATION® DISC:
This compact disc is intended for use only with the PlayStation® game console.

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

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

* Be sure to take an occasional rest break doring extended pla

» Keep this compact disc clean. Atways hold the disc by the advges and keep it in 1ts protective case when not in use. Glean the
clisc wﬁhalim—fm soft, dry cloth, wiping in straight lines from center 1o outer edge. Never use solvents or abrasive cleaners.
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consumet smi" Technical Support 1-800-345-SONY (1-800-345-7669) |
Call this number for help with technical support, installation or general cI: uestions regarding the PlayStation®
game console and its peripherals. Representatives are available Monday-Friday, 7 a.m. - 6 p.m. Pacific Star :_5_: t.-.'_tr Time.

PlayStation On-line ~ hitp://www.playstation.com &
Our news is always hot! Visit our website and find out what's happening — new titles, new products and fr sh

tidbits about the PlayStation® game cunsule i
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Setting Up
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ViEMORY CARDMET 2

CONSTREM IR PORT |

. Set up your PlavStation game console according to the istructions in its

mstruction manual.

——

2. Connect the controller to controller port 1.

L 1|H*H Le (”J door and msert the {*nn'npm'_t {1I;w'. 1.1}‘!'1 .*-l-il' Lp.

L. Close the CD door and turn ON the PlayStation game console,

2. Follow the on-screen instructions to start a game.
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Using MEMORY CARDS
MEMORY CARDS (sold separately) allow you lo save game data.
A game data file takes up one memory block on a
MEMORY CARD. The game can still be played
when no MEMORY CARDS are used,
but game data cannol be saved.

How to Erase MEMORY CARD Data {# § 1" |

To erase game data stored ona MEMORY L
JARD, go to the MEMORY CARD p W9

reen on your PlayStation unit. Refer to

your PlayStation unit’s instruction manual

for the data erasure procedure and

the procedure for crealing

emply blocks.




Controls

The controller functions are described separately for the two different came modes:
Normal Mode and Fighting Mode., Also, the controller's vibration feature canbe
turned on or ﬁff by aelm.um @ptlmu. on lhu Ml 11 SCreei.

il

configuration as the directional button positions, press the corréSponding
directional button to make vour selection,

A hutton: Normal Mode: Displays the Menu screen.

Fighting Mode: When vou are about to select vour attack combination.
this button brings up all the Art commands vou have learned up to that point.
Press the Triangle button again to go to the next page.
R button: Normal Mode: Enter selection
e Run feature (hold X' + directional button).
e [nteract with people or items. .
e Examine drawers/cupboards.
Fighting Mode: Enter selection *
@ button: Cancel a selection or return to the immediately precéding screen.

g A

e
sere

B button: Used on panoramic map screen to display towns. 3
ens -

Select button: Normal mode: Cancels prologue sequence and displays menu
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ET START
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A0 4D

DIRFECTIONAL BUTTONS . BLTTON

LEFT THUMBSTICK - x BUTTON
SELECT BUTTON I A BUTTON
ANALOG MODE SWITCH . BUTTON

START BUTTON RIGHT THUMBSTICK

Start button: Not used.
Left thumb-stick: Same as directional buttons.
Right thumb-stick: 4 = Triangle button, s = Circle button,

¥ = X hutton, 4= = Square button.

L1 button: Press to see the panoramic map when you are in the outdoor field. For all
locations other than the field, this button has the same function as the X button.
(The run feature is not available.)

LZ button: For canceling a selection. Has the same function as the Circle button.

R1 button: Press a directional button while holding down this button in order to use
the run feature for your character. (Themun feature is unavailable in the field.) =

_R2 button: Not used.




Story...

God created the heavens, the earth, and the seas. After creating all things in the
universe, god created humans to rule over this world. Yet while possessing
the wisdom of god, humans were physically weaker than the wild beasts, and
impulsive in spirit. Many times did the humans come close to dying out forever.
Concerned about the humans future, god gave them a mighty force with which

to aid them. It

was the Seru.

Since the dawn of human memory, known as history, humans lived together with
creatures known as the Seru. The Seru lived together with humans, always

obeying them,

and making the humans many times stronger than before.

When not worn by a human, a Seru looks much like a stone ligure. However...
Upon touching a human, a Seru changes form and gives that human secret

abilities. With a Seru, a human can lift extremelv heavy objects and even
[Ivin the air. However, that era came to an end.

Appearing from out of nowhere, the Mist covered the land, bringing to an end the
world of prosperous symbiosis between humans and Seru. After the thick Mist
came, the Seru, who once obeved humans, rebelled against them. The Seru

of humanity, T
protected eac

began attacking humans at will. Seru that attached themselves to humans
controlled their minds and turned them into evil beasts.

As 1f forsaken by god, human civilization collapsed. It was the twilight
10se who escaped the Mist inhabited the desolate areas and
1 other. Now, their faint hope 1s their only source of inspiration.
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Legaia _

Enter Legaia, a world engulled in the.hnrri_ble Mist. The tale begins in Rim Elm,

| a desolate village where massive walls have been erected to hold back the Mist.
Seru

Creatures made of a jewel-like substance and possessing nearly infinite strength and

- nearly eternal life. When deliberately worn by a human, Seru bestow the ability to fly |

and even to communicate telepathically with animals. But Seru that come in contact
with the Mist are transformed into evil creatures that will attack any human on sight.

T; Ra-Sgru

A special type of Seru capable of resastlng the evil influences of the Mist. Ra-Seru
possess free will and can communicate telepathically with their human wearers.
Dormant Ra-Seru are found inside Genesm Trees, and can be awakened only by
humans with hope in their hear

,.J"_ ——
» -.""-.__ .

Genesis Tree .
A semi-dormant tree that sustains a § 'H'
come along and awaken its h{)St 8 is awakened when people who
sincerely hope [or peace combine th \'ﬁth those of the Ra- Sertrinside the
tree. Once awakened, a Genesi _, ,f 1 ' howers to drive away the Mist from

the surrounding area and to make TE. O *agdm.
Mist

\.
A mysterious vapor that turns Seru into:

L8 B g
Ra-Seru awanting someone (o

).t """. evil ereatures that act of their ow

-; volition. Mist-crazed Seru not only attack humans, but when worn by a human also
control that person’s mind, turning that person into a monster. The origins of the
Mist are shrouded in mystery, as are the reasons for its creation.




Title Screen

The Title screen has two options: NEW GAME
and FANTINUE. Use the directional

huttofs Lo select an option, then enler * .
slocti - LeGTR0 Of |
vour Selection with the X button. I oGl K

New Game
Select this when playing the game for

NEw GAmE

TN ! Sy Coamipailnt [ otertmnmien] Ay o

Lthe first Lime, or when starting a 1900 640 B0oy Crarionaer Biorirwion th
.( new game. The game begins once

this oplion is selected.

Continue

Select this to continue a game in progress. Il you have saved data from a previous
same, select this option to load it. First select the MEMORY CARD slot and then
the data file number with the directional buttons, Next, press the X butlon
to enter your selection.

-




tering a Name
of up to Y characters can be entered

|
' WA name

ach hero, To enter a letter, use the
[ eclional buttons to select, then press
the X button. Onee vou are finished
entering the name you want, select

|
|
r ENTER in the IL r right-hand corner
, of the window press the X button.
e Delete: Eacl lnnr&{ ircle button 1s pressed,
the letter farthest o the right is deleted.

il

O~ O
* VL =
AT -
of =2 &M

Eﬂm:'ﬂﬂ"‘lh

you can't decide on a name yoursell.

o Select: To complete name entry, select this item and then choose YES when
the verification message appears.

’l_ ® Character name: The defaull name [or the character is already input. Select this if
|
| ¢ B5: To delete letters, select this item and press the X button.
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Communication

When vou press the X button while standing up against another character, a message
window appears containing that character’s dialogue. To skip messages or go to the
next window, press the Circle or X buttons. Be sure to read every message window,
as some contain important hints for moving ahead in the story.

Choices

Choices sometimes appear after dialogue. When this happens, use the up and down
directional buttons to select the choice you want, then press the A button to enter.

Types of Buildings

A town or village may have three types of buildings: weapon and armor shops, item
shops, and inns. Each building 1s marked with a sign. Talk to the storekeeper to
Initiate a transaction.

Weapon and Armor Shops
Here you will find swords, axes and other hand-held
weapons, along with armor, helmets and other types
of protective gear.

Item Shops
Sold here are jewels, rings and other accessories
worn on the body, as well as healing items and other
[Inite-quantity accessories.

Inns
Spending the night at an inn completely restores HP and MP.




How to Purchase

Buy
When in front of the storekeeper, press the & =]
X button. The effect and quantity are given S

= B o Ina &
in the lower right-hand corner. Press the L Hﬂ};ﬁ‘ A
X button to enter your selection. [Tt is a S e S
weapon or armor then indicate whether Sertal e O

Ash to wear the item or add it to your
on ol items.

i EEEER e L -!-I'F-—_—'-ﬂ-r_

Sel
A list of the items you possess appears.
Select with the up and down directional buttons. At this time, the item'’s effect and
selling price appear on tnﬂ%ﬁ'ﬁﬁeor the screen, and skill appears in the lower
' lelt-hand corner. Press the X '1 on to select, .jh_e_n use the left and right directional
' l Pulluns lo indicate the quantity you wish to sell. Press X to confirm your selection.
Quit e |
To leave the shopping screen, pres le button, or select quit and press the
X button to leave this screen. |




Maps
Field Map

When you leave the village, the screen
changes to a large field map. Use the
directional buttons to move your character
on toward the next destination. To enter

another town, building or other location,
simply move vour character toward it.

Viewing the Panoramic Map
Press the L1 button while on the hield map to
view the panoramic map. On the screen is
a red symbol showing vour character’s current position, and the names of the places
vou have already visited. In the lower left-hand corner is the panoramic map.
Use the directional buttons to move the map.

Saving Data

If vou have a MEMORY CARD, vou can interrupt gameplay and save Lthe game dala,
then resume the same game later on. Data can be saved at Save Points and on the
Field Map menu.

Save Points (Memory Statues)

Glowing blue Save Points are found in certain towns and dungeons. To save data there,
move up to the Save Point and press the X button to bring up the Save Data screen.

Field Map

On the Menu screen, displayed with the Triangle button (or the SELECT button),
vou can select SAVE to bring up the SAVE screen in order to save vour game data.

12 The SAVE command is darkened and unavailable in all locations except on the
Field Map. NOTE: You can only save at memory statues in Towns and in Dungeons.
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Current Gold:

The gold a player
currently possesses,
. Gold is indicated by
| the letter "G,

| Current Play Time:

you have been playing.

The tolal amount of time

Viewing the Basic Screen

- ——— ==

155

Naa

Gala

82/ 110

=
?_

.

wil

5307 508

w5 35

T mi —— e

wlZ
g i ?n?f ?ﬂ?

« 1007 148
o —

-
L1

L o m——

o -

w1308 21|

Viewing the Menu Screen

The Menu screen is lor checking your character’s current status and also for
equipping weapons, using items and summoning Seru. Familiarize voursell
with this important screen before moving on, as this is also where you save
data and change the game options.

Except when a fight is in progress, pressing the Triangle button (or the SELECT button)
brings up the Menu screen. There are 7 menu items altogether. Use the up and
down directional buttons to select the one you want, then press the X button to
enter your selection. To leave the Menu screen, press the Cirele button.

o
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Mavic i

is the act M calling a friendly Seru to heal or use agamsl your opponent in battle.
‘ihda this, first use the up and down directional buttons to select the character to
use the Seru, then press the X button to bring up the magic list on the right-hand

[ side of the screen. Use the up and down directional buttons to scroll the cursor and
# make your selection, then press the X button. When selecting a Light Seru, you mus!

"‘ also specify the character you want to be healed. To exit, press the Circle button.

E ' Only Light Seru can be summoned here.

f

Character Name: Magic List:

The current character’s "Maq A list of the attributes and
LV and remaining MP. =0 T . names of summonable
Name/E ffect: w  pay o2 | ?ﬁ v Seru. The names of
. ' " - L nan-summonable Seru are
Indicates the Magic Wi Wi || Y ks
Y eval and elfoct of b7 I-_-'B of| PR NEEESTE darkened oul when the
. DO AR R LR | | PO LT A or appears. Use the
- e Bt AR Lo 11 e cursor appears. Use
SRS LVIOnAe e o AT i right and lelt directional
) i m e P ¢ buttons to turn the pages
Bubble Gt | = e and, il you have selected
Flt;’ﬂ:r“"' e A a Light Seru, select the

character to be healed
by the Seru, the Magic
Level, and MP used.

““sAbout Magic Level
“=+As Magic 1s used repeatedly, the Magic level increases, indicating greater power to
SUmMMmon, nghu Magic levels are sometimes accompanied by additional effects that

W@%ﬂﬁﬂqm \It}ur Shardue: s standard pllhf‘l% Note that there is o indication of
[ ~experience, etc. R .

.
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Equippin

Characters can be equipped with weapons, protective gear and accessories. First
use the up and down directional buttons to select the character vou wish to equip,
then press the X button to enter. Next, select the body part to equip to bring up a
list of available gear on the right-hand side of the screen. From the list, select the
agear item you want, then press the X button to enter your choice. Press the Circle
hutton to return to the previous window,

Charancter Name:

The name ol the character
o eguip. Select with

"-Erj:.lp
oo |

\'t
the u ] it down ':-“iin
direchinnal huttons. Gala

£ Short Sinard

Corrent Equipment: Snt Equipmant
The equipment thal 19" L Seivg
1 | % rorman Seal
the character s » Hpowe Clothes
T VK .F Warrtor Boots
currently wearing, s et B
i Forszt Amidet
'.; LCig» J‘fﬂutﬂt

Chirt Sagord ¢
v Best Yabne Al
ATE

Equipping for Maximum Effectiveness
When BEST EQUIPMENT is selected, vour character is aum
the best gear. The names of the best weapons and pr

on the right. Simply press the X button to completet |
convenient when there are a large number of gEdl'.ImﬂJ‘s Lo Elmﬂs .

- M
ﬂhq-' -.._1

Gear List:

A list of the gear you
have, arranged by type.
The symbol “E” indicates
an item currently

£quipped.

el
L -



- About Accessories
Up to 3 accessories can be equipped at one time. Each accessory contains
a hidden skill that enhances a character’s fighting or moving abilities.
There are two categories of skills: individual skills, which are imparted
' only to the person equipped with the accessory, and shared skills which
r are imparted to evervone in vour party. These are indicated on the item
7 description screens by the letters “I" (Individual) and “A™ (All). The skills
I of multiple accessories can be used together when those accessories are
worn at the same time.

Status

“Bring up the Status screen to check on the status of each character, such as abilities,
Arts acquired and parameters.

The right window shows the character’s current HP. MP, strength, equipment and expe-
rience, as well as the experience needed to reach the next level.

[:ategnr}r:

ft and right
direcfional buttons to

> h between 4

fies: Condition,

alls, Magic and Movess
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Condition

LV: A character’s
current level. ' Status Vah W13 iMata w3

Ra-Seru (Meta) IN: The cur- 3k e 297 929 { 729
rent level of the equipped 3 w 827 110 ¢ 119)

. t‘!. o ————t =
Ra-Seru.

sk =,

ATk 130¢ 732 sFD 21¢ 67)

i BI¢ B1Y INT  63¢ SQ)
LDE /3¢ 59 Ad 102182

' Short Swoed

- * Irooman Seal u Mettls Ring
“ Hunter Glothes .a Forest Anulet
s wﬂlrlﬂf Bﬂﬁta x..l MB Mﬂt '

E\perime 21321
Mext Lowel 0 26285

HP: Indicates a character’s
phvsical strength. The
larger the number,
the more strength the
character has. The left
number is current HP. the
right 18 maximum HP.

MP: A character’s Magic
points. This number indicates how much Magic a character
can use, and decreases each time Magic is used. The left number is current MP
the right 1s maximum MP,

AP: (Arts Points) Needed to use Arts during combat.
AIN: (Attack power) The character’s attack power. The larger the number,

the more damage the character can inflict.
UDF: ( Upper detense) Anumber indicating the degree to which damage
to the upper body is minimized: increased by head and body equipment.

LDF: ( Lower defense) Indicates the degree to which damage to the
lower body is minimized: increased with body and leg equipment.

SPD: (Speed) Anumber affecting the character’s attack sequence and the
probability of fending off an opponent’s attack.




INT: (Intellisence) Alarger number has a greater effect on Magic power and
damage sustained from an opponent’s special attack.

i AGL: (Agility) Indicates the length of the agility gauge shown at the bottom of
the scene during battles.
Note: For each item, the right-hand number is the original value, while the
. left-hand number is the corrected value.
f Experience: A numeric indicator of fighting experience. The more opponents

feat in battle, the higher this number gets. Your level advances upon
g a certain number of experience points.

wwel: The experience needed Lo advance to the next level.

Weapons: The knives, swords, axes and other hand-equipped
weapons; alfects altagmer.

N
’
Protective equipment (head): Protective equipment worn on the
| T
|
E
:
4
I

head; affects upper defense power

Protective equipment (bodyJeE

Armor, clothing and other protective
equipment for the'body; affe
v

er and lower defense power.

- -
A -

. pr = — o =1 i .
TTE IR ‘N

! 5 L
. 8% IR ol
L —n

o

& | [Protective t"’ﬂllipluenta '.
affects lower defense power an

m Accessories: Indicales aceesse

es worn on the body; can sometimes
allect parameters. ,
ATR: (Attribute): The 7 elements.ar Vater, Fire

d, Thunder, Light and Dark.



About Attributes

Each Seru belongs to one of 7 elements: Earth, Water. Fire, Wind. Thunder, Light
or Dark. In addition, Magic also has attributes. Magic increases or decreases in

power dependi
the summoned Seru's attribute.

Skills
For checking the effect of accessories
currentlv equipped. As some accessories
are affected by attributes. be sure to
check their effects. A description of
the accessory's effect and attribute.

Magic
You can view the Seru acquired in battle by
first selecting the character then using
the up and down directional buttons to

r'—-.—-—-
FAla s

[

ng on the compatibility between vour Ra-Seru’s attribute and

r—
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orease & verrusd S

L
.II-"-'i_ll+ J'r *'_h!_

4 1 :.;;_.l:
WOl Al e gt

) ..".'r B ';_I.. r.-l't

Foia e i_u
‘Sl iy i v
A E

S harg am 1

———

move the cursor that appears on the list and view the Arts, effect and useab e ran

of each Seru. You can also press the X button again to bring up a secon
the two cursors to switch Seru. The Circle button returns you to t

Seru name:

The attribute and name
of the Seru selected,
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Moves

For checking the Arts that each character can use in combal. Select a character to bring

up a cursor on the list, then use the up and down directional buttons to see the com-
mand and effect of that Art. The Circle button returns you to the previous window.

Art Name:
The name of the Arl.

AP Consumption:

Vahn w3

FITRTE.

- Tornedo Flame

vclons
Huryicane
Spin Combo
vrots-¥Kick

i

filety v 3
- LRd

a0

20

The number of AP's
consumed when using
the selected Art.

Command/Effect:

The eommand and
effect of the selected Art,
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ettt Camera Popi}

Foarels et Attach it
Pir'rre Lo And Uirectional Buttons
[ ]
(3 il Mo mail
| v ¥
Firdd HE* Dizpliay amedists

;change with the up mﬂ;down directional Eomts cHaN N o |
buttons, then press the X button. When you — |
x wish to exit, press the Circle button to return L *
9 to the premqus window. -; | ,L,'
| \ﬁ e Battle Camera: F¢ changng the camera movements sluw% battle. The 3 settings At
TR are: CLOSE, NORMAL and FAR. i -
Bt e Sele LAllag ' ,_ ‘ eeding u ondaﬁnghmﬂa']hﬁaeuiug»
L : H _ r_'_:__::,., _;*-1', i

> 1- 1- }f?“ i '”;F‘
- ) » Bﬂmﬁ“mr che -j--:.";:.{:. . try during bat .. Select either
" DIRECTIONAL] BU-'ITONSur t e
’*ﬁﬂﬂé@v For moving within the '_ yor fi j": Sele mﬂler WALK or RUN.

..J

els. Select IMMEDIATE

',ﬁ,-.. -

-7, & Field-HP Display: For displaying’ |
GRADUAL. or DISPLAY OFF. o '1;'-

-~ ®Sound: For the sound settmg;sagg;:t sither STEREO or MONAURAL Besuréto -
select MONAURAL when usmg a mona‘u l elevision. .

. * Dual Shock

H Battle: For vibrations during battle, e.g., when damage is sustained.

Events: For vibrations during events. s
Encounters: For vibrations when encountering an opponent.
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If you have game data saved to a
MEMORY CARD, you can interrupt a
game in progress, load the saved data

~ and resume gameplay with that data.

0 First, select the MEMORY CARD slot,

K then use the directional buttons to e
| select the number of the game data e F";
files you wish to load, then press the 3 s e 20/ 2@1
X button to enter. -
Save

You can interrupt gameplay and save game data
for all gameplay up to that point. First, select | [ o | [0
the Memory Card slot on your PlayStation

~~ . unit, then use the directional buttons to

select the number of the game files to save
and press the X button to enter. When
existing saved data is overwritten by new
data, the existing data is completely lost.
NOTE: You can only save at “Save Points”
and when in the “Field Map™.
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Battle

This game features the Tactical Arts System
(TAS), a unique, unprecedented type of
fighting interface. Mastering all the TAS
combat techniques will enable you to
enjoy the full TAS experience.

Tactical Arts System (TAS)

The TAS interface lets you customize your
sequence of attack. Players can
discover powerful techniques - known w =
as Arts - when certain cnmmands are entered in the coffect order.

J
|

i . '
A Monster Appears
When you encounter a monster, the screen changes
are shown. -
Character Status .~ . .

Displayed on the screen from the top down ar&‘tﬁééha‘f cter’s
current and maximum HP, and current-and m&xrmﬂ ) 1P |
in the level column.

Select BEGIN or RUN

Select BEGIN or RUN, depending on your snuatlon a‘l he
correspond to the left and right directional buttonh ..-f.ff Do

}'*;— =3




Sometimes you can’t run away
When you are given the choice of selecting RUN or RESELECT and you select RUN,
sometimes you may fail to get away.

Select Commands
Use the directional buttons to select the commands that determine your character’s
actions. On the right is the name of the Ra-Seru equipped.
Spirit
Sharply increases AP and lengthens the agility

gauge. Also increases your character’s
defense power against enemy attacks.

Item
This brings up the items window. Select the
item vou wish to use, then select the
character to use it.

Seru (Meta/Terra/Ozma)
gSeru’s Magic level and MP consumption are shown.

je'Seru monsters absorbed by that Ra-Seru are shown. Select the Seru you wish to
__ mon, then select the opponent to use it against. (For more about Magic. see page 32.)

av

lect AUTO EWMAND to enter your attack sequence. Select according to your
cumstanees at that time.

‘auto mode

:‘ ::‘ . tack commands are selected and entered automatically. Even in this
al Arts are sometimes discovered, but the attdck sequence selected
' ;‘ it 1* ays be elffective against vour opponent.

4
W
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Viewing the Screen

Attack commands
The attack sequence
commands appear when
COMMAND is selected.
Each corresponds to one of
the directional huttons.

Agility gauge
A gauge thal indicales
a character’s agility.

The greater your
agility is, the longer the
gauge is, and the more
commands you can

enter for a single attack,
Agility also increases when
the characler reaches a
higher level,

B Buton View Huper Arts list

VO AT TR SO

Attack Strategies

AP (Arts Points)
gauge.

Arts Points (AP) are
required 1o use the
special fighting
lechniques Known as
Arts, AP increases slightly
with each turn, When an
Art is used, AP decreases
by the number of AP’s
needed to use that Art, In

addition, AP jumps

dramatically when the
Spirit command is used
or when damage

iIs sustained.

There are four types of attack strategies, described below. Select a combination

elfective against each specilic opponent.
High Kick

A kick to the upper body. While elfective against floating monsters, a high kick will miss

(and so is essentially ineffective against) small monsters.
Right hand -> Ra-Seru

An attack with your dominant hand. The command changes after you meet a Ra-Seru.
As you move further ahead in the adventure, the Ra-Seru rises in level as a weapon,

raising your attack power.

J— L
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l Left -> Arms

An attack with an equipped weapon. Compatibility between character and weapon is a
factor. and the amount of agility consumed will depend on whether the weapon used
s vour characters specialty or not. For this reason it is best to equip only those
weapons at which vour character s proficient.

Low Kick

A Kick to an opponent’s lower body.
Its effectiveness is the reverse of a
| k: effective against small monsters,

t against floating monsters,
which this kick misses altogether.

Enter the Attack Commands_
Enter attack commands into ﬁ ﬁuge.

- Todelete a command you have red,
| press the Clrcle button. To stop i )
after entering the Iaxt command yot

to see a list of [ilt" ' .

d. press the X button
m lhe Tnanqle button

‘ When vou gre finishied ente ng ¢

Unce selections have been entere
actions are indicated in the'l
Select either BEGIN or RESE
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Combat begins
Characters attack in descending order of speed. Damage is indicated for each
punch and kick, and at the end of fighting, the number of hits and total damage are
indicated for each character.

Fighting continues until you successfully run away or until one side is defeated. Repeat

Lthe same steps until fighting 1s over.

Acquire experience points and gold
If you are viclorious against your opponent, you acquire experience points and gold
((;s). llems are sometimes acquired at this time.

Your team loses if all members are knocked out
A character is knocked oul when its HP falls to 0. When all members of your party are
knocked oul or turned to stone, your party loses and you are returned to the title
screen lo starl over.
Try again
Selecting RESELECT cancels the last character’s action. To return to the character
hefore that, press the Cirele button,




- i e e el

Arts

Types of Arts
There are several types of Arts, each of
varving power. There are others besides
the two described below, but you must
lind them voursell.

Arts
More powerful than an ordinary attack.
Delivers a combination of consecutive
strikes against vour opponent.

Hyper Arts
Techniques even more powerful than Arts. The actual attack is customized to each
character’s specific attributes.

How to Acquire Arts
During combat, select COMMAND and try inputting different combinations of attack
commands. If the commands are entered in the right combination for a specific
Art, vou acquire that Art if vou have the necessary number of AP's for it. Press the
Triangle button during command entry to brj a list of the Arts vou have acquired.

31
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Magic l

During battle, Seru absorbed using the power
of a Ra-Seru can be summoned and used for

various effects. Seru are absorbed and b M G
: 8 Ginard

summoned only by individual characters,
not by vour entire party.

Bubile Crush
How to Absorb Seru Poieo all eosenies
for Later Summoning A |
When a Ra-Seru-equipped character defeats B2 0 e

a Seru monster by direct attack either in

the COMMAND or AUTO modes, that character has a certain probability of absorbing

the Seru. A Seru monster that vou have already absorbed cannot be re-absorbed. 1
4
n

How to Use Magic
Absorbed Seru can be summoned during battle, although summoning consumes MPs.

Which Monsters are Seru Monsters?
It's simple: Any monster with an icon indicating the type of element in its name is a Seru
monster. The icon indicates the monster’s element. Remember that Seru monsters
appear in towns, dungeons or other locations only when the Mist 1s present.




Abnormal Status

Some enemy attacks will affect the health ———
status of your character. Abnormal ' o T Ty, r
statuses can be cured with the proper
items. Use the items wisely and quickly
when affected by an abnormal status.

Types of abnormal status: Jabin" (Spirit
Poison: Maximum HP decreases 5% every Nos: (Spwi _ _
turn and attack and defense powers also Fr o RSl N TREAE o SN 72138
gradually decrease. HP will not fall below 1.

Toxic: Maximum HP decreases 10% every turn and attack and defense powers also
decrease rapidly. HP will not fall below 1.

Numb: Unable to move for several turns, or until attacked.

Rot: Appears on right hand, left hand, and legs Unable to use affected areas
In combal. -:.;- Thh

Curse: Unable to use Magic. Vulnerable to attacks.

Stone: Will not take any damage when med but will not be able to move.
Must use Medicine to cure. S W

J#I
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Characters '
Vahn

A young boy living with his father and younger sister in Rim Elm, a remote village
whose high walls keep the Mist oul. Possessing a strong sense of justice, Vahn is
determined to uncover the true nature of the Mist and free the world from its
terror. Alter his fateful encounter with the Ra-Seru Meta, he leaves his village to |
embark on a great adventure.

Possesses a good balance between offense and
defense in combat. Parameter growth is
average. Having a Ra-Seru of the fire
attribute, Vahn is not very adept at
summoning Seru of the water attribute
— his :only weak point.

o mwitli the Teftand dﬂﬁﬁm
~ administered mmultanemwli |
PK Combo & 4 27

A combination of techniques

executed in rapid succession

against an opponent,
Attribute: Fire.

Favorite Weapons: Knives, Swords, Knuckles.




Noa

" Raised by a woll in Snowdrift Cave, which miraculously escaped the Mist, Noa is not very
articulate, but, on the other hand, possesses a natural intuition and the ability to
perceive evil. She is curious and cheerful, but has an extreme dislike of being alone.

With excellent vitality and speed, Noa is proficient at consecutive attacks. Her light,
| nimble body, although giving her excellent agility, makes her

1 somewhal lacking in strength and upper defense
' power. She is the only left-handed

character of the three.

Lizard Tail ? % 4
Areverse somersaull
kick culminating
in a high kick.
'.-thf 4?2
_' ' ies of kicks powered by lI!B
gal force of a | forward spin.

._hf.wr?ﬁfi
-1 'j_ \ consecutive attack of punches
Olowdbys k.

L]
'--

'|-'|--|l"!ﬂ -
¥ .'.“H" :
[ |

ite Wes 52 Claw, Feral.
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Gala

A warrior-monk of Biron, a faith centered on the belief in physical and mental discipline
through rigorous training. Having lost both parents to the Mist when he was a child,
Gala not only disavows the use of Seru but also hates the Seru themselves. Even
after attaining the title of Master at the youthful age of 17, the ever-serious Gala
continues his rigorous training without pausing to
celebrate this achievement.

His well-trained body delivers the most powerful attacks
ol the three, On the other hand, his vitality and speed
ratings are low, and he is the leasl adept al
combining Arls.

Flying Knee & 4 ?

A erippling knee kick administered
at the end ol a powerful jump.

Back Punch & ? &
A back-handed punch powered by the
centrifugal force ol a well-timed spin.
Side Kick # 2 4 ?
A consecutive atlack; a rapid succession
ol high kicks followed by low Kicks.

-

- —

Attribute: Thunder.

Favorite Weapons: Club, Mac




Mei

A kind-hearted girl born and raised in Rim Elm. A childhood [riend
of Vahn, she also feels a love for Vahn that she cannol express.
Although outwardly restrained in manner, she is tough
to the core and reacts steadfastly to any threat.

Songi

Like Gala, Songi is a warrior-monk raised at Biron Monastery
as an orphan. Conceited and proud, he perversely
sees a rivalry between himself and Gala, who has
overshadowed Songi. He believes that strength
s evervthing, and will do anything to win.




Adventure Hints

Below are several hints to help you in vour adventure through the world of Legaia.

Training with Tetsu

[ the village that begins our story, you will find a martial arts master named Tetsu
standing silently on the beach. Talk to him to receive training in the basics of fighting.

Acquiring items

.ltema aresametlmes acquired when checking the contents of objects like dressers

WhEH thls happens, a message appears telling you what object you
thg item is automatically added to the collection of items
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Combine multiple Arts in a single attack

Two or more Art commands can be entered back-to-back, and there is a way to
abbreviate Art commands when doing so. Here's a hint: Look at the connecting
parts of two adjacent commands.

Use the signs to avoid getting lost

) All over the field are signs pointing the wav. I vou see a sign on your way somewhere,
be sure to read it carefully, Press the X button while standing in front of a sign to
read that sign.

Use accessories to gain special abilities N 3

B Ic ml nnrmalh L

s by wearing
1) W these ski

Each accessory imparts a skill, or Special'a:bility N
in their special abilities, but can acqmre
accessories. You can creale \Our own origi

l in effective combinations.
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Use a Memory Statue whenever you find one

The save feature can be used anvwhere in the outside field, but in a town or dungeon.
a Memory Statue is needed to do so. Conversely, think of the Memory Statues as '
marking important points in vour adventure. Even a Memory Statue in what appears 11
to he an umimportant location should be considered an omen of something. Be sure '
to make every preparation before moving on.

Be aware of everything around you < ‘
When vou think vou have reached a dead end, carefully examine the sights and sounds q
around you. When vou think vou are stuck, look areund, for somethj gis Suce 1o he 4
different. |
Mysterious Statues p
To the right in Hunter’s Spring are four Mysterious Statties. Written oii'the pedestals
of each are the rules of Fighting, Accessories, Magh e standing in
front of a pedestal, press the X button to bangup gories of rules.
Use the up and down directional buttons tojSelectt » X button 1o enter.
| 'y |' "
i ,
L ; . .



Weapons

Fach character specializes i a dilferent category of weapon, and so the amount of damage
your character is capable of infheting will vary depending on the weapon equipped.

Name

Survival Knife

Battle Knife

Sho‘ﬁwurd
e

Nail Glove
Crimson Nail
Survival Club
(Vahn) Fist
(Noa) Feral

" (Gala) Mace

Category

Knife

Knile

Swortd

Claw

(Claw

Club

Knuckle

Feral

Mace

Expert
Vahn
Vahn
Vahn
Noa
Noa
Gala
Vahn
Noa

(iala

11




Wa or Se
lronman Seal

Guardian Clip NoF*

Green Clip Noa
Power Earring Gala
Hunter Clothes Vahn
Savior Clothes Vahn
Fighting Robe Noa |
Green Robe | Noa .L
Power Plate Gala |
Warrior Boots -~

Ironman Boots

Electric Shoes

Tempest ﬁﬂes'sft;‘ i o
| 3.5 |

Power Shoes



Accessories
| Each type of acce'%snry delivers a different special effect when equipped. Generally,
\ L.Hh rie: mt h@pnfchMat a shuptl_)_nithsume can be found hidden in treasure

- Ches '”” ou come: ilmm amaccessory during vour adventure, be_sur&-to acquire it

i,f" er use' - P
S .

‘g

-~

~ - Effect wt.!en equipped

- m———

‘_

-

- -
=

~—Mei's Pendant _ 10% rise in maximum HP pa—

—
. . - — =
= ity
— =

ha 1a higher percentage of blows

Jefender Chain  Blocka higher percenlagt; of vour opponent’s blows
Cure Amulet Disable all vour opponent’s poison attacks

Scarlet Jewel Upper-body defensive power up 20%

Azure Jewel Lower-body dcre_nsive power up 20%

Mettle Ring 10% rise increase in AP

Golden Compass  Increases the probability of a first-strike by companions

Decreases the probability of a first-strike by opponents

Increases the probability of absorbing new Magic 43



Items

ltems are varied to include those that restore HP and those that raise your statuses 1o
give you an advantage in combal. ltems are normally used on one of three screens:
the Combat screen, the Status screen or the Field screen.

Name Effect

Healing Leaf Restores 1 member’s HP by 200

Healing Bloom  Restores all members™ HP by 200

Magic Leaf Restores | member’s MP by 50

Antidote Cures Poison slatus during combat

f
m@ mes every abnormal status except Knocked Out |

Phoenix Cures Knocked Out status

Door of Light For escaping from a dungeon |

Door of Wind For warping to an already-visited town (field only) I : \
Fury Boost Maintains extended vitality gauge for that fight i
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Software Warranty

Sony Computer Entertainment America (SCEA) warrants to the original purchaser of this SCEA
. product that this Software is free from defects in material and workmanship for a period of ninety (90)
A days from the date of purchase. SCEA agrees for a period of ninety (90) days to either repair or replace,
1 at its option, the SCEA product. You must call 1-800-345-SONY to receive instructions to obtain
) repair/replacement services.

This warranty shall not be applicable and shall be void if the defect in the SCEA 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 SCEA. 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 SCEA BE LIABLE
FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR
MALFUNCTION Ok THE EB%SOFTWARE PRODUCT.

Go not ¢ wﬁmim&ons as to how long an implied warranty lasts and/or exclusions or
CORBEqU g al damages, so the above limitations and/or exclusions of liability may not apply
ves You specific legal rights, and you may also have other rights which vary from
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A Gothic Tale Straight from the Grave

Challenge the powers of darkness and untold magic as Sir Dantel Fortesque
returns from the grave to battle an evil sorcerer's plans of demise.

(As:if being dead wasn't bad cnou_gh']
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