LIVE HELP NOW AVAILABLE ONLINE!

Ever get stuck and just need that extra edge to beat the level?
Having problems getting your game to work properly?
Now you can get one-on-one help from NAMCO BANDAI Games America Inc,
using your web browser!

Simply go to livehelp.nameo.com for more details.
Live Counselors available from 9am-5pm Monday-Friday Pacific Time.

NAMCO BANDAI Games America Inc.
ATTN: Customer Service
4555 Great America Parkway, Suite 201
Santa Clara, CA 95054

Before returning any defective materials to us, please contact us for a Return Machandise
Authorization (RMA) number. You can reach us at the address above, via e-mail at
suppori@namcobandaigames.com or contact us at (408) 235-2222. Please note that any
materials sent to us without an RMA number will be refused and returned. We highly
recommend that you use a traceable and / or insured method of shipping the materials to us

Namco Bandai Games America Inc. Online:
www.namcobandaigames.com
Visit our Website to get information about our new titles.

LIMITED WARRANTY

NAMCO BANDAI Games America Inc. warrants to the original puchaser that this NAMCO
BANDAI Games America Inc. game pack shall be free from defects in material and
workmanship for a period of ninety (90) days from the date of puchase. If a defect covered
by this limited warranty occurs during this 90-day limited warranty period, NAMCO BANDAI
Games America Inc. will repair or replace the defective game pack or component part, at its
option, free of charge.

This limited warranty does not apply if the defects have been caused by negligence
accident, unreasonable use, modification, tampering, or any other cause not related to
defective material or workmanship.

LIMITATIONS ON WARRANTY

Any applicable implied warranties of merchantability and fitness for a particular purpose
are hereby limited to ninety (90) days from the date of purchase and are subject to the
conditions set forth herein. In no event shall NAMCO BANDAI Games America Inc. be

liable for consequential or incidental damages resulting from the possession or use of this

product. The provisions of the limited warranty are valid in the United States only. Some
states do not allow limitations on how long an implied warranty lasts, or exclusion of
consequential or incidental damages, so the above limitation or exclusion may not apply
to you. This limited warranty provides you with specific legal rights. You may have other
rights which vary from state to state.

To register product online go to

WWW.NAMCOREG.COM
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Thﬁ_ very much for your
L purehase of the Xbox 360°
Before playing this game, read the Xbox 360 Instruction Manual and any peripheral manuals for } y : ":gufdcgpt SAGA.” Be
important safety and health information. Keep all manuals for future refarence. For replacement g " sure to read this manual

manuals, see www.xbax.com/support or call Xbox Customer Support (see inside of back cover). i | A before playing.

Important Health Warning About
Playing Video Games

- BANDAI Games Inc. NAMCO

PHOTOSENSITIVE SEIZURES o8 . BANDAI Games logo is a

Avery small percentage of people may experience a seizure when exposed ta certain visual  trademark of NAMCO

images, including flashing lights or patterns that may appear in video games. Even peaple who § i |\ BANDALThe ratings icon is 8

have no history of seizures or epilepsy may have an undiagnosed condition that can cause these  registered trademark of the
“photosensitive epileptic seizures” while watching video games. : rtainment Software

‘| These seizures may have a variety of symptoms, including lightheadedness, altered vision, eye or | : iation. Microsoft, Xbox,

| face twitching, jerking or shaking of arms or legs, disorientation, confusion, or momentary loss of ) Xbox 360, Xbox LIVE, and the

| awareness. Seizures may also cause loss of consciousness or convulsions that can lead to injury b4 - Xbox logos are the trademarks

from falling down or striking nearby objects. ~ ofthe Mfcrasafr group of

|mmediately stop playing and consult a doctor if you experience any of these symptoms. Parents ; : _ companies. All other

should watch for or ask their children about the above symptoms—children and teenagers are i 4 trademarks and trade names

more likely than adults to experience these seizures. The risk of photosensitive epileptic seizures i | S are the property of their

may be reduced by taking the following precautions: ¢ ragf_ggcnve owners.

«  Sit farther from the television screen.

+ Use a smaller television screen.

*  Play in a well-lit room.

+ Do not play when you are drowsy or fatigued.

If you or any of your relatives have a history of seizures or epilepsy, consult a doctor before playing.
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Culdcept - the “Book of Creation” made by the omnipotent goddess
Culdra to control the universe. It is said that whoever controls this

book can. create a new world.

In ancient times, this book became the catalyst for a war between
the gods. In her despair over this terrible situation, Culdra shattered
the Culdcept into plcccs-. The pieces of the broken Culdcept became
cards made of stone, and scattered to the ends of the Earth. With
this act, the war between the gods finally came to an end.

A long time passed. Again, a conflict erupted over the possession of
the cards, this time among the humans. This conflict was brought
about by the belief that whosoever controlled the cards would
receive “limitless power.” Those who could draw forth the power of
the Culdcept were cal]ed“Cepters." and the one Cepter who
managed to rise above all the others created a new world.

With the creation of the new world, the Culdcept was scattered
across the globe, and once again a war broke out between the
Cepters. Only the most powerful Cepters survived.

It remains to be seén if this war is a fabrication of the Cepter who
created the world, or if it was born of the Culdcept's own desire to
,propagatc through the universe. The cycle of the Culdcept seems

doomed to repeat jtself for all eternity.
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Boy (Main Character)
The protagonist of Culdcept SAGA. He lost
his parents at an early age and was raised
by his aunt and uncle. He chooses the path
of a slave for himself in order to save his
impoverished aunt and uncle and his other
villagers. Faustina helps him to realize his
hidden potential as a Cepter.

Faustina

The Traveling Princess

Faustina is the Queen of the Advatar Empire, the most powerful
empire on the continent. After receiving a holy prophecy, she
sets out in search of the Cepter who could save the world, but
the guidance of the cards leads her to discover our protagonist
She departs with the protagonist on a journey for peace, but...

The World of Asgard -
this is but one of the multidimensional universes born of the Book of Creation, Culdcept.

It was an era when the world's lust for the great cards had been all but forgotten.
Cepters, once the masters of the cards, had supk down to the level of the world's
soldiers, bandits and sideshow gladiators. They had let their once great powers go
to waste, and were painfully unaware of their true raisons d'étre...

But in a far off corner of this world, a boy had a dream.

A light emerged in the center of the darkness, and then spread out‘and became
innumerable stars. A voice resounded through his mind...

“Use your power, gather the cards, and go forth.”

A fateful morning awaited the boy, though he knew not the meaning of the words
he had heard... »

On this day, the boy had to leave the village where he
had been born and raised. In order to save the poor
people of his village, he sold himself to a merchant.
The boy walked away with his hometown at his back, the
merchant at his side. Soon thereafter, a girl happened to
pass by the two of them. She called out to the boy:

“Did you have a dream? A dream where stars were born
in the darkness.”, b

With this encounter, the boy's fate began to r.lrasncally
change...

l’nut S 1pph|m Xt

He Who Would Lead the World to Destruction

A Cepter from another continent who opposes the rule of the
Empire, he is known as the “Dark Priest Sapphius.” He
underwent Cepter card training, and now he quests to control
the power of the cards. He is using the Cepters whe sarve him
to defeat other Cepters across the continent and collect cards.
He is attempting to start a war as he depletes the Cepters’
ranks, bringing the "Time of Lull” to the Advatar Empire.

A Young Female Bandit

Like the main character, she had an impoverished
upbringing. However, since awakening to her Cepter
abilities, she has been lawless, guided by no
particular personal philosophy, only looking to steal
cards from others and seeking greater power and
pleasure. She is fiercely dedicated to her thieving
profession and to doing whatever she pleases as she
travels across the lands.

Diarna

A Female Crimson Knight Who Became a Hermit
Originally a female knight of the Advatar Empire, she fell in
love with a knight on the enemy's side, and became a
hermit to avoid fighting against her love. She is also
Faustina’s teacher, and, moved by the pure intentions of the
Boy who accompanies her, mentors him in his card training.
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n explanation of the basic controls below. This game supports from 1 to 4 players.

XBOX 360 CONTROLLER
75}

-Switch Land Information

Creature Attribut
highlight in

Chapter One

Game Screens and Controls
On the next few pages you will find necessaryiformation about Xbox
360 Controller operation and the game screefs that you'll find in 1
Culdcept SAGA- Be sure to review this section if you have any @
guestions about the game. Nhok Biiichs bution

Brings Up Xbox 360 Guide

(When Click

to Default Location

e on Xbox LIVE®. Build your profile (your gamer profile). Chat with
messages. Get connected and join the revol

CONNECTING

Before you can Xbox LIVE, conne box 360 console to a high-speed Internet connection and sign up to
become an Xbox LIVE member. For more information about connecting, and to determine whether ) LIVE is
lable in your region, go to www.xbox.com/live




% Normal Game Screens and Controls __=\{

When your turn begins, the Spell Selection Mode Screen (see the image in the center of the page) will be
displayed. You can switch modes by pressing Up on the D-pad to roll the die, or Down on the D-pad to selecta

Command.

In this mode, you rall the die and move your

Di character the corresponding number of spaces.
e

From Spell Selection Mode, press Up on the

Status Panel 1) o4 1o switch to Die Mode, and you'l

Card  3ytomatically start rolling the die in the middie of the
Explanation g oen Press @ to stop the die
g Spell Selection

Hand Panel |, iis mode, you can use Spell cards (see p.21).
«Status Panel (see p.11) This shows the player's
current status.
+Card Explanation Panel (see p.11) This displays
information about the card to which the cursor is
currently painting
*Hand Panel This displays the cards that you're
keeping in your Hand. Cards that are brightly lit up
are Spell cards that you can use.

From here, you can execute all commands except for

Command Tgrritory commands (see p.30).
Explanation
Panel

Command Panel

Xbox 360 Controller Operation

D-pad Up and Down
D-pad Left and Right

o
am

@ Cepter Name

@ Magic Power

© Cepter Color

Q Total Magic Power
© Check Markers

@ Creature Symbol

@ Land Attribute

© Owner Frame

© Toll Fee / HP / MHP / ST/ etc.

@ Card Ability: This is the special ability (effect) that the card

status Panel

Cepter Name: The Player Character’s Name

Cepter Color: A color that designates your player. There are four
types: red, blue, yellow and green.

Total Magic Power Rank: This shows the player’s rank, in
comparison with the total Magic Power of other players. The color of
the frame around this number is the Cepter Color.

Magic Power: How much Magic Power you can currently use.
Total Magic Power: This is the sum of your current Magic Power, the
value of your Territories and the value of your Symbols.

Check Marker: This allows you to see which Forts (checkpoints)
you've passed in your current lap. N is the North Fort, § is the South
Fort, E is the East Fort, and W is the West Fort

Note: Check Markers for Forts you've already passed will turn white

Creature Symbol: This is a symbol representing the Creature that is
currently occupying the space.

Land Attribute: The color of the space designates its elemental
attribute (see p.27).

Owner Frame: The color of the space’s frame is the Cepter Color of its
owner. The frame grows thicker when the land levels up

Toll Fee / HP / Max HP / ST: Press 48 and @ to cycle through Toll Fee,
ST, HP / Max HP, Support / Land Effects, Land Level and Creature
Attribute displays.

rd Explanation Panel

(using a Creature card as an example)

@ Rarity: How common or uncommon the card is (see p.21)
@ Card Type: The card's type, out of three different types: Creature, Spell

and Item cards (see p.19to 21).

© Auribute: The Creature’s elemental attribute (see p.19). Note: For Item

and Spell cards, the Type (see p.21) is displayed here.

© Magic Power Used / Usage Conditions: This is the Magic Power

necessary to use this card. Certain cards have conditions for use, such
as number of Territories and discard requirements.

© ST: This is your Creature's attack power. During battle, this figure alone

decreases your opponent’s HP.

@ HP: This is your Creature’s current vitality. When it drops down to 0,

your Creature is destroyed

@ MHP: Short for “Maximum HP.” This is the upper limit for your

Creature’s vitality.

© Placement Restrictions: Any elemental attributes of land where your

Creature cannot be summoned are displayed here.

@ Item Restrictions: ltem types that cannot be used in battle are

displayed here.

possesses. ;




Creature Summoning Screen and Controls

Once you finish moving, the Land Information Screen {the screen in the top image an this page) will be displayed k
Press @ once if you'd like to summan a Creature to the land space. If you wish to issue a command, press Down
on the D-pad twice to switch to Command Mode

This allows you to view the Land Information for
Eap!an;?c:: spaces where you can summon a Creature
Panel *Land Information Panel - This shows detailed
information about the space where your character

Support / Land
Effect Panel NS landed
Land Information 0Wner: The name of the Cepter who has currently
panel Occupied the Territory

Value: The value of the land space. This value is

added to the owner Cepter’s total Magic Power. +

Toll Fee: This is the Magic Power that must be paid
by any Cepter other than the Territory's owner who
lands on the space

Level: The Land Level, elemental attribute and Area.
Effect: This shows curse effects which are currently
affecting this Creature (Territory)

«Card Explanation Panel (see p.11)

*Support / Land Effect Panel (see p.27 and 28)

This allows you to select a Creature from the Hand
Card  panel and summon it
Explanation
panel *Hand Panel - Creatures you can summon are
brightly lit in this panel
«Card Explanation Panel (see p.11)

Hand Panel

This allows you to select commands
«Commands (see p.29 and 30)

Command
Explanation
Panel

Command Panel

E  Xbox 360 Controller Operation

Switch Mode

Select Creature Card or
Command

Use Card, Confirm Command

D-pad Up and Down
D-pad Left and Right

View Map
Display Land and
Character Information

i Battle Screen and Controls

When you summon a Creature on Territory belonging to opposing Cepters, or when opposing Cepters summon a
Creature on your own Territory, your Creatures will enter battle. You can change the mode by pressing Up on the
D-pad to view Hand Information, or pressing Down on the D-pad to view Creature and Cepter Information.

Creature Selection
Information about the cards in your Hand is

displayed here.
*Card Explanation Panel (see p.11)

Card
Explanation
Panel

K Item Selection
You can select an Item to use in battle from this
Battle orrp0n,
Information 5 | W
panel *Battle Information Panel - This displays
Hand Panel information about the Creatures who are fighting.
Ability Values: The Creature’s ST and HP values.
Support / Land: These values reflect the Creature’s
Support or Land Effects.
Total: These values reflect the sum of ST and HP
values and Support or Land Effects.
*Hand Panel - Cards you can use in battle are
brightly lit in this panel. To use a Card, press the
button that is assigned to it (@, ©, @, ', @ or @)
To continue without using an Item card, press the
START button

K Creature / Cepter Information

card This displays the statistics of the Creatures that are
Explanation fighting, as well as the current status of their
Panel Cepters.
Status Panel  eCard Explanation Panel (see p.11)

(Cepter
taforiation «Status Panel (see p.11)

Invading Side Defending Side

K Xbox 360 Controller Operation

D-pad Up and Down
D-pad Left and Right

Switch Mo

Select Item Card (when viewing
Hand Information)

Select Item Card (starts battle)
Display Land and

Character Information

,0,0,0.48,0D
START button

ydo st diasid
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' Saving

You can save your in-game progress and on the storage device of your choice [your Xbox 360 Hard
Drive or Xbox 360 Memory Unit}. There are two main types of data that can be used with Culdcept SAGA. The first
type is “Cepter which stores your in-game prog in Story e. Th nd type of data is “External
Data,” which stores individual pieces of data like Books, rules, and Al characters. External Data can also be
traded between players

Note: See p.43 for details about exchanging External Data

Note: You need at least 72KB of free space in order to save

R How Do I Save Cepter Data?

* Select “Save” on the Story Mode System Menu Screen.
* Select “Save” from the Maintenance Screen.

[]z This symbol means tl epter data has been updated and needs to be
saved. Don't forget to save before turning off your Xbox 360 console

Note: Do not turn off the console, and do not remove any storage devices (your Xbox 360 Hard Drive or Xbox 360
Memary Unit) or Xbox 360 Controllers while the game is saving or loading

What's Stored in Cepter Data
Story Mode progress
Cepter parts obtained in-game
Book Covers obtained in-game
Card stock Individual Al character data
Al characters you've created (up to 16} Individual card data
Books you've created (up to 16) Maps
Rules you've created (up to 16) Individual Cepter part data
Individual Book Cover data

Types of External Data
Replay data
Individual Book data
Individual rule data

Note: Cepter data cannot be nondestructively copied. When you change storage device, Cepter data will be
removed from the original st 2 and moved to the new one

Suspending Play in Story Mod

+ Only in Story Mode is it possible to use the “Suspend” command in a
turn before you roll the die or cast any Spells (see p.30). The Suspend
command saves all of your progress up until that point onto the
storage device (Xbox 360 Hard Drive or Xbox 360 Memory Unit) and
exits the game.

= If you wish to start a suspended game from where you left off, enter
Story Mode and select “Resume Suspended Data.”

* You are unable to view game analysis information and to save replay
data for games you've suspended then resumed. Suspending a game
will also make it so that you cannot get achievements from the game
or have your win in that game count towards your win / loss record.

Note: If you select “Continue” when you start Story Mode after having
suspended a game, you will restart the game in which you suspended
play from the beginning of the match.

&
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Chapter Two

How to Play Culdeept SAGA
This chapter gives detailed, pragtical explanations of how to play the
game, from game objectivesto the usage and features of eards; from
the bare basics up toaetual gameplay, as wellas teehniques for
editing Books.



¥ Game Modes

Once you've started up your Xbox 360 console and inserted the game disc
securely, the game's title screen will be displayed. Press the START button
at the title screen, and you'll be able to choose from the following game

modes.

EIMain Game Modes Selectable from the Title Screen

K New Game
Choose this option when it's your first time playing
Culdcept SAGA. This selection allows you to start

Story Mode (see p.18).

K Online

Using Xbox LIVE, you can enjoy online matches. You
must sign up for Xbox LIVE before you can enter this
game mode (see page 45).

K Achievements

This mode allows you to view all of the achievements
that you've received from fulfilling various in-game
objectives.

|
This mode lets you resume Story Mode with data
you've previously saved.

Select this mode to play a game against up to three
other friends. You can also have story characters and
Al characters participate in the game, so this mode is
enjoyable even for a single player,

K Replay
In this mode, you load and watch saved game
patterns like movies.

GO AROUND THE MAP ONCE AND

RECEIVE THE “LAP BONUS"
If you go through all the Forts (checkpoints) and
arrive back at the Castle (the starting point}, you
will receive a bonus in the form of Magic Power.
The Lap Bonus points vary depending on the
numbers of Territories and Symbols in your
possession.

PASS THROUGH FORTS TO RECEIVE THE
“FORT BONUS™
When you pass through Forts (checkpoints) you
have not yet passed on a lap, you'll receive a Fort
Bonus in the form of Magic Power.

[N Get the target amount of Magic Po

PLACE CREATURES ON LAND SPACES

and reach the Castle before the other players

TO MAKE THEM YOUR TERRITORY
You can raise your Magic Power by placing
Creatures onto land spaces to claim them as your
own Territory.

TAKE A “TOLL FEE” FROM OPPONENTS
WHO LAND ON YOUR TERRITORIES
You can exact a toll fee in the form of Magic Power
from opposing Cepters who land on your
Territories.

e
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i Creating A Cepter

Cepters are character symbols that you control. You can choose from different hairstyles, hair color and skin
color variations, allowing you to select a Cepter with an appearance that suits your preferences.

SINABE Sclect “New Game” from the Title Menu Screen.

After the Culdcept SAGA Title Screen has been displayed, press the
START button and the Title Menu will appear. Select “New Game” to
create a Cepter.

STEP 2

Once the Cepter Creation Screen is displayed, it's time to make a
Cepter. Use the D-pad to select hairstyle, hair color or skin color.
Numbers and arrows for the selected attribute will appear. Press Left
and Right on the D-pad to change the numbers, and the appearance
of your Cepter will change accordingly.

Pick a hairstyle, hair color and skin color.

ERYAMEY Input Your Cepter's Name.

Select “Name"” to give a name to your Cepter. When you select

“Name"” a keyboard will appear. You can input a name of up to 9
characters. Press @ to go back one character. Once you have

finished inputting your Cepter's name, press the START button to
continue.

STEP 4

Finally, select “Create Cepter” to make a Cepter with the settings
you've chosen, The Story Mode will then begin.

Finish Cepter Creation.



" Advancing in Story Mode

Story Mode is a single-player game mode where you follow along with the story as you play. In this mode, you
can work to master all of the rules in Culdcept SAGA, and use the cards that you collect to edit Books.

EIVABE Create a Cepter
* When Playing for the First Time
Select “New Game” from the Title Menu, and create a Cepter (see
page 17). A Cepter is a character figure that you control.
* When Continuing from a Previous Save
Select “Load” from the Title Screen. Select the storage device (your
Xbox 360 Hard Drive or Xbox 360 Memory Unit) where your data is
saved, then select the save data that you wish to use. Select “Yes”
from the menu, then select “Continue”. The System Menu Screen will
be displayed, and you will be able to start the game in which you
suspended play from the beginning of the match. Select “Resume
Suspended Data” to resume the game from the point at which you
last used the suspend function.

STEP 2

The System Menu allows you to edit and exchange Books, among
various other actions. Once you receive new cards from clearing a
stage, try editing a Book. Select the Book you wish to edit, choose
“Book Edit,” and then set what you want your Book to contain.

* What's a Book?

A Book is a deck of cards. At first, you will play with a Book that has
been provided for you. Once you've cleared some stages and gotten
new cards, you'll be able to edit Books yourself

Editing Books

Next, select the stage to play. If you select “To Next Stage” from the
System Menu Screen, you will begin playing a new stage. Choose
“Past Stages” to select a stage that you've already cleared

RIVAMES Clearing Maps

Each stage has a target total amount of Magic Power needed to clear it. The first Cepter to reach that total
amount of Magic Power and return to the Castle (the starting point) is the winner. When you become the
winner in a stage, you clear that stage and move on to the next stage. After clearing a stage, various
information about the game just played is displayed, including the change in total Magic Power for each
Cepter, the total Magic Power each Cepter had at endgame, the total amount paid in tolls and other
information. If you were nat the winner, you will be given the opportunity to try the stage again.

About Replays
If you use the Replay functionality, it's possible to save all of the actians carried out in a single game,
from start to finish, on your storage device (your Xbox 360 Hard Drive or Xbox 360 Memary Unit). Use
this feature to record games that left an impression on you, or to analyze and study strategies for future
games, The maximum number of turns that can be recorded in a Replay is 100.

" Types of Cards

There are three major types of cards in Culdcept SAGA: Creature cards, ltem cards and Spell cards. [t's possible
to tell the difference between these types of cards from how the card's frame looks, as well as the card type
given in the Card Explanation Panel (see p.11).

K Creature Cards

These cards are placed onto land spaces and into battle with enemies.
In addition to the two principal traits of HP (vitality) and ST (attack
power), Creatures also have elemental attributes and special abilities
Each Creature has a set cost (Magic Power) that is required to use it

nCreature Attributes
All Creatures are classified into six types of elemental attributes. If a Creatures attribute is the same as the attribute
of the Territory on which it is placed, the Creature can receive a land effect in battle {see p.27), raising its HP.

B3 Types of Creatures

Creatures can be divided into three major types.

Normal Creatures

Defensive Creatures

Item Creatures

Creatures equipped with
regular abilities

Creatures with high HP that
cannot invade other Cepters’
Territory.

Creatures that can be used
as ltems during battle.

n Item Restrictions
There are certain types of Creatures that cannot use certain ltems during battle.

Fire Water Air Earth Neutral Multi-
Attribute Attribute Attribute Attribute Attribute Attribute
An offensive type of A defensive type of An offensive typa of A defensive type of These Craatures lack an | | These Creatures have
atiribute. Many fire attribute. Many water attribute. Many air attribute. Many earth attribute. They typically multiple attributes. They
attribute Creatures have | | attribute Creatures have | | atiribute Creatures have | | atiribute Creatures have | |have o low cost for use. | | typically have & high
high ST the Neutralize skill the Attacks First siull the Support skl cost for use.

ymw-mm

% No Armor

@& NoTools

(0% NoScrolis

Cannot use ltems such as
Morning Star and Long
Swords.

Cannot use ltems such as
Chain Mail and Leather Armor.

Cannot use ltems such as
Gremlin Tooth and Ring of the
Succubus

Cannot use scroll ltems such
as Fraezing Wind and Fire
Stone

E3Placement Restrictions
There are certain types of Creatures that cannot be placed onto certain land spaces.

& o

¥ Nowaer

FE Noar

A& Nokarth

Cannot be placed onto fire
attribute land.

Cannot be placed onto water
attribute land

Cannot be placed onto air
attribute land.

Cannat be placed onto earth
attribute land,

i Ty (S AR )




Kl Creature Abilities
Here, we introduce the main Creature abilities.
Note: For more details, see Creature Abilities in the In Game Help.

Ability Effect

Attacks First

Attacks Last

Poison
Paralysis
Confusion
Defensive Type

Snppun'

Instant Death

Neutralize
Critical Hit

Scroll Critical Hit
Regeneration

Penetration
Boost

Territory

Evolve

Placement Ability
Global Ability

Immediate

Enchantment

Allows the Creature to attack first in battle, even if it's the one defending the Territory,
(If bath Creatures have the Attacks First ability, the battle will proceed as usual, with
the invading side taking the first attack.)

The dppusfte of Attacks First. Even if the Creature is invading, it will wait for its
opponent to attack first. (If both Creatures have the Attacks Last ability, the battle will
proceed as usual, with the invading side taking the first attack.)

Poisoned Creatures lose 30% of their maximum HP at the end of battle.

Paralyzed Creatures cannot attack, nor can they use special abilities or Items.
Confused Creatures receive 30% of the damage that they deal to opponents.
Creatures with this ability cannot be used to invade Territories. They also cannotbe
moved using the “Creature Movement” Territory Command.

Creature cards in your Hand can be used in battle like an ltem. At the beginning of
the battle, the ST and HP of the Creature card used are added to the fighting
Creature’s statistics (the Creature card used for support will be discarded after

the battle).

When an attack is successful, the attack can destroy the opposing Creature
regardless of its remaining HP. Destroying your opponent is not guaranteed, and is
subject to certain conditions and probabilities.

The Creature takes no damage from certain opponents. However, the Neutralize
ability cannot typically be used against scroll attacks.

Under certain conditions, the Creature will deal 1.5 times normal damage to
opponents. If a weapon Item is used, the weapon’s ST will also be multiplied by 1.5.
When a scroll is used, it will deal 15 times its ST in damage.

If the Creature has at least 1 HP remaining at the end of battle, they will recover all of
their HP.

Deals damage to the opposing Creature, ignoring any defensive Land Effects.

This can have a positive or negative effect on the ST and HP of Creatures that meet
certain conditions.

The Creature placed on the Territory can use special abilities (Territory abilities) by
paying a certain amount of Magic Power.

The Creature can pay a certain amount of Magic Power to transform {evolve) into
another Creature. Unlike transformations in battle, an evolved Creature, similar to
Creatures who have combined, will permanently remain the Creature into which it
has evolved.

This ability takes effect as soon as a Creature has been placed. The effect continues
until the Creature is destroyed.

This ability takes effect as soon as an Idol has been placed. The effect continues
until the Idol is destroyed.

As soon as the Creature is placed onto a Territory, it can use that Territory's Territory
Commands (except for Creature Exchange). This ability takes effect when the
Creature has been summoned from the Cepter’s Hand and placed onto a space, as
well as when it's been placed onto the space due to a Creature exchange.

As soon as a Creature has been placed, it becomes cursed.
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K Item Cards

These are cards that can be used in battle to help Creatures gain an
advantage over their opponents. They can increase a Creature’s HP or ST,
as well as grant that Creature special abilities. Using an Item card requires
a set amount of Magic Power, which depends on the card. Some
Creatures are subject to limitations, such as not being able to use certain

types of ltems.

B3 Types of Item Cards

%{g’ Weapons

g:E Armor

Weapans primarily raise a Creature's ST and
increase the damage that it does to its
opponent. They are effective if used when
invading a Territory

Armor primarily raises a Cresture's HP and
prevent it from being destroyed. It's most
effectively used when defending a Territory

@ Tools

i Scrolls

Tools give assorted abilities and effects to
Creatures. Tools have assorted and sundry
effects, such as transforming Creatures or
piving them the Attacks First in a battle

K Spell C

ards

Scrolis can deal damage to opponents,
ignoring Territory bonuses

These are cards that are used against Cepters and Creatures. They can have
various effects, such as stealing Magic Power from other Cepters and
controlling die rolls. Using a Spell card requires a set amount of Magic
Power, which depends on the card. Depending on how long their effects last,
Spell cards are divided into Instant Types and Enchantment.

4% single Target Instant

Multiple Target
4 et

These Spells have an Immediate Effecton s
singla Cepter or Creature

These Spelis have an Immediste Effect on
multiple Cepters or Creatures

D Sm le Target
antment

cm Mulnﬁla Target

These Spells have an Enchantment Effect on
a single Cepter or Cresture (see p.33)

These Spells have an Enchantment Effect on
multiple Capters or Creatures (see p.33)

Card Rarity

All cards have a set rarity, which has to do with how hard they are to obtain. The rarity of each card is indicated
by the letter displayed in the lower right of the screen on the Card Selection Screen and other screens.

K3 Types of Rarity

(Normal) A normal, everyday card.
@ (Strange) An unusual card.
F@ (Rare) A very hard-to-find card.

ﬁ (Extra Rare) An extremely rare card that requires
you lc furﬁll certain objectives to receive.




Game Flow

Each Cepter waits for his or her turn to come, and then rolls the die.
Cepters may advance a number of spaces equal to their achieved die roll

A Cepter can cast a Spell before rolling the die, or summon a Creature after
using the die to move. When all Cepters' turns have completed, the next
round will begin.

E3 One’s Own Turn Flow

When the turn begins, a single card will automatically be added
from your Book to your Hand. You can carry up to 6 cards in your
Hand at a time

Ifyou have a Spell card that you can use, you may play it before
using the die to move. You don't need to play a card if you don't
have a card you wish to play.

Stop the die roll when you want, and move forward on the map
according to the die number that you rolled.

You can summon a Creature to make your current space into your
own Territory, or use a Territory command.

Summon a Creature
(Do Battle)
or
Use Territory Command

[Things You Can Do On Your Turn

When your turn begins, a single card will automatically be added from
your Book to your Hand. You can have up to 6 cards to use in your
Hand. If you draw a card when you already have 6 cards in your
Hand, you must discard one of your cards.

Note: If you draw all 50 of your Book's cards, your cards will be
automatically shuffled, producing a new, reordered Book of cards.

[Things You Can Do On Your Turn

When you draw a card, the Spell Selection Screen will appear. Cards
that you can use will light up. In order to use a Spell card, pick a card
with Left and Right on the D-pad, and confirm with @. If there are no

Spell cards that you wish to use, press Up on the D-pad to roll the die.

[Things You Can Do On Your Turn <RI Lo

Press Up on the D-pad if you don't wish to use a Spell, if you do use a
Spell the game will go into Die Roll Mode automatically afterwards.
Press @ to stop the die, and then move forward on the map according
to the number you rolled. If you encounter a fork in the path, select
the path on which you wish to travel using the D-pad, and press @ to
confirm your selection. If you pass through a Territory that you control,
a white circle will appear. Once you've finished your movement for
the turn, you can use Territory Commands on one of the Territories
with a white circle (see p.29).

[Things You Can Do On Your Turn €I iRty

When you've finished the movement part of your turn and landed on a
Territory, you can summon a Creature from the brightly glowing cards
in your Hand. Select a card with Left and Right on the D-pad, and
confirm your selection with @.

When You Land on When You Land on Another

Unoccupied Teritory Cepter's Territory

The Creature you summon will  The Creature you summon will enter battle

be placed on the space, and it with the Creature currently protecting that

will become your Territory. Territory. If your Creature wins the battle,
the Territory will become yours.

o $

EIWhen You Cannot Summon a Creature

Each card has necessary Magic Power and conditions needed to use it, and if you don't fulfill these conditions
you cannot summon the Creature. If you cannot summon a Creature, the reason will be indicated by an icon in the
upper right of the card

Not enough Magic You don't have land of You can't place this
F Pawer the necessary attribute Creature on this space
< § L g <>
Defensive type, so can't Can't invade due 1o You can't summon
invade Spell effects Creatures due to o
Enchantment

How to Restore a Creature’s HP
Creatures can lose HP due to battles and Spells from enemy Cepters. Creatures are destroyed when their HP
reaches 0, so you should restore their HP when it becomes low. There are three ways to restore HP.

B3 Ways to Restore Creature HP

estore HP with a Lap ~ Each time you circle around the map, most of your Creatures will recover
20% of their maximum HP. |
Restore HP with a Spell Use a Spell card with restorative effects to replenish your Creatures’ HP. ;

I T A el [fyou use a Territory Command to replace one Creature with another in your |
Hand, the Creature returned to your Hand will recover all of its HP ‘

You don't have a card in
your Hand to discard




If you summon a Creature when you've landed on an opposing
Cepter's Territory, a battle will begin. If you choose not to call a
Creature, or if your Creature loses in the battle, you will be forced to
pay the Territory's Magic Power toll fee. If your Creature beats the
opposing Cepter’s Creature, no Magic Power will be taken from you,
and you'll be able to claim that square as your own Territory.

How Should I Pick a Creature to Seize Territory from an Opponent?

When you land on an opposing Cepter’s Territory, an icon will be
displayed on your Creature cards. This icon can help you compare the
opposing Creature’s basic statistics and those of your own Creatures,
and help you make a better decision about which Creature to send into
battie. However, keep in mind that this icon is only a rough estimate, and
there are factors such as the opposing Creature’s skills and the Items
they use that may not be reflected in this estimate (see p. 27 and 28
regarding Land Effects and Support Effects).

K3 Icon Showing Probable Battle Result

‘}‘ You can destroy the [ Your own Creature’s ST and Support Effects are greater than
LSRRI the Opposing Creature’s HP and Land Effects.

)| You can destroy the JRGTET] Creature’s ST and Support Effects are;qua{ to lhe
v Rdae SR TEH  Opposing Creature’s HP and Land Effects. i

\w ] Your own Creature’s ST and Support Effects are lowerthan |
SR the Opposing Creature’s HP and Land Effects. 3

See the next page for a detailed flow of battle 3§

On this screen, the calculations of how each Creature’s Support
Effects and Land Effects affect their ST and HP are displayed.

Keeping the calculated ST and HP in mind, the invading side and
the defending side (in that order) choose Items to use in the battle.

The invading Creature usually gets priority and attacks first, but
certain ltem and abilities can allow the defending side to attack
first.

If the defending Creature survives the attack, it is given the chance
to counterattack.

Final Battle Results

*The Invading Creature Wins!

The space becomes the invading Creature's Territory, and that
Creature moves onto the space.

*The Invading Creature Loses...

The invading Cepter must pay the toll fee for the Territory. Creature
cards that were reduced to 0 HP during battle are destroyed and
are not returned to the player’s Hand.

*Both Creatures Survive

If neither Creature's HP was reduced to 0, the invading Creature will
be returned to the invading Cepter’s Hand, and that Cepter must pay
the Territory’s toll fee.

*Both Creatures Are Destroyed

Bath Cepters lose their Creatures, and the space becomes an
unoccupied Territory. No payment of the toll fee is necessary.
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Forming a
Strategy

Before Battle

Before summoning a Creature to an opposing Cepter's Territory and
starting a battle, carefully examine your chances of winning. Be sure to
compare the HP and ST of your Creatures with your opponent’s
Creature, think about how to best use ltems in battle and press ' to
view information about your opponent’s Territory (Support/Land Effects).

K View Hand Information

You can view abilities and other information about the cards in
your Hand. Cards that can be used in the upcoming fight will
be displayed more brightly than others.

K Seclect an Item Card

You can select one card from the brightly displayed ltem cards
to use in battle. To use a card, press the button (®,®,®, @,
@ or @) corresponding to the Item card you'd like to use. If
you don't wish to use an Item card, press the START button.
The battle will then begin.

Your Creature a nd the Opposing

ter's Creature Information

Here, you can view the basic abilities of your Creature and
your opponent’s Creature, as well as the opposing Cepter’s
status. The Creature abilities displayed here do not take Land
Effects and Support Effects into account.

Land Types

There are various land types, but they can be broken down into two
major categories: regular land and special land.

K3 Regular Land Types

There are various land types, but they can be broken down into two major categories: regular land and special
land.These are lands that can be occupied by summoning a Creature onto them. If you summon a Creature onto
a space with the same elemental attribute as the Creature, the Creature will receive an HP-increasing Land
Effect during battle equivalent to 10 times the Land Level, However, there are certain lands onto which Creatures
cannot be summoned, depending on their Placement Limitations.

‘ Fire Water @ Air Earth Neutral Multi-
Attribute Attribute Attribute Attribute Attribute Attribute

b b dbh db - dbh o

Note: Multi-attribute land types grant a Land Effect to all Creatures with a non-neutral elemental atribute, but they
cannot be used in Land Chains.
Note: Neutral attribute land types grant no Land Effects to most Creatures, and cannot be used in Land Chains.

K3 Special Land Types

There are 13 types of special land. You cannot summon Creatures onto special land.

Fortune Teller

|mnus by the Castle after passing I $ by 1f you land on this space.
olf of the Fans (Chackpoints), you will lani you can draw a single card
receive a “Lap Banus.” All of your I of the type of your choice
Crestures placed on spaces on the purchase from your Boak

map will recover 20% of their Symbols (see

maximum HP, pan.

Bridge Fountain
You will receive a “Fort Bonus” each When you land on o 1t you land on this space, you
time you pass a Fort for the first time in bridge, yo meunnspd can do a reincamation (throw
Inp. You can check whather you've away all of the cards in your
slready passed a Fort during a Hand and draw new cards to
Iap in the Check Marker in the raplace them)
Status Panel

Shrine Light Shrine Dark Shrine

When you land on this When you land 5
spa tad space, mostly good ¢
events will occur by the powe

9 af the gods.

of the gads.

Map Change Switch

Passing by or landing en
one of these spaces will
forcibly change the
routes on the map.

Nete: If you stop on the Castle or & Fort, you can use the Tarritory command on
p

Morphing Space any of your Terntorias (soe p.29).

The attributes of this space will change [anly once) to. | Note: No affects will occur if you ar transported by a Bridga and land on &
suit the attributes of whatever Cresture is summoned | Bridge space, or if you are transported by a Warp and land on & Warp space.
anta i

Land Effects If a Creature’s elemental attribute is the same as the space where it was
o LHECH summoned, the Creature will be granted a Land Effect. The Creature's HP will
be increased by a factor of 10 times the Territory's Land Level during battle.
You can tell the Territory’s Land Level from the thickness of tha Owner Frame.
Fire Attribute Land Fire Attribute Land bt oo o
are defending their
o Territory. Most neutral
attribute Creatures will
not gel a land effect
honus even if placed on
: o ’ Neutral attribute land.
Minotaur HPAC Land Level +HP10 .Q”'.“E?EJSH::JE?L?E:& i




Land Chains

If a Cepter controls several Territories of the same elemental attribute in
the same area, the value of the Territories and their toll fees will
increase. This is called a Land Chain.

I3 Fire Attribute Chain ¢—m—‘

Even if the Territories aren't right next
to each other, if they're in the same
area, a chain will occur.

Same Area

K3 Effects of Land Chains
The higher a Land Chain, the greater its effect will be. It's alsa possible to increase your total Magic
Power by using Land Chains in conjunction with land level ups. In other words, collecting Territories of
the same elemental attribute is an essential technique for winning.

-, e

Toll Fee Up! Land Value Up!

Areas
Some maps have paths that are like small islands, separated
from the rest of the map. These are called areas, and each of
these routes is considered a separate area. You can check the
areas on a map in the mini-map in the Information command.
Areas are shown as parts of the map that are surrounded by a
single frame

* A land chain can only occur within a single area.
* Symbol values are calculated individually for each area.
* There are certain Spells that can be cast over an entire area.

[Things You Can Do On Your Turn

There are various commands that you can issue from the Command
Panel, such as “Territory,” “Map” and “Info.” However, the “Territory”
command and the "End Turn” command cannot be used until you
have already rolled the die. Also, the “Suspend” command can only
be used hefore die movement or Spell selection while playing in Story
Mode.

[ Territory

This allows you to issue commands relating to your own Territories, such as
leveling up land and moving or exchanging Creatures in play.

You can use these commands on all Territories that you've passed during your
movement from the die roll (spaces that contain a white circle). When you land
on the Fort or Castle spaces, you are able to choose from all of your Territories
on the map.

K3 Land Level Up Owner Frame
This allows you to increase the value of your land, boosting its

toll fees and land effects. A certain amount of Magic Power is

necessary for each level up. Toll Fee

Note: When you Level Up a Tarritory, that Tarritory's Owner Fram will grow thicker E

n Land Change Fire Attribute Land Earth Attribute Land

This will change a land's elemental attribute to one of the four attributes: Land Change
Earth, Fire, Air or Water. It's an effective strategy to try to accumulate —’
Territories of the same elemental attribute to form chains, but this can
consume inordinate amounts of Magic Power to accomplish.

Fire mr:bule land is
changed 1o earth attribute land

Note: The Magic Power required to change a land's attributes incrasses with tha land's lavel

Support Effects In battle, if neighboring spaces are your own Territories, they can create
support effects. The number of adjacent spaces x 10 will be added to your
Creature’s ST.

If Territories on Both Sides Belong to You

Support Effects differ

they can be received by
both defending and
invading Creatures.

The Minataur has only 40 ST, but thanks to support effects, its ST climbs to 40 + 10 + 10, or 60 57!

3 Creature Movement

This allows you to move a Creature one space. This is an effective technique to
gain Support Effects by arranging your Territories so they neighbor each other.
However, it is impossible to move to special land types. If you move to an oppasing
Cepter’s Territory, a battle will commence. Enchantments on Territaries will be

dissolved when Creatures move away fram those Territories. Also, defensive-type  Note: When a Creature moves from a Territory,
Creatures cannot move. that Territary will become unoceupied

u Creature Exchange Creature Card in your Hand
This allows you to switch Creatures placed on map Territories with Creature cards in
your Hand. You can use this command ta place Creatures of certain elemental ﬁ'
attributes onto lands with the sama attribute, switch out Creatures with low HP and
exchange strong Creatures with weak ones. The Magic Power required fo use this
command is equivalent to how much it would take to summon the new Creature.

Exchange

Note: The Creature that is retumed to your Hand will have
all of its HP restored and all curses dissoved

Creature Abili
n ty In exchange for 306

Some Creatures have Creature abilities (see page 20} which you Use Territory A o Ma‘m[ Powwer. deal
can use with the Territory Command, Territory abilities are treated — 10 HP of damage to
ry y ]
just like Spells; e.g., Cepters and Creatures that cannot be targeted d'?""‘r"”"‘“‘

3 B oo e Lreatures
with Spells also cannot be targeted with Creature Abilities :




[Map | Info

This displays information for
the various lands on the
map. Place the cursor on a
space to view that space’s
value, toll fee and Creatures
that have been placed
there,

Here, you can access
useful information for
playing the game, such as
cards in your Hand, Cepter
information, numbers of
Symbols carried (see p.31)
and maps.

| Settings 2 [Help

This allows you to change
BGM and voice audio
settings.

This allows you to access
the Help Menu, You can
look at the In Game Help by
selecting “Help."

[Suspend

|End Turn ]

This allows you to suspend
play in Story Mode before
you cast Spells or roll the
die during a turn, Later, you
can select “Resume
Suspended Data” to play
the game from where you
last left off (see p.14).

This lets you end your turn.
This command cannot be
used until you've rolled the
die and moved. Select this
command to end your turn
without using any Territory
commands or entering
battle.

[Things You Can Do On Your Turn 4 EXRCTENT N

Once you complete all of your actions in your turn, that turn will end and it will become the next Cepter’s turn.

What Happens at the End of a Turn

Summon Creature Turn ends automatically

Movement with

Die Territory Command Turn ends automatically

Select “End Turn”
command

K Symbols

Symbols are holy items that you can purchase in We are using the “Alcyon Empire” map as an example. The

exchange for Magic Power at Temples. The value of value of Symbols and how fast that value increases can differ
3 : 5 the maj

Symbols is connected to the value of the lands in their Sepmcng on P

corresponding areas, and it's possible to increase

your Magic Power if you use your Symbols well.

Symbol Transactions

You can only purchase Symbols of one elemental
attribute at a time. Use Left and Right on the D-pad to
select an area for which you'd like to buy a Symbol,
then use Up and Down on the D-pad to select the
Symbal you wish to buy. Press @ to confirm your
selection.

Note: You can buy up to 50 Symbols at one time.

@ Area

@ Attribute

© Value of 1 Symbol

© Number in Possession

© Magic Power Necessary to Purchase

Let's assume you've purchased a West area Fire attribute
Symbol for land level 1, and the land levels up.

» West Area Fire-Attribute Land Level

Symbol Value

When a Territary increases in value due to leveling
up, forming a chain or having a land type change, the
value of Symbols you've purchased of the same
elemental attribute as that Territory will also go up. By
purchasing Symbols for areas that are about to level
up, you can assure that when the Territories in that
area level up, your Total Magic Power will increase
with the increased value of your Symbols. On the
other hand, if the value of your Symbols decreases Land Valse 80 Land Value 160
from a Spell effect received from Shrines or for other

reasons, your total Magic Power will also decrease. . west Area Fire-Attribute Symbol Value
T

Symb()l Bonus Your Symbol Bonus if you have 30 Fire attribute Symbols (value

If you have Symbols in your possession, you'll receive  of 20G), and opposing Cepters have no Symbols:

a Symbol Bonus when you receive the Lap Bonus.

The Symbol Bonus adds 10% of the total value of your Symbol Value Number Possessed

Symbols to your Magic Power. However, to receive 206 20

the Symbol Bonus for a type of Symbols, you must

have more Symbols of that type than any other

Cepter. If Cepters have the same number of Symbols, 20G X 30 X 10% = BUG

no one will receive a Symbol Bonus. ‘ | i |
(Symbol Total) ymbol Bant




Insufficient Magic Pow

If you don't have enough Magic Power to pay a toll fee, your
Territories and Symbols will be removed and converted into Magic
Power to pay the fee. Territories that are removed return to their
original state of level 1 unoccupied Territories.

inning Out of Magic Power

It's possible to give up all of your Lands and Symbols due to
insufficient Magic Power to pay toll fees, and have your total Magic
Pawer go into the negative numbers. This is called "Magic
Exhausted”. Exhausted Cepters are returned to the Castle, where they
receive a small amount of Magic Power and are allowed to continue
participating in the game.

Sudden Death

Sudden death is an option you can use in matches. Sudden death is
tri d when any of the C obtain half of the Ma N
goal for the map, When all o

the game will end, and the Cepter with the most Magic P

the winner

When a Cepter raises his or her total Magic Power to the goal amount
and returns to the Castle, the game will end. The game standings will
then be displayed, with 2nd and lower places being determined by total
Magic Power at the end of the match. After the standings have been
displayed, the game analysis will be shown, and each player will
receive a number of cards that varies depending on his or her standing
in the match. At this time, it's also possible to save replay data, so that
you can replay a record of the match at a later time.

Round Conditions

2 to set conditions on the number of rounds in the match,
me ends when a certain number of rounds has p d

At that paint, tt ter with the most Magical Power will be the
winner of the match. Round conditions are set in “Rule Settings
before a match (see p.35-36)

What Does Replay Do?

Replay allows you to record game patterns which you can
later watch like videos. This feature is useful for battle analysis
or for recording important battles. The maximum number of
turns that can be recorded in a single replay session is 100,
Press the START button to end the replay.

Enchantments refer to a special type of effect that can be placed on
Cepters and Territories using Spells and Creature abilities. An icon will

appear over Cepters and Territories that have been enchanted.

How to Dispel an Enchantment
» Wait until the enchantment’s effective time has passed.
(Enchantments without an effective time limit will stay in effect indefinitely.)
| sUsea Spell such as Remove Enchantment to dispel the enchanted status.
« |f it's a Territory that is enchanted, exchange or move a Creature on the Territory.

« Apply a different enchanted status (the previous enchantment will be removed) @
n Enchantments on @ n Enchantments on
Creatures and Cepters
Teritories (

Reduced Toll @ Spirit Steal Can't Summan @ Control Toll Fees

Fees Creatures
Can't Change Card in hand Is @ ol Die Can't Be Targeted
Land Leveig Destroyed After Gorgrol Oy by Spells

Battle

@ Can't Change HP @ Refiect ngg:‘m:w @ Can't Battle
U ;
@ Poison @ STRHP Change @ Lap Bonus Up @ Can' Invade

Can't Be Can Use
Targeted by @ ST&HP Up Territary @ No Actions
Spells and Commands
Creature abilities
ST&HP Down Magic Power @ Toll Fees Change
@ Stolen/Gained
Q] No Land Effects @ Paralysis No Mg Paver Car Change

@ Toll Fees Up No Abilities in @ Transformation
Battle
@ Forced Stop @ Get Land Effect @ Weak Hit

Move to any Can't Dispel
@ open Land Sleep Enchantment

within area

Confusion @ T

@ No Battle @ i e
Can't Change HP @HPU

@ Self-Destruct and Lower Land g

After Battle Level

Exchange
Damage
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match as allies. It's used in Versus Mode and in online matches.
Note: You may be forced to form alliances in Story Mode.

E3Forming an Alliance
Alliances are set before entering a Versus game. During Cepter
registration, players who wish to become allies should both press

either @ or ©. Cepters who pressed  will form one alliance, and

Cepters who pressed € will form another alliance, and the two
alliances will compete against each other.

Alliance Rules
* An alliance’s total Magic Power is the sum of the Magical
Powers of all of the alliance’s members.

* You don't need to pay toll fees for landing on the Territories
of allies.

* Territories belonging to Cepters in an alliance can form chains

with those of other Cepters in the alliance.

E3Clearing Maps in an Alliance

The total Magic Power of allies in an alliance is the sum of the Magic
Powers of all of the alliance’s members. Once an alliance’s combined
total Magic Power reaches the Magic Power goal for a map and any
of its members reaches the Castle, the alliance will win the match.

# Advancing in Versus Mode

3 Advancing in Versus Mode

RYVSLE Sclect “Versus” from the Title Menu Scr

When you select “Versus” from the Title Menu Screen, the Rule
Selection Menu will be displayed.

Configure Rule Settings

Here, you can decide the rules for matches. In addition to rules that

have already been prepared for you, you can also load rules that

you've created in advance (see p.49-50). If you select “Custom” in the
Rule Settings, you can configure various settings to play the game
how you'd like, such as Magic Power settings, round settings, time

settings and alliance settings.

Configurable Rules

* Rule settings « Time Limit * Map selection
= Total Magic + Alliance settings « Sudden death
« Match Duration * Land Element « Virtual Books

* Capture Cards
* Set Forbidden Maps
* Number of cards

Thanks to the level of human interaction it offers, Versus Mode allows players to enjoy a game full of multifaceted
diplomacy and tactics. If players bring their own Xbox 360 Memory Units with Culdcept SAGA game data and
gamer profile on them, each player will be able to participate using the Cepters and Books that they've created.

S Confirm Rules

After setting all of the rules to your preferences, select “Set.” After

this, you'll move on to the Versus Map selection.

RIVASEY Selecting a Versus Map

Next, select the map for your match. You can use map data that
you've written to a storage device (your Xbox 360 Hard Drive or

Xbox 360 Memory Unit). However, you cannot choose maps that
you prohibited in the “Set Forbidden Maps” in Step 2.

= — e iy
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STEP 5

Set Game Conditions

Finally, set the game conditions. In addition to the match type and
number of players, you can set the number of cards and the Magic
Power settings based on the rules. After setting all of conditions,
select "Create Game” to create a game.

Configurable Conditions
*BGM settings  * Card Count * Match Doration
= Mach type = Total Magic * Time Limit

* Alliance settings
* Land Element

* Subtitle display = Virtual Books
* Sudden Death * Capture Cards

w Player Registration in the Match Lobby

After the game has been created, the Match Lobby will be displayed.
Press @ to load save data for participating players. If save data is
present, you can choose from Cepter data, Al data, story characters
and Virtual Cepters.

If there is no save data, you can only choose from story characters
and virtual Cepters. If you select virtual Cepters, you will need to
create a new character (see p.17).

SIEFE Completing Registration for All Participating Players

Once you've selected a Cepter to use for the match, the Cepter that
Player One will use will be displayed in the top row. Players two
through four will be registered in a similar way. Press ** to cut off
participants and proceed to the next step.

SIS Sclecting Books and Picking Allies

Now, select a Book to use. You can also edit Books and change
Cepter parts. Starting with Player One, each player selects the Book
that they wish to use. Books will be chosen automatically for story
and Al characters.

If you are playing an alliance match (see p. 34), you can set alliances
for the match by pressing € and . If alliances are set to "Random”
in the rule settings, they will be automatically assigned before the
start of the match.

STEP 9

When all players have selected the Books they will use and are ready to begin, select “Begin” and press @.

Finalize Match Preparation

When all of the players are ready, the turn order will automatically be
decided. When you press @ on the controller that pressed the START
button on the Title Screen, the game will begin. If you've set your
alliance settings to “random,” player alliances will be decided at this
point.

SYUABIR End the Game / Replay

When the winner of the game has been decided and the match is
over, a message will be displayed asking if you'd like to save replay
data for the match you just played. If you select “Yes,” you'll be able
to pick a storage device (Xbox 360 Hard Drive or Xbox 360 Memory
Unit), and the replay data will be saved to that device.

" Options

You can go to “Options” to change in-game BGM and sound settings.

ptions

Select “Options” from the Maintenance Screen (see p.38) to display
the Options Screen. Use Up and Down on the D-pad to select the item
you wish to change with the cursor, then press Left and Right on the
D-Pad to change the setting. When you have finished configuring all
of the settings, select “Done” to exit.

You can turn the in-game
background music on or off.

SYSTEM VOICES

You can tumn the in-game system
voices on or off,

Leaves the Options Screen.




" Using Maintenance Functions

Maintenance has several features, such as Book editing, and Al
character and rule creation. This section introduces each of the
features and how Book editing works.

What You Can Do in Maintenance
-You can add and edit Books.
.You can change the book to use.
u can check cards in your possession.

u can change your character’s Cepter parts.
-You can change BGM and System Voice settings.
u can save game data to the storage device (Xbox 360 Hard Drive or Xbox 360 Memory Unit).
* External Data .....You can import and export external data (see page 43).
« Battle Record .....You can view detailed match records for Story Mode.
= Achievements......You can browse achievements you've gotten and see your gamerscore.
* Help Menu 'ou can view the In-game Help.

3 Editing Books

Books are player-assembled

PIprpnE waswewll Basic Book Editing Rules Used in Story Mode
G BRIl * 1 Book is made up of 50 cards,
MEELGLERSENCEN R  * You can only have up to 4 copies of the same card in a Book.

a few new cards. * Rules dictate limitations on what cards you can have in a Book.

3 How to Edit Books

Opening the Book E

From the Maintenance Screen, select “Book Edit” and press @ to
display the Book Management Screen. Pick a “New Book” item and
press @.

Also, in Story Mode you can edit Books when you load save data, and
also from the System Screen.

STEP 2 iR

Give a title to the Book that you're creating. You can use up to 9 characters,

YUY Changing Cards
Now, edit the Book to your own preferences. Select cards that you
wish to add to the Book, and adjust their quantities so that they add
up to a Book of 50 cards total. Point the cursor ata card and press @
to get a close-up of that card. You can press Up and Down on the D-
pad to adjust the quantity of that particular card you'd like to add to
the Book. You can also press * to examine Creatures.

3 Book Editing Screen
All of the cards in your possession are differentiated by their types and attributes.

This allows you This lets you All of the types of cards are
1o view all of view all of the displayed in a catalog-like
the new cards cards in your format. Blank spots are
you've recently possession. displayed for cards that you
acquired. have not yet gotten, so you
can use this mode to check
your progress towards getting

all of the cards in the game.

RIS Apply Book Edits

Once you've finished putting your Book together, select the “Quit”
command from the Book Editing Screen. Select "Reflect” to finalize
your changes in the Book's card composition. In order to change the
Book back to how it was before you began editing, select “Discard.”
To go back to editing the Book, select “Return to Book Editing.”

EYVEEL Change the Book Cover
You are also able to change the Book's Cover. When you first start
playing the game, you'll be able to choose from 7 types of Book
Cavers. Progress through Story Mode to unlock new types of Book
Covers.




7 Achievements

If you tulfill certain objectives when playing Story Mode and Online
Versus Mode, you can gain achievements once the match is over. There
are 50 achievements in total, and each of them has certain objectives you
have to complete to receive it. Try fulfilling the objectives and collecting
all of the different achievements.

Also, each achievement is worth a certain number of points which count
towards your gamerscore, and you receive these achievement scores
along with the achievement. Your gamerscore can be publicly viewed on
your Xbox LIVE gamer card, and is a measure of how much you've

accomplished while playing Culdcept SAGA.

B3 Examples of Achievements and How to Get Them

New Champion

Clear "Coliseum 3" in
Story Mode

gamerscore

Waorldly Scholar

Obtain more than
500 cards

gamerscore

Triangular Battler

Play a 3-player Versus
match online

gamerscore B

Apprentice Cepter

Win 10 times in online
Versus play

gamerscore m

K Achievements Screen

There are two ways to view the achievements you've gotten. The first
way is to select “Achievements” from the Title Screen. The second
way is to press the Xbox Guide button, display your gamer card, and
select "View Games.” Select Culdcept SAGA from the list of games
displayed, and press @ to display your achievements. If you select an
achievement you haven't yet gotten and press @, you can receive a
hint to help you get that achievement. Follow the hints and try to get all

of the achievements.

» Creating and Editing Al Characters (Al Command) =M

Al Characters are Cepter oppanents that you can create yourself. You can set the Books they use and their basic
tactics, and then play against them in matches.

3 How to Create Al Characters

m Select an Al Character and Input

Select “Al Edit” from the Maintenance Menu Screen. From the Al
Character Select Screen, pick the Al Character you wish to edit. You
can have up to 16 Al Characters. If you choose to create a new Al, the
keyboard will be come up and allow you to input a name for the Al.
You can then pick a Cepter for the character.

ISR Manage Profile

Edit the details of the Al Character you made on the Al Character
Management Screen.

Manageable Items
* Edit « Edit Profile
» Change Name * Resat

RIVEEEY Configure Al Details

Select “Edit” from the Al Character Management Screen, and the Al
Character Edit Screen will appear with the following options.

Editable Items

= Cepter

» Change Parts

* Algorithm (Battle / Summon)

* Algorithm (Magic Power / Spells / Symbols)
 Algorithm (Cards / Territories / Movement / Alliances)
= Book Names

« Book Edit

* Book Covers

» Copy Books (Al Book -> Normal Book)

« Copy Books (Normal Book -> Al Book)

SYNAMEY Complete Al Creation

Once you've finished editing Al Characters, select “End” ta complete your work.
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) Creating and Editing Rules (Rule Command) __-=3{

It's possible to create your own custom rules for play, such as restrictions on what cards players can have in their
Books. Rules you've created can be exported to and imported from storage devices (Xbox 360 Hard Drives or
Xbox 360 Memory Units).

3 How to Create Rules

SIVABE Input a Name for the

Select “Rule Edit” from the Maintenance Screen. Select the rule you
wish to edit from the Selection Screen. If you're creating a new rule, a
keyboard will come up and allow you to input the name of the rule
you're creating. You can input a rule name of up to 9 characters.
Press @ to go back one character.

STEP 2 Qg

On the Rule Management Screen, use the cursor to select the item

you'd like to edit, and press @ to confirm the edit. When you select

“Edit” you will be able to configure various rule details, such as win

:l;onditions and restrictions on cards that Cepters can include in their
ooks.

Editable Rules

* Game conditions

* Maps used (set maps that cannot be used)

* Card quantity

* Card restrictions (number of cards in each category)
= Card restrictions (number of each card)

* Card restrictions (number of categories)

* Finish Editing

STEP 3 i R S

When you select “Return,” you will be asked what you'd like to do
with your changes. If you're happy with the edits you've made, select
“Reflect.” Otherwise, select “Discard” or “Return to Rule Editing.”
Rules you've edited can be used in normal matches.

" Exporting and Importing External Data =

External data refers to save data that is separate from Cepter data. There
are a few different types of external data, such as Books and rules. This
data is saved on your storage device (Xbox 360 Hard Drive or Xbox 360
Memory Unit). External data can be created by exporting it within your
game. Each type of external data is saved as a single, separate file. For
example, the file for Al characters is different from the file for rules.

External Data That Can Be External Data That Can’t Be
Created In-Game Created In-Game

* User-created Books * Maps

* User-created Al characters. = Cepter parts

» User-created rules « Cards

* Replay data * Book Covers

3 How to Exchange External Data
K Creating External Data (Exporting)

A storage device {Xbox 380 Hard Drive or Xbox 360 Memory Unit) is
necessary to use external data. Select “External Data” from the
Maintenance Screen. Then select one of the options for exporting
data: “Book Export,” “Al Character Export” or “Game Rule Export.”
Finally, select the storage device to which you wish to export your
external data.

QJimporting External Data

Select “External Data” on the Maintenance Screen, then select
“Import.” After this, select the storage device from which you wish to
import external data. Select the data you wish to import from the storage
device. You can choose fram Books, Rules, Al Characters and Cards.

Target Data
* Books
* Rules

Using External Data (Importing)

EJExternal Data That Doesn't Need to Be Imported
The data below can be used without being imported. However, it must of course be saved onto a connected
storage device {Xbox 360 Hard Drive or Xbox 360 Memory Unit).

Target Data
* Replay data (see p32)  * Cepter parts (see p.17) * Maps

. If you select the “Secret” option when exporting Books and Al characters as
Secret external data, you can make it so that other players cannot view the contents of

your exported data.

* Book Covers (see p.39)




Chi]itc’r Three

Online Play
Xbox LIVE allows you to @njoyvarious types of onfine play, competing
in matches against players who are far away. Be sure to connect to
Xbox LIVE.and give ita iy

Play anyone and everyone, anytime, anywhere on Xbox LIVE®. Xbox LIVE allows you to create your own gamer
ofile

EJConnecting
Before you can use Xbox LIVE, connect your Xbox 360 console to a high-speed internet connection and sign up to

become an Xbox LIVE member. For more information about connecting, and to determine whether Xbox LIVE is
available in your region, go to www.xbox.com/live.

ADSL Modem / Cable Modem

WAN/ Uplink Port Ethernet Port

~ Broadband Router

t

J

LAN Cable 4/ Xbox 360 [

L Family Settings
These easy and flexible tools enable parents and caregivers to decide which games young game players can

access based on the content rating. For mare information, consult your Xbox 360 Manual or go to
www.xbox.com/familysettings

EJRegion Settings
The game can only be played anline with players in the North American Region.




" How to Play Online -\

Culdcept SAGA supports Xbox LIVE and allows you to make use of various services, including online match play.

EIMain Xbox LIVE Features

Online Matches Between Players

Xbox LIVE allows you to compete in matches against distant players.
An Xbox LIVE Gold membership is required to play an online match.
There are two types of online matches: Ranked Matches, where the
results of your match affect your online rankings, and Player Matches,
where the results of your match do not affect your online rankings.
There are also two different types of player-to-player matching:
“Quick Match,” where you are automatically connected to a match
conforming to certain conditions, and “Custom Match,” where you set
your desired game conditions, then search for games with these
conditions and pick the one in which you wish to participate. You can
also choose “Create Game,” where you make your own game and
then wait for other players to join.

|

This allows you to view the total points obtained and the win / loss
records of other players participating in Xbox LIVE online matches.

K Connecting to Xbox LIVE

In order to connect to Xbox LIVE, you must first have signed up to
become an Xbox LIVE member. After doing this, select “Online” from
the Title Menu Screen in Culdcept SAGA. If you haven't signed up to
be an Xbox LIVE member yet, the “Online” option will be grayed out,
and you will unable to select it.

Select “Online” after having signed up to enter the Online Lobby. All
Xbox LIVE activities are selected from the menu in the Online Lobby.

¥ Finding Players Using Quick Match _.

\uick Match is a way of finding other players to play with that requires minimal effort on your part. In this mode,
Jou set your conditions for match format, game format, number of players, game maps and rules to your liking,
hen search for games. Once a game is found that fits the conditions you set, the online match will begin.

CAdvancing in Quick Match

ESVIBT Sclect Quick Match from the Online Lobby

After signing up for Xbox LIVE, select “Online” from the Title Screen to display the Online Lobby, then select
“Quick Match.”

Choose Quick Match Conditions

Once the Quick Match Menu Screen has been displayed, use Up and Down on the D-pad to make a menu
selection. You can choose from various conditions to set, including match format, game format, number of
players, game maps and rules, Match format allows you to choose from Ranked Matches, where the results
of your match affect your online rankings, and Player Matches, where the results of your match do not affect
your online rankings. Ranked Match is the default.

Selectable Conditions
* Match format * Game format
= Game maps * Rules

« Number of players

B VS EEY Lisc Quick Match to Search for a Game That Meets Your Conditions
When you select “Game Search,” you'll search for a match to join that meets the conditions you specified.

If games that fit your conditions are found, you will automatically join the game with the best connection
quality. If no such game is found, you will be returned to the Quick Match Menu Screen.

For what happens after you've joined a game and information
about hosting your own game, see “Creating Games" on page 49.




" Finding Players Using Custom Match _

Custom Match is a mode that allows you to enjoy a more in-depth online experience by letting you configure
detailed settings such as numbers of cards used, Magic Power goals and time limits. In this mode, you set
conditions such as game format, number of players, game maps and rules, then search for a game to join. If
multiple games meeting your conditions are found, you can choose which game you'd like to join.

E3Advancing in Custom Match

RINSLRE  Sclect “Custom

After signing up for Xbox LIVE, select “Online” from the Title Screen to display the Online Lobby, then select
“Custom Match.”

Match” from the Online Lobby

IR Choose Custom Match Conditions

Once the Custom Match Menu Screen has been displayed, use Up and Down on the D-pad to make a menu
selection. You can choose from various conditions to set, including game format, number of players, game
maps and rules. You can also search for games without specifying any search conditions.

Selectable Conditions
= Match format

* Game format
* Land attributes
* Virtual Books

= Round settings
* Alliance settings = Game maps
= Magic Power settings

» Time settings
= Number of cards

* Number of players
* Sudden death

STEP 3 QiGN

When you select “Game Search,” you'll search for a match to join
that meets the conditions you specified. If games that fit your
conditions are found, they will be displayed in order of decreasing
connection quality, If no such game is found, you will be returned to
the Custom Match Menu Screen.

Match to Search for a Game That Meets Your Conditions

RINAMEY Decide Which Game to Join

Press @ on the Custom Match List Screen, you can filter the games
that are shown by gamertag, map name, game format, rules and other
details.

ISV AT View a Game's Detailed Information

You can move the cursor by using Up and Down on the D-pad, and
select the game you'd like to join with @. The cursor will then move to
the game's Details Menu. From here, you can select “Display Map
Information,” “Display Rule Details” or “Display List of Players” to see
the corresponding game information.

[STEP

You can join a game by selecting “Join Game” from that game’s Details Menu. However, you cannot join
games that are already full. If a game is already full the “Join Game” menu selection will be grayed out and
unable to be selected.

. Creating Games

(3ame creation refers to making and hosting an online game for other players to join. You can configure the Magic
Power goal, round settings, time settings and other details however you like, then get other players to join your
qame. There are two ways of finding participants for your online match: you can wait for other players accessing
Xbox LIVE to join, or you can invite players you know to join (see page 53).

L3 Creating a Game

Select “Create a Game” from the Online Lobby

After signing up for Xbox LIVE, select “Onling” from the Title Screen to display the Online Lobby, then select
“Create a Game.”

STEP 2

Once the Game Settings Screen has been displayed, you will need to configure the rule-related settings first.
Use Up and Down on the D-pad to find a menu selection, then press € to select what you'd like to configure.
You can change Magic Power settings, round settings, time settings, alliance settings and more. For game
rule settings, select “Custom Rules.” You cannot change the game rules if you've selected “Standard Rules”
or “Load Rules.”

Selectable Conditions

* Magic Power settings
* Land attributes

» Unusable map settings

* Round settings
* Map selection
= Number of cards

* Time settings
* Sudden death
* Card restrictions

* Rules settings
 Alliance settings
* Virtual Books

(STEP 3 S

After configuring all of the rules for the game, select “Confirm
Rules.” After you select this, the game will move on to map
selection.

gty ) ARy I



EIYSAEES Choose a Map for the Match

Select a map to use in the match. You cannot choose a map that you
disabled in the "Set Forbidden Maps.”

S SEL Configure Game Conditions

Finally, set the game conditions. In addition to game format and
number of players, you can also set numbers of cards based on rules
and Magic Power-related settings. After setting all of the conditions
for the game, select “Create Game” and the game you've set up will
be created.

If you chose the “Private” setting for the “Match Catagory” earlier,
regardless of whether players are using Quick Match or Custom
Match, they will only be able to join your game if invited.

m Wiait for Players to Join

Once a game has been created, the Game Lobby will be displayed.
Your own character will be displayed in the top row, and you'll wait for
other players to join. While you wait, you can select and edit Books,
change Cepter parts and review the rules you've set for the game.

Selectable Conditions
* Match format * BGM settings + Game format
* Number of cards * Magic Power settings
« Alliance settings  + Land attributes

* Number of players
* Round settings = Time seftings
* Sudden death * Virtual book

STEP 7

When you pick the Boak you'll use in the game, the Book's Cover will
be displayed. Also, if you use the voice chat functionality, the Voice
Chat Icon will be displayed in the Player's Row.

; ‘ ,) | Voice Chat Icon

If you'd like to check the rules you've set before starting your online
game, select “Confirm Rules.”

If you wish to play your online match with alliances, press @ or © to
divide into teams and choose your allies.

Once all players in the match have chosen the Books they'll use and
are ready to play, select “Ready” and press @. When you do this, an
icon letting all other players know that you're ready to play will be
displayed. You'll be unable to proceed until all other players signal that
they're ready to play. If you'd like to go back to revise settings, press
@ to back out.

When all of the players are ready, select “Start Game". The turn order
will automatically be decided and the game will begin. If you've set
your alliance settings to “Random,” player alliances will be decided at
this point.



' Leaderboards

rankings, which you can freely view.

How Points Are Calculated

The points that you receive after a match vary depending on how you did in the match, how many players there

were and the game format.

When you participate in online games on Xbox LIVE, you will be granted a number of points, depending on how
much you win or lose. The points that you get are compared with other players” points, and translate into player

Game Format 15t Place 2nd Place 3nd Place 4th Place Note

2-player Game 1 point 0 points No difference between normal
hes and Blind h

3-player Game 2 points 1 point 0 points No difference between normal
hes and Blind h

4-player Game 3 points 2 points 1 point 0 points No difference between normal
hes and Blind h

Alliance Game 1 point 0 points No difference between normal

matches and Blind h

Note: A Blind Match is a match where a Blind Book (a Book of cards that is automatically put together for you) is

used.
Note: Point totaling methods are subject to change.

VAL Sclect Leaderboards from the Online Lobby

After signing up for Xbox LIVE, select “Leaderboards” from the Online
Lobby to bring up the Leaderboard Menu Screen. At this screen,
press Up and Down on the D-pad to choose a menu selection, then
press @ to display the set of rankings you selected.

Viewable Rankings

= Match Points * Match Victories * TrueSkill™ Rank

Note: Ranking content is subject to change

SIVPA Apply a Filter and View Detailed Rankings

Select a ranking you'd like to view and press @ to display ranking
data. You can press «Z)/ED» to apply filters such as “Total,” “Friends”
and “My Score,” and view detailed rankings.

RIVSERE View Players’ gamer cards

If you select the name of a player in the rankings and press ., you
can view that player's gamer card.

Private matches are invitation-only online matches. Private
matches can be useful if you just want to kick back with
some good friends and enjoy a light, online match.

uﬂosting a Private Match
If you'd like to host a private match, select “Private Match” from "Match Category” in the game conditions
setup (see page 50). After you've created a game as the host, invite players to your game from within the
game. When all of the invited players have assembled in the online lobby, the host can start the game.

Characteristics of Private Matches
« The player wha created the game invites all of the other players to play.

« Private matches cannot be found by Custom Match and Quick Match.
 Private matches are not ranked matches, so match results are not reflected in online rankings.

EJHow to Invite Players to a Private Match

ss the Xbox Guide button

At the Waiting for Players Screen after you've created a game, press
the Xbox Guide button and select “Messages.” If you're sending
invitations to players you've registered as your friends, select
“Friends.”

ESVE Y Create an Invitation Messa

Once the Message Menu Screen has been displayed, select “Create
New” to create a message. If the players you're inviting are already in
your friends list, you can press Right on the D-pad to select their
friend gamertags.

B IEEL Scnd the Message to Players

Select “Game Invite” from the Message Creation Menu, then select
the players (gamertags) you wish to invite. The gamertags for players
you've registered as your friends will be displayed, and you can pick
message recipients from those. If you have players that aren’t your
friends, you can choose "Enter Gamertag” to manually input their
gamertags and to send them a game invitation.




Blind Matches are ones in which you play with a “Blind Book.”
A Blind Book is one that has been automatically generated for
you by the game. (Think of a deck of cards that’s still freshly
sealed, so you don’t know what cards it will contain.) In a Blind
match, players must leam not to rely on the strength of their
cards, but rather on their own wits and skills.

E3How to Host a Blind Match

A Blind Match can be played either as a ranked match or as a player match. Select “Blind Match” as the
game format. Select a Book type, and a Book of the type you selected will be automatically generated for
you. Card attributes for Blind matches can fall into four categories: neutral, fire and earth, air and water or
multi-attribute.

Characteristics of Blind Matches
* Participating Cepters cannot use Books that they have edited {or imported) themselves.

* Players play with a Book of 50 cards that is automatically generated after they select a Blind Book type.
# Al characters and story characters cannot be included in matches.
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Kazuya Maruyama
Lacalization Producer
Masahiko Yoshizawa

Ko Kimura
Localization Specialist
Sum Tak Hau

Andy Tsai

Marketing

Atsuo Yoshimura

Produced by
JAMSWORKS
CO0.LTD.

Culdcept Project Producer
Kohei Takeshige

Yuko Yamamoto / Osamu
Ando / Kou Ohnuma /
Masashi Lichiyama /
Masaharu Nakashima
Special Thanks

Risa Fujino / TOE
Entertainment / Yae Yoshisue
[ Hisayo Kuniva / Satoe Yasui
/ Naoya Taniguchi

NAMCO BANDAI
GAMES AMERICA INC.
Production
Executive Producer
Takahiro Sasanoi
Chief Producer
Atsushi Minowa
Localization Producer
Nobuaki Taguchi
Marketing & PR
Director of Marketing and
PR

Todd Thorson
Associate Product
Marketing Manager
Aaron Krause
Associate PR Manager
Kit Ellis

PR Coordinator

Rob Ely

Quality Assurance
QA Manager

Chuck McFadden

0A Lead

Y Pham

QA Assistant Lead
Leticia C. Duenas

QA Testers

Paul Chan

Bernard Doria

Daniel Hutchinson
Joanna Ralston
Stephen Schneider
Scatt Sizemore

CQC Tester

Stephen Chin
Special Thanks
Genichi lto

Makoto lwai

Andrew Lelchuk

Shuji Nakata

Brian Scharr

Tad Hirabayashi

Glen Cureton

Jesse Mejia

Ryan Chennault

Alan Hopkins

Michiko Wang
Jennifer Tersigni
Janna Smith

Andrew Davis
Masahiro Knittel
Brian Kruse




