


For safe use of this product, carefully read the following section of this manual and the Pracautions section of
the instruction manual supplied with the PSP® (PlayStaticn®Portable) system before use. Retain both this
software manual and the instruction manual for future referance.

/\WARNING: PHOTOSENSITIVITY/EPILEPSY/SEIZURES

A very small parcentage of individuals may experience epileptic seizures or blackouts when exposed 1o cartain
light patterns or flashing lights. Exposure to certain patterns or backgroonds on & screen or when playing video
gamas may trigger epileptic seizures or blackouts in these individuals. These conditions may trigger previously
undetected epileptic symptoms or seizurés in persons who have no history of prior seiures or epilepsy. If you,
or anyone in your family, has an epileptic condition or has had seizures of any kind, consult your physician
befora playing. IMMEDIATELY DISCONTINUE use and consult your physician bafore resuming gameplay if you
or your child experience any of the following health problems or symptoms:

* dirness * disoriantation
® ghared vision * sgirures
» gye or muscle twitches * any invaluntary movament or comvulsion

* |oss of awareness
RESUME GAMEPLAY ONLY ON APPROVAL OF YOUR PHYSICLAN.

Use and handling of video games to reduce the likelihood of a seizure

* Lzain 2 well-it area and keep a safe distance from the screen,

# fAyvoad prolonged wse of the PSP® systam. Take a 15-minute break diring each hour of play.
o Ayoid playing when you are tired or nead slaap,

Stop using the system immediately if you experience any of the following symptoms: lightheadedness, nausea,
or a sansation similar to motion sickness: discomfon or pain in the eyes, aars, hands, ams, o any other part of
the body, If the condition persists, consult a doctor,

Do not use while driving or walking. Do not use in airplanes or medical facilities where use is prohibited or
restricted. Set the PSP® systom's wiredess natwork featura to off when using the PSP® systam on trains or in
other crowded locations. If used near persons with pacemakers, the signal from the PSP* system's wireless
natwark feature could imerfere with the proper operation of the pacemaker.

Use and handling of UMD*®

* This disc is PSP® (PlayStation®Portable) format software and is intended for use with the PSP® system only. if
the disc is used with other devices, damape to the disc or 1o the devica may result. ® This disc ks compatibile for
use with the PSP*® system marked with FOR SALE AND USE IN LL5. AND CANADA ONLY, » Depending on the
software, a Memory Stick Duo™ or Memory Stick PRO Duo™ (both sold separately) may be required. Refer to the
software manuwal for full details. * I paused images are displayed on the screen for an extended period of time,
a faint image may be left permanently on the screen, * Do not leave the disc in direct sunlight, near a heat
LOUrCE, i@ car of other places subject to high heat and humidity. = Do not ouch the opaning on the rear of the
dist [recording surface of the disc; see drawing). Also, do not allow dust, sand, foreign objects or other types of
dirt to get on the disc. = Do not block the opening with papar or tape. Also, do not write on the disc. = If the
opening area does get dirty, wipe gently with a soft cloth, » Toclean the disc, wipe

the exteriar surface gertly with 2 soft eloth, » Do not use sobvents such a8 bengine, /‘?:"ﬁ%
commarcially-available cleanars not intended for CDs, or anti-static spray .= "
intended for vinyl LPs as these may damage the disc. » Do not use cracked or i@i H
deformed discs or discs that have been repaired with adhesives as these may : ’{"j
cause console damage or malfunction, » SCE will not be held liable for damage e i
rasulting from the misuse of discs. Recording surface

Ejecting the dise
Press the right side of the disc until it is in the position shown in the
drawing and then remove it. If excess force is applied thizs may result in

damage to the disc.

Storing the disc

Insert the bottom side of the disc and then press on the top side until it
clicks into place, If the disc is not stored properly, this may resultin
damage to the disc, Store the disc in its case when not n use and keep in
a place out of the reach of children. If the disc is left out this may result in
warping or other damage 10 the disc.
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GETTING STARTED

Set up your PSP® (PlayStation®Portable) system according to the instructions in the manual
supplied with the system. Turn the system on. The power indicator lights up in green and the
home menu is displayed. Press the OPEN |atch to open the disc cover, INSERT Tactics Ogre
disc with the label facing away fraom the system, slide until fully inserted and close the disc
cover. From the PSP® system’s home menu, select the Game icon and then the UMD icon. A
thumbnail for the software is displayed, Salect the thumbnail and prass the € button of the
PSP* system to start the software. Follow the on-screen instructions and refer to this manual

for information on using tha software.

MNOTICE: Do not aject a UMD® while it is playing.
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oW The Valerian Isl::*h _]LWL]E l::f thc
Obero Sea. Long a center’of naval,y
commerééuthe people here h-wc &

- struggled throughout hiStU]’}-’ for
~ 'dnrmnmn OvVer thu.t,‘: '-.hur::'-. ‘-- {"l.I =y
Finally there rosea man to put an end
4 to this conflicteHis name: Dorgalua
T - Oberyth. But hntr;:-rv would knm-.r

him as the l}wmqt—l‘{lng

Dorgalua took the disparate races of
men calling the islands home and>
united them as one. For fully half*
" “ a century he rulgned and V:alcrla_’
s oy knew prosperity. O

m_‘ﬁul‘ upon —his death three

tlanstinse to elaimiValesia for
themselves: the aristocratic
Bakram, the teeming Galgastani,
and the few butr hardy Walister.
Valeria was once again in the
erip of a great blood war.

The Bakram and the
{.;:Iif__{:i!i[u[l[ Lluicm}' divided
Vﬂiﬂriﬂ hl_'t"r'nrli:‘_'l'l tl'l-l.'!ﬂ."iﬁi"r"l'_'!i.l
and an uneasy quiet has since
.";-CTTIL"L{ OVer l]'l.L' iHI.L'!'I'. IIIIII-(:[ TN e
believe the calm will last.

The Dynast-King Dorgalua
Dorgalua Oberyth Valeria




The Bakvam-Vilerian
Kin E.rfmr.l

Regent Brantyn

Bran {}w Mﬂruf

Cralgastan

Hierophant Balbatos

Lewundar Balbatos

The Waliseer
Duke Ronwey

Juda Ronwey




“There is blood
on my hands,

how long till

it lies on my

heart?”

Denam Pavel

*

Walister Age: 18

Denam joined the Resistance after his father,
Prancet Pavel, was taken in a Dark Knight
attack on their hometown of Gelyat. Denam
now fights the oppression of the Bakram and
Gualgastani alongside his sister, Cariua, and

childhood friend Vyce.
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Catiua Pavel 2

Walister Age: 19
Born the 15th of Darkscale

2 Denam’s sister Catiua joined the
N ey resistance after the Dark Knight
attack on their hometown of

Golyar.

At an early age, Denam and Cartiua
lost their mother, and the task of
raising them fell to their father,

an abuna in the church. Under

his guidance, Catiua trained to
become a sibyl.

Vyece Bozeck
%’ Je

Walister Age: 18
Born the 14th of Godscale

Denam’s childhood friend Vyee
found himself orphaned when the
Dark Knights slew his father—his
only remaining family—in the
attack on Golyar a year ago. Vyce
seeks to better the Walister's

lot against their oppressors: the

Bakram and the Galgastani.
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In Tactics Ogre, you wield
a team of units on the held
of bartle, mixing different
classes, weapons, magic,
and abilities to defeat your
enemies.

&Mi}nﬁuﬁnﬂg

The experience and skill
points your units acquire
through battle make them
stronger. Use a variety of
classes to round out your
troops capabilities.

‘Giow YouForces
Your achievements will impress some you meet into
}mmnf_, your cause, while driving others away. You may
even win allies with coin. In this way, the people you
meet in the world of Tactics Ogre will grow your forces
[l'l [0 an ﬂrr“}" CH.FH.J.‘!IL' ﬂ]FHL'L‘ng [I_I.L' EE{}T}" rhr{}ugh Lo [t."l
conclusion.
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Fifteen years from the release of Tacries Ogre in 1995, the
original developers have come together to re-imagine the title
from the ground up. Use the new World Tarot system to move
thruugh the game with unpn:r:{:d::nr::q:i freedom—an L'I‘!lfil'l:l}-"
novel way to experience this classic story.

Complete your objectives!

- i“'f‘i "‘.dl-f ﬂ-‘..nih"f.‘“‘i?

At key points in the story, you'll have to make decisions
that will affect the very course of history. Some may even
tear close friends apart, setting them on different paths...

The World Tarot (p.27) is a
powerful system within the
game allowing the player to
return to key points in the
story with their current
forces intact. Ever
wondered what would

have happened if youd
made a different choice? | e
Now vou can see for o TR

||'|I'.. ! ..__'_.'- [T

}"uur.'-;t.']ﬁ You can even e ATy
2o back to an earlier turn in bartle with the Chariot
Tarot (p.41) to experiment with different tactics.
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“‘.. 7‘{‘ =N h‘r:ef :ies-.:rlptmn of the names and basic
e 13 fun-::tmns of the buttons on your PSP* system
S (PlayStation®Portable) system.

l. Button

Access the Charior Taror
System

(

Directional H:[F:u.l

Cursor
Let Us Clingglogzet
S Sile (REEE
e
Analog Stick . sl

Free Scrolling SIOTOREO I QUARE FRVCOR I

— =

S Burtton (Home Button) SELECT Button ———
[}[5|;}|:3‘l,.' Select H:.*|r|

Scrolling help text appears
at the top of the screen for
any game element selecred
by the cursor. To view help
:I.-I::Ir L‘IL'”“_‘HIH- }'ULI CAnmnot
select with the cursor, use
[I]L' “HL'I.CCI hL'I],‘“ E-I.."-lll.l.l._l.'-
Press the SELECT burtron
o -I'.‘Ii":-l'.l'l -|1|_r b ELL' I]Ll]:‘ LI"I-'L []'IL l'.Eirl."{.ii[][] '|| lI.'l'l.l.“['.lr'l"'u Lo move
[I]L CUrsor ro i'l.l]"ll" |IT_|'|'|. 0n []“. SCrecn 'ﬁ-"rll}'l: d B hlll.]li.l ]:“.]'”1'[
to view help for that item.
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Universal Commands
World Map (pp.14-29) Commands
Bartlehield (pp.30-41) Commands

R Button ]

I__ @& Button |
; |’.'.r|:. Wlenu

Llnir List

[nterrupt

- @ Button

Cancel

|'-"--\.Ii“- ol |".'.I Iy
[

Focus on Active Unir
LAl Hlghts Rezarved

% Button
Conhirm
| '3l|'--.‘-r| ivienus
lerrain Help

O Button

[+ UPYDOWN] Change Pages

[+ THPTIK ""'.I":.“‘” Zoom /Ot on ,"-,I;.l'.

[+ LIP/DOWN] Loom In/Out on
Bartleheld

[+ LEFT/RIGHT] Change View

START Button

System Menu
[+ R button] Take a Screenshor (see p.15)

* Images are of the PSP-3000. While these instructions will apply
equally to the PSP-1000 and PSP-2000, the position of the WLAN
Switch may vary. Refer to the instructions in the manual supplied
with your PSP® system for more information.
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When you start up t

to make your choice.

A\ he game, the title screen and
1.'.."! - e 14 = L]

. :‘_{naln menu will appear. Select the option you want
Wwith the directional buttons and press the (X button

Starting A Game

There are three ways to begin a game of Tactics Ogre:
Let Us Cling Together

MNew Game

Start at the very

beginning. The story will begi

in once you've

chosen a name, birth dare, and key deils for your hero,

Load Game

Resume a saved game by choosing the saved game data

you wish to use.

Continue

Resume a game interrupted in the middle of battle by
selecting the Quick Save dara you wish to use.

. , AT T
| Defining YourHero -~ “otaaits

When you begin a New Game, you will have to enter details

abourt your hero.

B8 Choosing A Name

+ Commands for Entering Names

Use the on-screen keyboard to enter a name for your hero.
When you are finished, select the ) or press the START

button on your PSP* system.

* Orther players may see the name you choose here, so avoid names thar
may be offensive or divulge personal informarion.

Uli:,r:f:é?]:ij Move the cursor
& button Confirm

© button Cancel

& button Space

O button Delete
START Finish entry
L button Mowve text

R button INSErHon cursor

Choose a Birth Date

Use the left and right directional buttons o move the cursor, and up
and down direction buttons to change the date. The ® button confirms.

Answer the Questions

You will be asked a series of questions. Once you are finished
answering all questions, the story will begin.

T S Sl ey B 8 it 5
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Multiplayer >> pp.42-44 . I"K

Assemble a party from your own units and send them to do battle
with another player’s forces.

Data Install

[nstall the game dara for “Tactics Ogre: Let Us Cling Together” on
a Memory Stick™. Installing game data can improve the speeds ar
which the game reads data during gameplay.

Ending the Game...

When finishing a game, save or quick save, then return to the ritle
screen before turning off the PSP system.

Take care: you will lose all unsaved data when you return to the
title screen.

Saving Your B:[ta- P

You can save your current point in the game from thc World
Map by opening the System Menu and selecting "Darta” then
“Save” (p.16). Saving game darta requires a Memory Stick™.

+ Different saves require varying amounts of free space

- “Memory Stick Duo™
s Memory Stick PRO Duo™ 250KB+

; - “Memaory Stick Duo™
Quick Save Memory Stick PRO Duo™" 1100KB+
Data Install Memory Stick PRO Dua™ S00MB-+

Challenge Party HMEII‘[DF}.-’ el D™
Data Memory Stick PRO Duo™" 1208+
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Wary . ) |
’('&%({fnu 'l spcnd most of your time in the game on one of

"\.

L hthrﬂe screens ‘the World Map, Dialogue Scenes, and
. - = the Battlefield.

4 i ..-—\-,.-
i

=
.

——% The World Map >> pp-14-29 S

Here you can move berween the many towns, castles,
and fortresses that dot the map. The World H:{p is also
the place to prepare your party before bartle, visit the
shop, as well as save/load dara.

#& Dialogue Scenes <

'This is the stage upon which the events of the story play
out. Your hero will interact with the other characters and
make vital decisions here to determine the fate of all.

Choose wisely.

I HT.

I |. 1O SECORE & FUTIRE FOR TWE WALISTER
Pl RS
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——= The Battlefield >> pp.30-41<¢———

Traveling to a stronghold not under your control on the
World Map begins a battle. Deploy your forces wisely

to defeat your enemy.

Nalsdicn O og A0rcoS ik (4193 st 44 4t A
T iom (MBS -*i‘r T ITITLY:

Preparing for Battle (Assembling a Battle Part}'} ahl

Before going into battle,
you must choose A
_@ which units will form

your battle party. Pay
special attention to
each unit’s abilities
when making your
choices.

N .
N i o

Skipping Dialogire— " she it
Press the START button

during a dialogue scene 1o
pause the action, then press
the % button ro skip the
scene. If you'd rather return
to the scene, press the ©
button.




.«r-;-.:'”:'* s r}ﬁ‘“ﬂ] Tﬁ Rfading the Map
W Elur stury‘:‘iuﬁulds across the map, through the many

N = towns and castles on the isles of Valeria.
-
Reading the Map <=

Use the directional buttons or the analog stick to move the cursor
to your chosen destination, then press the ® button. The calendar
advances whenever your hero moves.

Newest Title (p.27)

Help Meuagﬂ
A brief deseription of the
selected location.

Main Menu
Controlled

locations

Blue Hags indicare
those locations under
your control.

Uncontrolled
Locations

Areas under enemy

control and the like are
shown in red.

,;-rfl Cursor

Current War Funds (in goth)

Your Current
Position

# Main Menu (Open with the & button)

The Date on the X nian Calendar
and Campaign Length in Days.

Party Menu Check on the condition of your units, change
(pp.18-25) unit classes, and more,

Warren Report View the play guide and see information on the
(pp.26-27) events you've witnessed and characters you've met.
Shop Only available in certain towns and castles. Visit
(pp.28-29) shops to buy equipment and hire new unis.
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Controls on the World Map ia

The following is a brief description of controls on the World Map.

Directional Move the cursor
buttons (for moving the party to other locations)

s Free scrolling
Analog stick (move freely across the world map screen)

Confirm

® button Open the main menu (when the cursor is over the party)

@ button Cancel
Return the cursor to the party’s locarion.

@ button Open the Party Menu

O button [+ Up/Down] Zoom infout on the map

Open the System Menu (pp.16-17)

START button [+ R Button] Take a screenshot

SELECT butten | Open Select Help

Taking Screenshots

Pressing the R button while
holding down the START
button during the game will o ey
save the currently displayed f mh".mﬁ'h*'
screen as a screenshot. Save
your screenshot by selecting
“Yes” on the confirmation
sCreer.

- i
rl Y
*
- "-. .-..
e

B Viewing Screenshot Thumbnails In-Game

Saved screenshot
thumbnails can be viewed
by selecting "Screenshots”
(p.16) from the System
Menu.

- Viewing Screenshots on the Home Menu

Select the folder for Tactics Ogre under “Photos” on the
Home Menu to view saved screenshots.




R Pre.ssmg the START button on the World Map
£~ T w1[| open the System Menu. Choose from the
: ; following five options:

Data

Save your progress so far, or
load previously saved dara.

@ Save Choose where you want to save your current progress
as save dara.

@ Load Choose the save data to load in order to resume a
previous game.

Screenshots

View thumbnails of all
saved screenshots.

@ Controls
View controls for the World

Map and Bardefield (p.32). S i e
Use the left/right directional Nat Lisadt - b

buttons or the & button to e o Pk
change pages.

Dipsifi bli=uii
Canliss

I=T""|I1|




Set various options for the
game. Use the up/down
directional buttons o select
a topic, and the left/right
directional buttons or the
% button to make changes.
“Restore Defaults” will reset
all options to the standard

mnl‘?gu ration.

* System

Curast Masind el
Sewaage Spedd

EiTHel |
Ak Mol st

Sl Rank Bollflcalioes
Aaii e Badlle Moasages

Weslhey Mol icallons
O

Roop Freyvioss Oallse Farty
Il Ml

Regimre Delaiia

Cursor Movement

Choose from two cursor movement styles.

Message Speed

Choose to dmplﬂ.}f d.t.aiugue one page at a time,
or one character at a time.

* Barttle

Action Notifications

Choose whether or not to display the names of
actions performed during battle.

Skill Rank

MNotifications

Choose whether or not to display gains in skill

ranks (p.20) with a popup.

Automate Battle

Choose whether or not bartle messages should

Messages close auromarically.
Wezther Notificatiotis Choose whelthur or not to report changes in
weather during bartle.
+ Misc.

Keep Previous

Bartle Party

Choose whether or not to use the previous
bartle party as a templ,:lte when enrering bartle.

Data Install*

Choose whether or not to use previously
installed game dara. "OFF" is automatically
selected when a Memory Stick™ is nor found.

*Select “Dara Install” on the Tide Screen o
install game dara.

Return to the Title Screen

Quit the current game and return to the Title Screen. All unsaved
data will be lost, so rake care to save before quitting.
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.l eeBarty Menu

BT b T
s % Use ﬂIE‘f’art}f Menu to equip armor and weapons,
vie~. - learn’skills and spells, and otherwise prepare

!

o your forces.

P;;rry Menu ._

Choose “Party” from the Main Menu to view a list of all your units.
Selecting a unit will bring up a list of commands. Pressing the

& burton on the World Map will also take you to the Party Menu.

Unit Information

Press the left/right
directional burton while “@mh:i
holding down the ©

buttan to change the
information (current
levels, HE erc.)

displayed.
Change Order -
Change the order in jra—— N8 T ros 51813
which to display units. *Your forces have a maximum limir of 50 units,
eXcepting guests.
Viewing Available Classes -

Press the @ burtton in the
Party Menu to view a list of c aiaaiaia
all the classes (p.45) among ig

your units. Here, you can
view basic information
about classes, including what
armor and weapons each can
equip, and available skills
and magic.

Condition .m

View unit information —
such as stars, buffs, and el : g
debuffs. For details on unit WWTT
: o 52793, - T
information, see pp.22-23 A S ;.
o tote =g
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B Equipment
View your parc?"s
equipment and outfit units.

Equipment Information

@ Equi Change a unit’s equipment, first choosing the
P category, then the piece to be equipped.

@ Unequip Remove equipment from a unit.

Automatically outfit a unit with available
@ Auto Equip cq]uipmf:nt to maximize performance based on a
role you choose, such as artack or defense.

€ Unequip All | Remove all equipment from a unit.

@ Magic —
Learn new spells or check : _
the ones you've already iy - ong &L Lh-*—:
acquired. bﬂﬂ = ,E'L.‘“_". s
D e 0 e
EEE—F 15
Thvine Hagge.
Magic Information e
n ; :-I i
@ Browse View your party’s spells.
€8 Learn Learn a spell from an arcana.
Concerning Arcana %

Arcana are written records of spells, by which units may
acquire new magic.

Note that only certain magic-using classes, such as wizards or clerics,
may cast any spells so acquired.

There are also skill (p.20) and level limitations to casting, so take care
when acquiring new spells for your units (pp.24-25).
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& Inventory™

Check your inventory
of items. You can select

a category to view and o

change types with the left/ a

right directional buttons. i s fif -0 3 o
e EERE

*Because inventory is i L - R

shared berween all units,
selecting “Inventory” will
show all items at your

troops’ disposal, and related
information (p.24).

@) Skills =lLe 8-

|

Here you can check skills, e e
assign skills, and spend skill |@ M?u;mﬂ
Enims (gained by units in e pr—— e

attle) to acquire new skills. B o
Different classes have access ol e
to different skills, Skills are 0 s e
rr.'qulrcd 10 usc magic. =::.... :

|

LD o D nia--‘ E
Total Skill Points |

@ Assign Assign skills to a unit.
@ Browse View a unit’s skills.
Spend skill points acquired in barte to learn new
@ Learn skills. You can increase the number of possible skills
in exchange for skill points to a maximum of 10.
@ Remove Remove an assigned skill,
@ Remove All Remove all assigned skills.

Improving Skill Ranks %

Some skills can be improved by performing a specific action related

to that skill during barde.

@ Finishing Moves™ .ﬂ

Finishing moves are acquired by raising the rank of a weapon skill
such as Fists, Swords (1H), or Bows. Check details on acquired
finishing moves here.

*lhis command appears as you progress through the story.

20
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@ Change Class* | TE

By using classmarks, items which are obtainable art the shop (p.28)
or in bartle, it is possible to change the class (p.45) of your units.
After choosing a unit, use the directional buttons to pick the class
to change, and then press the X button. Look to the right of the
screen to see the units stats after the class change to help with your
decision.

*This command appears as you progress through the story.

e e L NRE T T T W Y S LN T TE-CT N [ T IS

@) = Bartholommos
B A Frea e ’ h I ol

(]
!
1]
§

Stats ]

=
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Wk i ripi

Current stats are
displayed on the left,
stats after the class
change on the righr.
Improvements are
shown in blue,
decreases in red.

=
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Class List

Shows the number of classmarks held,
listed by class, as well as the level after
a class change. Available classes are

displayed brightly.

Dismiss the selected unit, removing them from your party.
Information on dismissed units is lost, and they will no longer be
able to participate in bartles.

*This command appears as you progress through the story.

Class Levels

Class levels are not determined by unit, but acress your entire
party. For example, if one of your warriors reaches level 7, all
your warriors will be at level 7. Even a newly recruited warrior
would become level 7 upon joining,

*Unit skills can make two units of the same class perform very
differently in battle, so take skills into consideration when
choosing your units’ classes and roles in battle.

B Gaining Class Levels

Class levels advance when a certain number of experience

oints have been won at the end of battle, Experience is
allocated not by unir, burt is divided among all the classes
represented in the barttle. Experience increases for a class the
more units of that class survive.
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Unit Information

By selecting a unit on the Party Menu, E‘mu can view 5pcc1ﬁ+:5 on that

unit. Knowing a unit’s conditon and

lities can be helpful when

forming a battle party (p.30).

The name and unique identificarion number of a
unit in your force.

The unirs class I[pn"—ifr",l and level.

How the unit looks on the battlefield. The hearts
below the sprite represent life. A unit loses one
life every time they are incapacitated in battle
{p-35). Guest units are so indicated here.

An indication of the unir’s character and principles.
Lawful (L): respects the rules of sociery.
MNeutral (N): strives to attain balance.

Chaotic (C): values freedom above all else.

The distance a unit can move depﬁnds on its race
and class.

HP
4 (Health Points)

Current / Maximum possible health points. The
gauge below shows remaining HP

Bl Jump

The maximum difference in elevation a unit can
MOove ACross.

Move Type

How the unit moves affects the types of rerrain
(p.33) they may cross, and the cost of movement.

[The Hero’s A:cﬁnns Affect

Each unit has their own alignment, and when ﬂl:‘:}r dlsagrcr:
with a choice the hero makes, their loyalty to him drops. A
unit left with low loyalty may desert, so take care when making
choices and taking action in battle.

While it is impossible to directly gauge a unit's |[:r}raJt}f you can
get a general idea by viewing the select help for a unit’s name.

e e e e
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Current [ Maximum possible M Unirs
accumulate MP slowly over the course of a bartle.

MP drop 1w 0 art the end of bartle.

10 RT The smaller this value is, the faster a unic’s AT
“ (Recovery Time) | (Artack Turn) will come around (p.34).
Current / Maximum possible TR Units accumulare
m TP TP slowly over the course of a bartle and as th
(Tactical Points) | deal and receive damage. Special skills and finishing
moves use T2 TP drop to 0 at the end of baule.
i Equipment is shown by location.
12 Equipment @ Right d € Left Hand 8 Head
Torso & Legs (B Arms B Jewelry
m Clan A unirt's narionaliry.
m Allegiance The faction to which the unit belongs.

The unit’s current condition.

A measure of the unir’s abilities. “Base Stats”
reflect a unit’s narural abilities, while “Current
Stats” show the unir abilities adjusted for their
current class and equipment.

(Skill Points)

The unit’s current skill points. Skill points are
received at the end of battle, and are used to
acquire new skills.

¢ Reading the Stats

Melee Attack

A measure of the power of unarmed
and armed attacks.

Ra
E AI:II;EE:I

A measure of the power of artacks using thrown
and missile weapons against enemies at range.

-E-I Magic

A measure of m:ng'u::ll power.

EI Defense

A measure of defense effectiveness against unarmed,
melee, and ranged aracks.

=P Magic Resist

A measure of resistance to magical anack.

STR (Strength)

Mainly affects the power of melee and ranged
physical arracks.

VIT (Vitality)

Affects defense aE;a.im[ all artacks.

DEX (Dexterity)

Affects melee and rrmgud accuracy and attack.

AGIL (Agility)

Affects the ACCUracy of attacks.

AVD (Avoidance)

Affects the ability to avoid attacks
while defending.

INT I[Iﬂtclligenl:n:l

Affects the power Dfmag,il;al attacks.

MIND (Mind)

Affects the success of special skills and offensive
and defensive magic.

RES (Resistance)

Affects the ability to resist magic.
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An ﬂm;h‘mdmn is an ancient text dJWI%(?g the
4 “*‘se::rets of a} an art. Discover here tips and tricks to help
| Y- -“I.-? - you prepare your units for battle.

Find the Equi Spells
ind the Equipment, Spells,
and SkﬂlsEtlat Fit

Certain pieces of equipment, spells, and skills are only usable

units of a particular class or level. With a piece or skill selected,

press the @ button and use the right/left directional buttons to view
rﬁ]]uir-:d class and level information. There are six possible pages of
informartion, depending on what is being checked.
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El Weapon/Armaor category, RT (p.34) modifier, range,
artack, and defense.

Buffs gained by equipping. and the effect of using any items.

Resistance against ph:-mcai danmge, elements, and races (armor
only). Elemental resistance for air, earth, lightning, water, fire,

and ice indicates a reduction in the corresponding type of damge
B} | (g armor with high resistance to air will reduce damage taken
from the air spell Deadshot).

Light and Dark indicare resistance o the opposing element (e.g. the
light-infused Shield of Sages increases defense against Dark attacks).

3 Classes represented in your party able to use the selected equipment,
The numbers reflect the class levels necessary.

Skill type, level ar which it can be learned, and skill rank
(when applicable).

Elemental effects, area of eftect, and skills required o cast spells, as
| well as arcana in inventory (magic only).
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Each unit can equip a
maximum of five pieces of
equipment, as long as each
piece can be worn on a
different location.

Weapons and shields are ¢ ulppcd on the hand. Two
Right Hand / unu—ﬁndm.l Weapons m ::. equipped, or one two-

Left Hand | handed weapon. A Ehtﬁ'kf may only be equipped in the
left hand (the second slot).

[tems may be equipped in two of the following slots:
head / torso / arms { legs.

Armor

Jewelry Only one piece of jewelry may be equipped.

Skll Types =y

Skills are divided into the following four categories.

Co ad Once assigned, these skills (such as Divine Magic) become
Sy available under the Act command (p.36) during bartle.

Once assigned, these skills have passive eftects, such as
Support changing movement type, adding attack power, and a
variety of other effects.

Onee assigned, these skills become available under the
Action Skills command (p.38) during bartle. Action skills require
TP to use,

Unique skills available only to certain races, such as the
Special dragon’s breath attack. These are available under the Act
command and require TP to use.

In order to use acquired spells, you must assign the appropriate
“Command” skill for that type of spell.

The following gives an example of the steps necessary for a Cleric
(p.45) to cast the spell “Heal.”

m Obtain the divine magic arcana “Grimoire Vitalite.”

@ Undcr the l‘arr}v Menu, choose "n-'fag;{ 19/ Learn, then select the

“Grimoire Vitalite.” This learns the spell “Heal.”

@ Under the Parry Menu, choose Skills (p.20) / Learn, then select the

command skill “Divine Magic” to learn.

Eﬂ Under the Party Menu, choose Skills / Assign, then assign
“Divine Magic.
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i One option from the Main Menu is the Warren
Repnrt ahelpful collection of information on events

and people on the Valerian Isles.

>
Under the Main Menu,
choose “Warren Report” to
3 - - m*ﬂ“ UIHIH T“
view information on events, S e
and the people you've met Miossivn 8
. Ern*lﬂ.h x¥
or heard of on the isles. Wahster 4
Rakizm 4]
Kenntla B
Loslis a
Ao liteiea o
LT E

@ The Wheel of Fortune

View a time line of
events and battles. 1 "-l‘- ﬁ'] HERHIELO0

o Hevkglin HI II|| II|

Select an event or battleheld
to see more details. Some
diﬂluguu scenes can be
replayed by pressing the 3

button.

@ Tidings

Review a list of your accomplishments in the game. Some dialogue
scenes can be replayed by pressing the X burron.

Wiarren Omeon

Former leader of the New
Xenobian Mages Regiment. Some
think of this wizened diviner as

a true prophet. Events have led
him to be stripped of his rank and
exiled from his country.
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Learn the latest happenings from across the isles and beyond.

@i =it )

Learn more about the people you've encountered.

@ Titles* m

Review the titles you've carned.
*This option becomes available as the story progresses.

Ovinic o=t )

Listen to music you've unlocked in the game.

*This option becomes available as the story progresses.

() Play Guide

View various game pla

tips. Helpful %3 ou ]:1:3&}1:[

assistance with h:ml:: or any

map controls. You may also
c? hints for better pl};}r

herrc. 50 be sure to check

out any new articles when

they become available.

[TI'IE World Tarot* —

As the story progresses,
the Wheel of Fortune
transforms into the World
Tarot, allowing you to turn
back time to an earlier
spoke upon the Wheel (an
anchor point) and replay
the story with your current

party intact. An Anchor Point
*This option becomes available &fg]:;;,h:[f ory from any of

as the story progresses.
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Spend goth to make a purchase. Choose category, name, then

amount to buy.

Change View

=8 WRRERT G o chisE

Change your view to
only those items in a

chosen category.

e .~ 4 B
ﬂ!r.l!lr- L il
ﬁ.ﬂﬁr-'lr‘ﬁ:.l i

Uﬂmlu:r

m."l.;:lr Lalr

DB et T

Item List

';HLLII'..L:

Itern name and cost.

# ltem Categories

G Raper
11'm R e v

Item Information

Details of the selected item. The informaton
shown varies by item (p.24).

@ Melee

Swords, axes, spears, and other weapons used for close-
pe po
quarters combar.

Ranged

Weapons
@ Weapons

Bows, blowguns, and other weapons used art range.

Armor wearable on various parts of the body. Wearing
armor can affect a unit's stats. (pp.22-23)

A book or scroll containing the written formula for
casting a spell. Under the Party Menu choose “Magic”

(p.19), then select an arcana to learn a spell.

Consumables such as the “Mend Leat™ which restores
HFE and the classmarks required for units to change
classes (p.21).

Sell off any inventory you
no |tmg:3r require.

Choose category, name,
[!'.II:T'I. AiMount oo -h'l.‘". .‘l'rl;:ll.ll'
war funds will increase with

every sale.
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@ Hiring Units

You can spend goth to hire
new UNits r{'ﬂ' }"{]’I.lr ].'.ﬁ-ll'l_}".
Choose the unit you wish
1] hiﬂ,‘, ”“.'ITI EI]{'.Ill}!'i‘t..' Ihl.-'l.'
unit's alignment (p.22).
You will then be asked

to confirm your choice.
Select "Change Name” to
CUSIOMIZe a unit's name to
your liking. Note that the maximum number of units in your party
is set to 50, excepting guests (p.30). If you are at your limit, be sure
to dismiss a unit (p.21) before hiring another.

ajuaaen
JHEIRHIE 8

@ Auctions

'\'..:'H_llll Uﬁ-ﬂ MOnsLer in :|."l}l.|r
forces for extra goth. You
“'i”. '.'I].'i{‘.l ]"I.:I"l"l: o E]H:u" 1| !':i['l'l-'l"
fee to the auction house
master. Once your auction
sells, you will receive the
market price for your
MOISter.

@ Crafting*

If you possess the proper
recipe, you can craft items

in your inventory into bcie RB e of erbs
new items. Hcgm by first e O wates
chmmng a recipe, then ::::f::::x

an itemn to craft. Success e

results in a new item, but Il Hesceg Sced

B Mg Lewd H S 10 Sscguaa Aria
be warned that l:mﬁmg.,
"oﬂ'“'lL["]lL"ﬁ r:_":.l.lll': 111 fl[lu]'t.

*This option becomes available as the story progresses.




Hr}w to Fnrm a Battle Party .“

The number of units that may participate in a bartle {I‘.-arw varies

by battle. Keep this limit in mind when selecting and placing your
units. When you are finished placing all units, select “Confirm Bartle
Party” or press the START button to begin the barttle.

Battle Party Menu Current / Maximum

How many units you've
already placed, and

the maximum number
allowed in this bartle,

Guests

-~ As the story progresses,
= you'll plf.k up guests
| BEEREEREE | wha will join you in
bartle as free agents; on
your side, but not under
your control,

Unit List

Units already placed are darkened
in the list.

Unit Placement

To place a unit, first choose an open tile, then press the 3¢ button.
Press the ) button a second time to return to the unit list and select
the unit to place there. To remove an already-placed unit, select the
unit and press the & button twice.

I T IYE 'iitllaﬂiitlﬁ

Choose an empty spot... And place your unit!
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Changing Unit Placement é’n

o change where a unit is placed, select the unit and press the
¢ burton, then select their destination dle. If a unit already occupies
the tile, the two units will switch places.

Select the unir you want to move Then choose where you want the
and press the 3 burton... unit to go!

The Battle Party Menu ._

You can use the options on the Battle Party Menu to view
[]_I.C [erms ﬂf-"lrj.crﬂr}l' .ﬁ:]]— | l'.l'.'-ILtJ,::, ar ﬂ]n.ﬁgu re Eﬂmﬂ PIE}’,

@ T EVi Review the terms of victory and defear for the
S F e O EY current battle.

Examine your units. Selecting a unit opens the
Party Menu (pp.18-25).

@ Unit List

*Pressing the @ burton while placing units will
also show the unir list.

@ Options Set options for game play. (p.17)
E:::E rpm Begin bartle with selecred unirs.

|Optional Battles - v

While moving across the World MapT you might find }'::ursclt'
embattled in a stronghold you already control. These frays

are called "optional bartles,” and frequently feature unusual
enemies or rarely encountered monsters. They are also a chance
to pick up rare items.

The hero need not pan:iciﬁ;u: in these optional battles, and it
is also possible to retreat should you not wish to fight (p.41).
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~ tal{e the field. Always be aware of terrain conditions
f,- - and weather when you plan your strategy.

H‘nw to Read the Battlefield -m

Terrain differs on every battlefield.

Help Elevation

The elevation of the selected tile.
Larger numbers indicate a
higher elevation.

Help for your

current selection.

Terrain Info

Details on the selected
tile’s terrain type.

Unit Info

Level, name, life, HE
MP and TP of selected
unit (p.22-23).

*MP and TP both starc at 0 at the beanmL

of battle and increase during the ba

Attack Turn
'-_'i,“ \
Y20 BT
RT Remaining Unit Order
Remaining RT for the selected unit. The turn order for all units
The unit’s AT {Arack Turn) comes is shown by small icons.
when this count reaches 0 (p.34). Colors indicate each unit’s
allegiance,
Order of Selected Unit / Total
Unit Count

Shows the order in which the
selected unit will act.

[Predicted Outéomes:  .°

When choosing targets
for spells (p.37) an

the like, you will see
predicted results for
damage and accuracy.
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The Lay of the Land ¥

Battles are waged across a wide variety of terrain, including grass,
rocky outcroppings, and rivers. Each rerrain tile has its own
particular characteristics, some of which may affect attacks or
movement costs.

Some terrain tiles are also affected by the weather, so be sure to know
your terrain before moving out.

Melee Ar.mmyMudiﬁ:r
N, e I ‘The terrains effect on melee attacks. The hig.hr:r

the number, the greater the accuracy.

_r Ranged Accuracy Modifier
Tile Type The terrain’s effect on ranged artacks. The
Types include grass higher the number, the greater the accuracy.
and desert.
The Weather

With each passing turn, the weather on the
battleheld may change. Weather can have
an effect on movement costs and atrack
accuracy, and can influence the outcome
of batle.

Weather and Element

Press the START button
during battle to view the
weather and elemental

affinity of the battleheld.

[Bags of Lu-nt’qﬁﬂ *Tan%wh‘- m

Felled enemies may drop bags of loot and tarot cards. In order
to pick up a rarot card, one of your units must “End Tum”
(p.39) in the tile where the card was dropped. Bags of loot will
be automarically retrieved when the hﬂﬁfﬂ' is over, provided one
of the enemy units does not retrieve ir first!

H Bag of Loot Conrains equipment and consumables.
, Changes the stats of the unit who takes it
n Tarot Cand and can be used as an ivem.
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) Wﬁgfn Battle

S "‘i‘ an: yﬂur units to engage the enemy, and meet
b : 2 the terms of victory to end a battle with success.

o

The Rules of Engagement m

Bartles are won when the terms
% : OBECTIVE
of victory displayed at the

l}:.gi:miug nl:li:;u_'ii barttle are met. Ha”qUiSh Mﬂldﬂua]

After the bartle is finished, a
results screen is shown, after
which you return to the World
Map. However, in places like
castles, where many battlehelds
stand next to each other, one
battle may follow righrt after the other. In these simuations, you will not be
able to return to the World Map until the key battles have been won.

The Results Screen CEB

After battle, you receive loot
dropped by your enemies, SPOILS
experience hr_'ﬁl:['lng the bartle,
and skill points. Experience
and skill points are divided
among the classes and units
who survived the battle.

Game Over

ﬁl’ll]llhi }"ﬂ.'l'l.l. rumn dr.:ﬂl.ll “l'. [h‘l.' [eTIms |.:|fI Ll.ﬂf“l.‘il[ i['l | I.]-'|.1.1|I'_'| [hﬂ H.'In'l.ﬂ.' j"| Gvel. \frl]ll
will return to the ritle screen where you may choose Save Dara or Quick
Save Data to resume your game.

RT and AT (Turn Order)

Each unit has an RT (Recovery
Time) value which gradually
drops as bartle progresses.
When a units RT reaches 0,
their AT (Arrack Turn) hl:l-:;inh'.
and they may take acrion.
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When Your Artack Turn Comes... é_

When one of your unit’s AT
comes, press the 3 button
to open the Bartle Menu
(p-36-39) and determine

your unit'’s actions.

Selecting “End Turn” will pass
AT to the next unir in order.

i i Ty B
LR e

*Available commands vary depending on Ih|.= type n:uFunu :u'u:l the situation

*Of the units on your side, some (guests) will move independently, without
your orders,

Unit Actions and Changing AT %

When one of your unir’s

AT arrives, should you
choose “End Turn” without
F-L'ﬂ_[‘rrmi ['IH_ :l.!'l}' ['l[I'II'_'r
commands, that unit’s next
AT will arrive sooner than ir
otherwise would have. [f you
feel that none of the unit’s
actions are useful ar the time,
end that unir's turn and prepare for their next AT instead.

*For more details on RT, see p.48 “Whart is RT?"

' e AT :
Incapacitated Counts and Unit'Loss

When a unit takes enough
damage to reduce their HP to
(0, thar unit is incapacitared. A
number will appear over the
units head, gradually counting
down as bartle progresses.
Before the number reaches

0, it is possible to revive the
unit using a spells such as Resurrect, or items such as a Blessing
Stone. Units whose count reaches 0 will lose one life and be removed
from this battle, unable to return w the frav until the next bartde is
. r .a ¥ L . g -

joined. Units with no remaining life are “deceased,” and can only be
dismissed from your roster or have their skills scavenged for use by
another unit.

¢ The Case of Undead

When undead units reach 0 HI, they are “stilled,” and will rise again
after some time has passed. Undead enemies must first be stilled,
then vanquished with the use of spells such as "Exorcism”™ in order to
completely remove them from bartle.
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fojiitnatl .M-_ﬂ‘”’ \‘r ’ y  Battle Menu
R T elect 'iif:icrtive unit on your side and press the
@‘h_utl;ﬂn to choose from commands such as

“Move” and “Skills.”

g
(@ Move

Maowve your unit across the
battlefield. Select one of the
blue riles within range, and
press the 3¢ button to move.

*Movement range varies with
weather, terrain, and the unit's
“Move” and “Jump” stats.

*You can redo a unit's move
during its turn as long as it has not taken any other action.

&) Act

Attack with weapon in hand, cast spells, and use special skills or items from
your inventory. After choosing the desired action, the corresponding range
will be shown in yellow. Choose a target within range to complete the
action.

@ Melee Artacks

Artack a nearby target with the unit’s equipped melee weapon.

@ Ranged Attacks %

Artack a distant target with the unit’s equipped ranged weapon.

Elevating Your Strategy s’ 1=

Some tiles on the batdefield have dramarically different elevations. On
battlefields with a lor of cliffs, regular units will find their movement
restricted, giving highly mobile units such as fliers an advanrage.

Higher elevations also provide increased range to missile weapons, so
be sure to always consider elevation when planning your strategy.




Magic

Use MP ro cast spells.

MP Cost

The amount of MP required

to cast the spell.

¢ The Main Schools of Magic

Air Magic

Magic that draws power from the spirits of the air, whipping

up winds to deal damage and alter unit conditions.

@ Earth Magic

Magic that draws power from the spirits of the earth, sending
dirt and boulders 1o deal damage and alter unit conditons.

@ Lightning
Magic

M.‘:gjl.‘ that draws power from the spirits nrﬁghlning. w]ch:lln;_:',
thunder and tighlning bales to deal d.'-lm:l.gl: and alter unit

conditions.

Water Magic

Muagic that draws power from the spirits of the warer,
wielding steam, rain, and mist to deal damage and alter unit
condions,

@ Fire Magic

Magic that draws power from the spirits of fire, wielding
flame and hot EAsSCS 10 deal damagt and alter unit conditions.

@ Ice Magic

Magic that draws power from the spirits of ice, wielding frigid
cn.:f and icy shards to deal damage and alter unit condidons,

Magic that draws power from the spirits of the light, primarily

@ Divine Magit tor restore HEP and cure ailments.

@ Dark Magic

Magic that draws power from the spirits of the darkness,
wielding dark energies to deal damage and alver unir
conditions,

*At the beginning of bartle, MP for all units is 0. MP accumulates with rime
and can be increased by the use of items.

I ] "'3-' :_: ¥ .':.II.I"I:I'_ rv- [
| Conditions &5~ ety

Artacks and magic can alter the conditon of a unit, Magic and items
can also be used to cure unwanted conditions.

*Use "Condition” (p.39) to learn more abour a unit’s condirtion.

Thf.uni:':-'. body rurns 1o unmoving stone. While the
unit’s chance ro avoid weapon arracks is reduced ro

Petrified 0%, their defense is high, and they rake very lirtle
damage.
Poisoned!/ The unir takes damage ar recurring intervals,
Envenomed
Stunned The unirt is sometimes unable to take acrion.
The unit is asleep, rc:.iucingb::]hnnr.‘-: to avoid w:n!mn
Asleep artacks to 0%, H.n;lﬂ of the above methods, as well as
taking damage, will revive a sleeping unir.
The unir suffers momentary confusion and arracks
Charmed an ally. Any of the above methods, as well as taking

damage, will bring the unirt to its senses.
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(&) Special Skills e

These actions are available to Dragons (p.46) and other unusual units
capable of using their natural abilities in combar. There is a TP cost
associated with every special skill.

Finishing Moves

Finishing moves are learned by
raising the rank of a weapon
skill (p.20). An amount of TP
and an appropriate equipped
weapon are required to use a
hnishing move.

Current TP / Maximum TP

At the beginning of barttle,

TP for all units is 0. TP
accumulates with tme and with
damage dealt and wken.

Inventory

Use sundries and certain

pieces of useable armor in

your inventory. Some sundries
require a support skill such as
“Field Alchemy” before they
can be used. Requisite skills can
be seen by going to Inventory
(p.20) under the Party Menu.

@ Skills
Use learned skills by choosing
“Skills" then the skill you wish
to use, then the targer. Skill
use requires an amount of TP

|
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@ Condition

Check a unit's stars, buffs, and
debuffs. You can switch units
by pressing the L or R burton.
See pp.22-23 for a description
of unir stats.

@) AI*

Units can be assigned a role and allowed to determine their own actions.
Choose "Manual” to resume direct control of your unit.

*This option becomes available as the story progresses.

+ Al Modes
Melee Unirt charges the enemy lines.
Vanguard Unit holds the party’s frone line.
Ranged Unit fires on the enemy from a safe distance.
Rear Guard Unit holds back o defend the party’s magic users.
Caster Unit cast spells at the enemy from the back line.
Healer Unit heals the party from the back line.

@ End Turn

Choose a facing for your unit to end their turn.
MNote thar amacks from 2 unit’s rear have a betrer
chance to hit, while attacks from the fronr are more

likely ro miss.

Consider which side your enemies will artack from to
face your units properly.

T
[Intermpt T o

When guests or enemies are
moving, press the & bumon o
pause the action and check your
on unit stats, or adjust your

Al sertings. When you are
hinished, select the checkmark

o resume bartle.

— - - =
4 [ - = == T
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oA xl , Sy.i‘fﬂﬂ Menu

% Check&}:untm!s and adjust game options from
A thﬂ battlefield—or leaw: a battle midway.

l..l"

Opening the System Menu

Press the START burton
during battle to open the

System Menu.

@ Terms of Victory

Review the terms of victory
and defear for the current
bartle.

. Unit List

Examine all units in the current battle. Press the 3¢ button to see more
detailed stats for the selected unit.

Friendly Unit List (With Default Settings) i

Examine all units in your party, even those not in the current battle. Press
the ¢ button to see more derailed stats for the selected unit.

@ Chariot Tarot* &h

Turn back the Wheel 1o return to an earlier artack turn and reissue new
commands.

*This option becomes available as the story progresses.

Screenshots gn

Browse your E-EI'I'."L‘I'ISI'I.GEH.




You

An overview of the pame’s controls (p. 16).
& i

Options

Adjust game options (p.17).

Return to Title (Quick Save)

Exit the current bartle and return to the title screen. Select “Start Game™ and

“Continue” to resume vour game {pp-lﬂ-] 1).

%

@ Retreat

o

may :ml:,' retreat from nptiun:ll battles [p._il ],

The Chariot Tarnt

In Tactics Ogre, you can use the Chariot Tarot to return up 1 50 moves

into the prast o Iry alternate .'-ul'l".'l.[t']:_"il’_'i.

Press the L button or choose @l from the System Menu to show a list of
up to the last 50 turns. Choose where you'd like to return, and press the

! burron.

*MNote that making the same choices will result in the same ourcome. To

change the future, you must change the past.

Acting Unit Information

[ Acting Characters

All unirs who have acted
thus far.

[ Action Taken

l Log

Press the &) button to
show a deniled log of

actions taken.
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Ao a.--:}”y_' Challenge Battles are a single player

"y

et '_fc:-g:"lql'i;nce where you create a battle party
from your own units and send them to
- challenge another player’s units.

-.1 oy - -
I

Make a new challenge party or
modify a previous party.

A New Party

Follow these steps to form a party from your own units:

E Load Save Data

First, choose save data to load. Once the load is complete, press the ©
button to proceed.

2 | Choose a Party Name

Enter a name for your team. When you are done, select the checkmark.

*Other players may see the name you choose here, so avoid names that may
be offensive or divulge personal informarion.

3 | Create a Party

Choose the units to form your parry.
Up to 12 units may be placed. When
you are finished, select the checkmark
to save your party darta. Once saving
is complete, you will be taken to the

modify screen (p.43).

i — L
llllllill‘lllli

Saving a challenge party requires a
Memory Stick™ (p.11). Power Rank

An indicator of your party’s
overall strength.

*You will not be able to change units once you have saved vour party data.




Here you can load challenge
party data to modify your team

name and unit Al, Choose

party data to load to reveal the

following options:

Bepmerpy Soaih Corjmn Wl

2524..

@ View Units View challenge party units.
@ Change Party Name | Change challenge party name.

Select the bartletield where the parties will
€ Choose Battlefield | 3 pa

(1) Ser Al

Set unit combar Al

@ Set Battle Cries

Set the battle cries unies will shour during bartle.,

@5::: Rank Limit

Set an upper rank limit for your epponents,
You cannot battle opponents whose rank is
higher than the limir.

@ Save Party

Save the challenge party and its settings to the
selected storage media.

@ Challenge Party Battles

Send one challenge party into
bartle against another. You will
control one of the parties, and
the computer will control the

other.

kg Choose an Opponent
PP

P'it one saved challenge party
against another. Once you have
chosen an opponent (to be
controlled by the computer).
select the checkmark o chose
the challenge party thar you
will control. When you are
finished, select the checkmark

to begin battle.

arm. =
Berpad vt 'l Somims Mg

2524..

*You must have more than one challeng& party saved to hold a bacdle.




QO Exchanging Challenge Partics <A RER

Using Ad Hoc mode, you
can send challenge parties to
another player’s PSP* system.

*Be sure to check thar your
WLAN Switch is ON. Do not

turn off the WLAN Switch
until the exchange is complere.

Send a challenge party you

have ereated. Choose a party to
send and select the checkmark.

G Sending Challenge Party Data gn

You can receive a challenge
party created by another

- I —
player and save it to your PSP i i i ir il rleamar

] [ party daba B sl lurn e power OFF
DI‘IEE’ :li.[mnnE'l:“ﬂnf"ﬁ n]?dlf]' i faEn ihe WLAN WIRELESS swibch OFF,
you will see a list ot available
party data to choose from.

Saving received challenge
party data requires a Memory
Stick Duo™ or Memory Stick
PRO Duo™ (p.11).
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/ -a S\
Classes are unit specializations, each with/their own 2=
characteristics. The following is a brief mtm:luc:tmn-;-? e

to some of the main classes in Tactics Ogre. = . Ve,

*A classmark is required to change a units class (p.21). My

Warrior =

A mainstay melee attacker, adept with a wide
variety of weapons. Lacks flexibility due to
only average ability in most areas.

Archer A -
A mainstay ranged amtacker, adept with bow
and crossbow, though their accuracy drops _

sharply in bad weather.

Vi .
A magic-user who casts spells to damage,
weaken, and strengthen others. Low defenses

make them poor in close-quarters combar.
Female wizards are called “enchantresses.” * Wizard ® +Enchantress #

" Cleric '-

A wielder of divine magic who mends
wounds and cures various ailments. You'll
want one in every battle party.

Rune Fencer ' -

A well-rounded caster of attack and healing
spells who is also adept at sword and spear-
play. Able to move through warer tiles.
Female rune fencers are called “valkyries.”

+ Rune Fencer + # Valkyrie




Knight

An excellent front-line warrior, able to use
healing magic. Nothing stops an enemy’s
advance like a knight in their path. —

Berserker : ;“-

A melee artacker entirely unconcerned with
their own safery. This barbarian boasts a
strong attack but a weak defense.

Monsters

(Drsgon 3

A dragon’s scales reduce damage while their breath arracks
deal vast amounts of harm to enemies. There are dragons
of each element: air, earth, lighting, water, ice, light,

and dark.

Clay Golem g

A monster fashioned from ;_'L-L:_.' thar deals pnw:rf't:l

crushing arcacks.

Gryphot 'S

A monstrous lion with the head of an eagle and giant
wings. Able to move with ease over rough terrain and
changing elevations.

“Ocropus —

A large monster that can move through warter with ease.
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Battle Hints : _.m{ =8

" Forming the Perfect Battle Party

Make sure your bartle party includes both classes skilled ar melee combar
(warriors, knights, erc.) and those skilled ar supporting from the back lines
{wizards, clerics, etc.).

Note that the positions you choose in the battle party screen (p.30) will
be the units’ starting positions in battle, so always consider your units’
capabilities. It helps to place units with low defense toward the rear, and
those with fast movement speeds toward the front,

‘@*""’ Focus Your Fire

Daon't try to deal damage equally to all your enemies. Focus your efforts on
taking one down at a time. If the terms of victory call for you to defeat the
enemy leader, you do not need to kill all enemy units. At times, it may be
best to simply focus your attacks on one or two key units to end a bartle
quickly.

Take care: your enemy loves 1o single out units with low defense for attack.
When using your wizards and clerics, be aware of their position relative to
the enemy and avoid attacks.

*Press the @ button and the directional burtons o change your view of the
battlefield in order to properly assess enemy positions.

Wﬂlways Check Predicted Outcomes

Whenever you select a target for an attack or spell, the predicred damage,
values, and/or accuracy will be displayed (p.32). When the prediction doesn't
look good, consider changing actions or argers.

" )ad Using the Chariot Tarot

If you have a “What if” moment, or just want to try a different strategy,
press the L burton or select the Chariot Tarot under the System Menu to
rewind the bartle to a previous turn.

Mote that making the same choices will result in the same outcome.

e R e i i . g e



% Ranged Magic and Blowguns
Some spells, such as Deadshor and Lightning Bow, and ranged weapons like

blowguns fire in a direct path (trajectory) across the battleheld. Take care, if
one of your units is in the way, they can be hit by friendly fire,

% What is RT?

When determining whart unit gets to act next in battle, the RT of all units is
compared, and the one with the lowest RT moves first. A unit’s basic stars,
the weight of their equipment, their class, and their actions in the previous

AT (Arrtack Turn) all affect the unic’s RT.

Unit RT

RT Added by Actions

Equipment Weight

&= Armor Weight and RT <

Each piece of armor has a weight associated with it. The heavier the armor a
unit is wearing, the larger that unit’s RT value will be. Always consider this
effect when equipping your units.

&> Class and RT <

Each class has a basic RT value associated with it. If a unit changes class,
their RT may also change, affecting their order in bartle.

&= Actions During Attack Turns and RT <

Each action taken during a unit’s AT affects thar unit’s RT until their next
AT comes around. The distance of 2 move, and the details of an action or

skill affect the amount of RT added. Equipment and spells also have RT
values, each adding to a unit’s RT when their effects are used.

l' '|T Lagner

#&= Understanding the Attack Turn <

The line of units displayed whenever the cursor is over a unit during barle is
the order of unit AT (Artack Turn) (p.32).

To check the AT of every unit in a barde, press the & button to show a list of all
units in the battle, then hold down the © button while pressing the right/left
directional button to re-sort the units by order of AT, Always know who will
move next, and avoid needless actions so your own units will move quicker.




O™ When the Going Gets Rough...

When you just can't defear a stronger enemy force, you might try engaging
in optional battles (p.31). Build up experience points and skill points
through these optional bartles to strengthen your forces.

*Optional battles become available as the story progresses.

At Battle’s End

i

W Acquiring and Assigning Skills

When a battle ends, the surviving units receive skill points as a reward. You
can use skill points in the Party Menu to learn new skills and assign them o
strengthen your units (p.20).

O The Tough Go Shopping

As the story progresses, more articles become available for purchase in the
shop (p.28). Check in to build your arsenal of weapons, armor, and arcana.
MNote that some armor and arcana have class and level restrictions to use

(p.24).

One Final Word m

Wﬁa\'ﬂ Early, Save Often

Even at strongholds under your control (strongholds waving a blue flag) you
can fall into battle. It's a good idea to save your progress before moving. At
castles and other places with many battlefields in close proximity, you will
not be able to return to the World Map until you are victorious. It is a good
idea to keep several separate saved games to give you a choice of places from
which to resume play.

G Check the Warren Report

As the story progresses, more and more tidbits of viral informarion will ind
their way into the Warren Report (p.26). You may even hear abour events
unseen in the main story, and hear an unexpectedly useful hing, so check the

report often.
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The following warranty and support information applies only 1o customers in the United States
and Canada, and only to original consumer purchasers of products covered by this warraniy.

LIMITED WARRANTY

Square Enix, Inc. ("SEI™) warrants to tha onginal purchaser of the enclosed product (the *Product™)
that the media contaming the Product (which includes any replacement media provided under this
warranty) will be free from defects in materials and workmanship for @ period of ninety (30) days
from the date of purchase (the "Warranty Period”). SEI's entire liabilty and your exclusive remedy
under this Emeted warranty shall be, at SEIE option, repair or replacement, without charge, of the
whole or affected portion of any Product that proves to be defective in matarial or workmanship
during the Warranty Period.

EXCLUSIONS FROM WARRANTY

Thiz warranty applies only to defects m factory matenals and factory workmanship. Ay
condition caused by abuse, unreasanable use, mistreatment, neglect, accident, improper
aperation, dastruction or alteralion, or repair or maintenance attempled by anyone other than SEI
is not a defect covered by this warranty. Parts and materials subject to wear and tear in normal
usage are not coverad by this warranty.

IMPLIED WARRANTIES AND INCIDENTAL AND CONSEQUENTIAL DAMAGES
Under state or provineial lav, you may be entitted to the benefit of certain implied warranties. AN
APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND
FITNESS FOR APARTICULAR PURPOSE, WILL CONTINUE IN FORCE ONLY DURING THE WARRANTY
PERIDD, Some states and provinces do not allow limitations on how leng an impled warranty lasts, so
the above mitation may not apply to you,
MEITHER SEI NOR YOUR RETAIL DEALER HAS ANY RESPONSIBILITY FOR ANY INCIDENTAL OR
CONSEQUENTIAL DAMAGES RELATING TO YOUR USE OF THE PRODUCT, INCLUDING, WITHOUT
LIMITATION, ANY DAMAGES FOR LOSS OF DATA OR LOSS OF PROFIT, OR FOR ANY INCIDENTAL
EXPENSES, LOSS OF TIME, OR INCONVENIENCE. As soma statos and provincas do not allow the
axclusion or limitation of incidental or conseguential damage, the foregoing limitation or exclusion
may not apply to you
HOW TO OBTAIN WARRANTY SERVICE
To obtain warranty service, please send the defective Product, together with a copy of your ofginal
sales receipt, your return address, name and telephone numbar, should contact be necessary, and
a brief note describing the defect to SEl at the following address
Square Enix, Inc., Customer Wamranty
939 N. Sepulveda Blvd., 3rd Floor
El Segundo, CA, 30245,

DEFECTIVE PRODUCT MUST BE POSTMARKED WITHIN NINETY [90) DAYS FROM THE DATE
OF PURCHASE. PROOF OF PURCHASE IN THE FORM OF A DATED RECEIPT MUST BE INCLUDED
TO OBTAIN WARRANTY SERVICE.
The shippng costs for sending the defective Product to SE is a sole responsiility of the Customer
Skl will not ba liable for any damage or loss that occurs during shipping. To minimize loss during
ghipping, you may opt 1o use a tracking method when shipping.

CUSTOMER SUPPORT

If you have warranty questions, require technical or customer support, please visit
www.stuare-enix.com/na/support

There you will be able to create a live contact through our chat support system, view our hours of

operation and review additional support details, You can also contact Customer Support at 310-346-

0345. Please note that toll charges do apply when contacting us through phone support. Far toll free

service, please contact us through chat support or email

The shipping costs for sending the defective Product to SEl is a sole responsibility of the

Customer. SEl will not be liable for any damage or loss that occurs during shipping. To minimize

loss during shipping, you may opt to use a tracking method when shipping.

The communications function of this product incledes software developed by the NetB3D
Foundation, Inc. and its contributors. For @ complete list of contributors please se
httpwavscel.co jopsp-icense/pspnet.txt

“PlayStanon”, "P37 Family logo, "PSP", and "UMD" are registered trademarks of Sony Computer
Entertainment Ine. Mamary Stick Duo and Memory Stek PRO Diso are trademarks of Somy Carpoaration.

FOR INFORMATION AND SERVICES BY SQUARE ENIX, INC., GO TO
WWW.SQUARE-ENIX.COM

The Product, this manual, and all other accompanying documentation, written or
glactraomc, are protected by United States copyright law, trademark law and international
froaties. Unauthonzed reproduction is subject to civil and criminal penalties. All ights resenved.
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BELOME THE
LULTIMATE FAN!

GET REWARDED: EXPRESS YOURSELF:

Register your copy of efigible Square Create your own 3D avatar and
Enix gomes 1o eamn Points and express yoursell through your
receive special members-only gifts. parsonal pagas.

GET CONNECTED: BE THE FIRST TO KNOW:
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...AND IT'S FREE TO JOIN!

F ... 1S -
W\
SIEVER: F r- ¥ “. < T1M \ II

Cnl - Ao 4 =t " Siaim T . ot Lo

http://member.square-enix.com/na

£ 2010 Square Enix, Inc, Ml rights resanved, SOUARE ENIX and the SOUARE ENIX kbgo

ara registered trademarks of Square Enix Cao,, Lid



e L
-

-

o o

T LR

3 "_ b

SLQUARE ENIX.

999 N. Sepulveda Bivd., 3rd Floor -
El Segundo, CA, 90245,

I6S DGRE™: LET US CLING TOGETHER™ © 1895, 2010, 2011 SOUARE ENIX CO., LTD, ALLS |
S RESERVED. TACTICS OGRE AND-LET US CLING TﬂﬁEI];lEFIAHE REGISTERED TRADEMARKS S
ARKS OF I]N:E ENIX.CO., LTD. SOUAR ENIX AND THE SQUARE ENEX LOGO

AKS OF SOUAR DLDINGS GO LTRS & 0 A,
s h s o T s 2o b
-3 B pep—— - w— - —




	001
	002
	003
	004
	005
	006
	007
	008
	009
	010
	011
	012
	013
	014
	015
	016
	017
	018
	019
	020
	021
	022
	023
	024
	025
	026
	027
	028
	029
	030
	031
	032
	033
	034
	035
	036
	037
	038
	039
	040
	041
	042
	043
	044
	045
	046
	047
	048
	049
	050
	051
	052
	053
	054
	055
	056

