-~ MISS NOTHlNG LEARN EVERYTHING.
THE OFFICIAL STRATEGY GUIDE

5 :

OF EXTREME DETAIL ABOUT EVERY INCH OF THE GAME. -

{ THIS COMPREHENSIVE GUIDE IS PACKED FULL 1
|
| WE WENT A LITTLE NUTS.

. Complete maps of every planet |
- Detailed walkthrough for all chapters
- Every weapon identified
| - Lists of every enemy's stats
1 . Plans for creating the best items via the Factory
{ . How to master the Insectron mini-game
« Where to find all the blueprints
. - Every secret revealed 3
.- Exclusive interviews
- Too much to list here!

®

Pick up the official strategy guide today
- at your favorite retailer or order direct. 800-478-1132 )

www.RogueGalaxyGuide.com
¥ v PRIMA'

DoubleJump is a regnstc‘m(l trademark of DoubleJump Publishing, Inc. All rights reserved. CANES
The Prima Games logo is a registered trademark of Random House, inc., registered in the United States and other countries.
. Primagames.com is a registered trademark of Random House,inc., registered in the United States.

COMPUTER
ENTERTAINMENT ®




WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER
ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures
exposed to certain light patterns or flashing lights. Exposure to certain pcmerrg
backgrounds on a television screen or while playing video games, including gdme
played on the PlayStation 2 console, may trigger epileptic seizures in these 4
individuals. Certain conditions may induce previously undetected epileptic symptoms
even in persons who have no history of prior seizures or epilepsuy. If you, or cngone in
your family, has an epileptic condition, consult your physician prior to playing
experience any of the following symptoms while playing a video game — diz;
altered vision, eye or muscle twitches, loss of awareness, disorientation, cmg',
involuntary movement, or convulsions — IMMEDIATELY discontinue use and
your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:
Do not connect your PlayStation 2 console to a projection TV without first consulting
the user manual for your projection TV, unless it is of the LCD type. Otherwise, it may
permanently damage your-TV 'screen:

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherals not authorized by Sony Computer Entertainment
America may damage your console and/or invalidate your warranty. Only official or
licensed peripherals should be used in the controller ports or memory card slots.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

¢ This disc is intended for use only with- PlayStation 2 consoles
with the NTSC U/C designation.

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

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

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

* Keep this compact disc clean. Always hold the disc by the edges and
keep it in its protective case when not in use. Clean the disc with a lint-free,
soft, dry cloth, wiping in straight lines from center to outer edge.

Never use solvents or abrasive cleaners.

Rogue Galaxy™ Tips and Hints

Game Hint Guide Information

PlaysStation Underground Game Guides |
For free hints and tips visit us at www.us.playstation.com. ﬂ

Sign up and become a member of the PlayStation Underground
tips. and cool moves for games published by Sony Computer Ente

ccess free hints,
ent merica:-.

No hints will be given on our Consumer Service/Technical Support I..Ine

Cohsumer Service/Technical Support Line 1-800-345-7669 . {

Call this number for technical support, installation or general questions
regarding PlayStation®2 and its peripherals. Representatives are available
Monday - Saturday 6AM — 8PM and Sunday 7AM — 6:30PM Pacific Standard Time.
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LIMITED WARRANTY

Sony Computer Entertainment America (SCEA) warrants -

. to the original purchaser of this SCEA product that this

soﬂwcre is free from defects in material and workmcnéhip

' for a period of ninety (90) days from the original date of .

purchase. SCEA agrees for a period of ninety (90) days

either repair or replace, at its option, the SCEA product.

You must call 1-800-345-7669 to receive instructions to
obtain repair/replacement services. i

This warranty shall not be applicable and shall be void if. *
the defectin the SCEA product has arisen throogh dbuse,
unreasonable use, mistreatment or neglect. THIS
WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND
NO OTHER REPRESENTATIONS OR CLAIMS OF ANY
NAT_URE: SHALL BE BINDING ON OR OBLIGATE SCEA.

" ANY IMPLIED WARRANTIES APPLICABLE TO THIS it -

SOFTWARE PRODUCT, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR
PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD
DESCRIBED ABOVE. IN NO EVENT WILL SCEA BE LIABLE
FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES ;
RESULTING FROM POSSESSION, USE OR MAL.FUNCTION
OF THE SCEA SOFTW_ARE PRODUCT.

Some states do not allow limitations as to how lohg an
|mpl|ed warranfg lasts and/or exclusions or limitations of
consequential damages, so the above limitations and/or
exclusions of liability may not apply to you. This warranty
gives you specific legal rights, and you may also have .
other rights which vary from state to state.
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First Party Quality Assurance (FPQOA)

SCEA PRODUCT DEVELOPMENT, Minh Lam. Mio Shimizu.

.

Director - i
Michael Blackledge

TEST OPERATIONS

Senlor Manager

Ritchard Markelz - . .

.-Game Test Manager

Mike Veigel

Game Test Engineers
Rodger Aladray
Monty Rimorin

Kevin Hoiland |
Kelly Bollinger

Quality Assurance Analysts
Dennis Miller -

Fred Fabian ° % .
Lab Technician * * St

Vince L.oughneg

Yw

PROJECT MANAGEHENT

»

“Supervisor

- Eric Ippolito

Project Coordinator

*“Randall Lowe

X Mcnciger

- 3
‘QA SUPPORT

Kbn Krlbs

lppllcotlops Admin
Christian Davis

Web Applications Developer
Matt Harper

CONTINGENT STAFF

Contingent Game Test Anul;)sts
Andrew Heino,

‘Charlemagne Celestino,
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Ken Nguyen, Henry Fung.
Hideko Coker, Jarret McKinney,
Jennifer Rosen, John Walker,
Lindsay Lauters. Marcio Morais.
Mariano Munoz, Mario Wiechec,

-

Ryan Halvorson, Ryan Page,
Shane Hebard, Adam Levi
Charles Mack,

Christopher Mandell,

George Davis IV,

Isaac Hernandez,

Jarrad McCarthy

Joseph Colombo

Joseph Grojean, Justin Zevely
Kimmy 8arnard, Matt Latil
Miguel Garcia, Quang Tran
Ricardo Guinto, Ryan Marshall
Ryan Stangl, Stanley Pearce
Victor Sanchez :

SCEA MARKETING

Senior Vice President,
Marketing * -
Peter Dille

Director,
Online & Product Marketing
Susan Nourai

Senior Manager,
Product Marketing
Jeff Reese

Difector, Direct and

Online Marketing
Steve Williams

Senior Creative Services Moneger
Jack Siler

Creative Services Sp t:
Joseph Chan  ~
JM Garcia |

.

Packaging and Manual Design
Art Machine

Manual Documentation-
Offbase Productions

SCEA LEGAL
AND BUSINESS AFFAIRS

Director,
Legal and Business Affairs
Shelly Gayner % 2
Paralegal 2
Suzanne Williams

.
SPECIAL THANKS
Taku Imasaki, Emi Yazaki,
Kyle Shubel, Mai Kawaguchi.

Product Marketjng } gé
Asad Qizilbash

P ) g
Verna Hsu- * Ay

Senior Director, Prom'eﬂons.
and Sports Product Marketing
Sharon Shapiro

Promotions
Donna Armentor
Aimee Duell
Bob.Johrison  © -
Janeen Anderson
Blair Elliott

. »
Senior Director,” * .
Corporate Communications

Dave Karraker
.

Senior Manager,
Public Relations
Ron Eagle

Public Relations Specialist
Alex .Armour
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individual at Sony Computer -
Entertainment America for their
contributions, support and
dedication to the success of
Rogue Galaxy™ with special
recognition to the Executive
Management team including:
Kaz Hirai, Jack Tretton, Jim Bass,
Peter Dille, Glenn Nash,

Frank O'Malley, Phil Rosenberg
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Entertainment World Wide Studios
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BATTLE

THE BATTLE SCREEN

BATTLE CONTROLS.
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open button
memory card slot 2 disc cover
memory card slot 1
on/standby/
= = = reset button
T —— iZlII:,,,ifA‘S
= o IR

USB cor

controller port 1
controller port 2

SETTING UP YOUR PLAYSTATION®2 CONSOLE

Set up your PlayStation®2 console according to the instructions in the
manual. Make sure the MAIN POWER switch (located in the back of the
console) is turned ON. Press the [RESET] button. When the [POWER

ICON] indicator turns green, press the [OPEN ICON] button and the disc

tray will open. Place the Rogue Galaxy™ disc on the disc tray with the
label side facing up. Press the [OPEN ICON] button again and the disc
tray will close. Attach a DUALSHOCK 2 analog controller and other
peripherals, as appropriate. Follow on-screen instructions and refer to
this manual for information on using the software.

MEMORY CARD (8MB) (FOR PLAYSTATION®2)

To save game settings and progress, insert a memory card (8MB) (for
PlayStation®2) into MEMORY CARD slot 1 or 2 of your PlayStation®2
console. You can load saved game data from the same card or any
memory card (8MB) (for PlayStation®2) containing previously saved
Rogue Galaxy™ games. A memory card (8MB) (for PlayStation®2) with
at least 130 KB of free space is required for a "Save Game™ file.

Note: Any mention of a "memory card” in this manual refers to the
"memory card (8MB) (for PlayStation®2)."
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Quinton Flynn
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Wally Wingert
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Kirk Thornton
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Sam Riegel

Jaus ‘ .

Crispin Freeman
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Jane
Michelle Ruff

Insectron Announcer‘ A
Brad Abrell

Jaster Child
K

Miyoko : -
Heather Halley

Che ,°
*Heather Hogan -

Fabre’
Kari Wahlgren

Toady

Quinton Flynn ' »

Arabls o
Robert Klein

Sebastian 4

Paul Napier i %

Young Dorgengoa
Doug Erholtz

Narrator : 7
Jamieson Price y
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Coordinators
John Ricciardi
Hiroko Minamoto

Translators

Julian Chunovic

Kevin Gifford

Nora Stevens Heath -
D. Scott Miller

Alissa Takaya
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Lead Designers
Kazuaki Kano

' Akihiko Kawashima
Takashi Chiva |
Ayako Yamamoto

Designers
Kiyoshi Ishimaru
Goichiro Inoue
Yoichi Ohno
Hiroyuki Okada
+ Takayuki Okumura .

. Wataru Osada
Miki Kanou
Hidenori Kawashima
Masato Kawamura
Koichi Kishimoto
Satoko Kobashigawa
Daisuke Kondo 3
Hiroyasu Kondo
Yu Takahashi*
Toyokazu Hashimoto
Ayumi Hosono .
Rikiya Masuda
Hideharu Matsukawa .
Hidenobu Yoshiyama
Lin Hsuan-Fu (Anderson)

Technicdl Support
Hiroyuki Gotoh -
Hiroto Nishitani

¢« MOTION CAPTURE

5 Tecﬁnlcol Director

" v Kohki Koshita

: Assistant Director

Manabu Nishiguchi

* Motion Capture Staff
Nobuhiro Suzuki

Actors
Tsubasa-Akimoto
Eugene Harada

' * sound Effects Support

T's MUSIC Co.. Ltd.
Yuhki Morl g
Yutaka Takahashi

THEME SONG

Music Director
Chuck Doud

Music Production Coordinator
Tammy Tsuyuki

-

Composer
Tomohito Nishiura
(LEVEL-5, Inc.)

Lyrics, Vocal, and Arrangement
Barbara Kessler

P M L 1

Masaaki Doi
Mika Sugiyama
Yuri Kato

Special Thanks
ShinpefYamaguchi
Yuji Yamauchi

< :
Assistant Producer o *
Masayuki Kaji

Producer
Kentaro Motomura

Executive Producers
Yasuhide Kobayashi
Takahiro Kaneko

Supervisors
Akira Sato
Fumiya Takeno
Masatsuka Saeki
Tomikazu Kirita

Created by

- LEVEL-5 Inc.

SCEA

SANTA MONICA STUDIOS

Producer
Nao Higo

Assoclate Producer
Maya Rogers  * &
Senior Producer
Barbara House

Director, ; "
External Production
John Hight

Director,
Product Development

‘Allan B,ecker

Vice President,
Product D.ovolopmen(
Shuhei Yoshida.
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VOICE PRODUCTION / CASTING
Skylark Sound Studios

Yoice Directors
Wendee Lee
Kirk Thornton

2l

Production Manaéer
Rita Kedineoglu  * 3

Production Coordinator
Nadia Kedineoglu

Recording Engineers
Rita Kedineoglu
Bill Komar

Dialogue Editors
Rita Kedineoglu
Bill Komar

Gil Perez

Assistant Editors
Sayat Cinoglu
Nadia Kedineoglu
VOICE ACTORS

Jaster Rogue
Will Friedle

{

Kisala
Natalie Lander

Zegram Ghart
Steve Blum 2 7 h

Lilika Rhyza
Kari Wahlgren

Simon Wicard S
Greg Ellis £,

Steve
Yuri Lowenthal

Jupis Tooki McGanel
Ben Diskin

Deego Aegis
David Sobolov

Desert Claw
Andy Chanley

Dorgengoa i
Fred Tatasciore o

Father Raul
Peter Renaday

DUALSHOCK"2 ANALOG CONTROLLER CONFIGURATIONS - -

R2 ‘button
R1 button- :

L2 button
L1 button

directional
buttons

-

/\ button
left analog stick O button
(L3 button when pushed down)

SELECT button X button
ANALOG mode button O button

START button
right analog stick
(R3 button when pushed down)

STARTING A NEW GAME

New Game
To begin a new game, select NEW GAME at the Title Screen.

Continue

To load a previously saved game, Select CONTINUE at the
Title Screen, and choose the MEMORY CARD slot save data
from which you want to load.

Note: In order to resume a previously saved game, you must
have a memory card inserted in MEMORY CARD slot 1 or 2.

Saving a Game

When you use a Transporter during the game. you can save
your progress up to that point onto a memory card.

For more about Transporters, see page 16.
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The desert planet Rosa lies at the far edge
of the galaxy. Jaster, a young man on Rosa

dreams of journeying through space.

A huge beast appears in a plaza

and begins attacking the town one day.

Jaster rushes toward the plaza to protect the ciﬂzeng.

of the town, but more beasts get in his way. As he figk

-
beasts, a mysterious man named "Desert Claw™ .A

arrives and aids him in the battle.

Unbeknownst to Jaster, two people are watching

his actions. They are Simon and Steve,

subordinates of the Space Pirate Dorgengoa.

Steve are so impressed with Jaster's fighting

skills that they offer him the chance to join
Nngoa's band. Jaster accepts their offer,
is home, and heads for the pirate ship
nark. Jaster and his fellow Space Pirates
ead out to the wide universe where countless

adventures await them...

-~
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Erlko Hara

Kazuya Kuranari
Kotaro Ishihara
Kenji Asahi

Hitoshi Sankoda
Atsushi Hasumoto
Masahide Fukui
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Takayoshi Hirose
Kousuke Uemura
Hiroshi Matsuyama

Visual Scene Editors
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'STUDIO 4°C

CGl Director
Daichi Yasuta

Art Director
Toru Hishiyama

. Visual Supervisor

Yoshiharu Ashino

CG Animators
Kimihito Kubo
Minoru Terao
Hiroki Hirano

° Mayu Ito

Takahumi Ishida -
Shunsuke Watanabe
Takayuki Kusaki
Takumi Sunakawa
Takuma Sakamoto
Akihiro Kawamura
Shiori Furusho
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Shingo Abe
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Shinichi Eguchi
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Jun Shioda

Toshiro Hamamura
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Yumi Matsumoto
Junko Kumagai

COXAIl ANIMATION STUDIO

DYNA-METHOD Inc.

Producer (STUDIO 4°C)
Kunitoshi Yamada

CG Movie (Section C)

Digital zero Inc.

CG Movie Director
Hirotaka Koizumi

CG Movie Director
Kazuhisa Tomita

39,

CG Animators
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Toshiya Arai

Hiroki Maekawa
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» Yasuhiro §angou
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Producer
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Katsuhiro Watanabe

Software Engineers
Tadahiko Kurachi
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.
Production Assistant
-Ai Kikuchi

CG Director
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Senior Designers
Yukinobu Fujimatsu
Emiko Watanabe



LEVEL-5, INC.

Produced & Dirgcted by

Akihiro Hino

Directdr’
Takeshi Akasaka

Program Director
-Yasuhiro Akasaka

Art Director
Takeshi Majima

Event Director
Yoshiaki Kusuda

Composer / Sound Director

Tomohito Nishiura

Game Designer / Main Scenario

Akihiro Hino

Support Programmers
Hiroshi Ishikawa
Akihiro Nakagawa
Nathanael Yam
Tsubasa Kobayashi

Character Modelers
Chie Sasaki

Yurika Sato

Kengo Todaka

Yuji Shimomura
Ryoko Takahashi
Mitsuhiro Yoshida
Masahiro Shigihara
Yukari Fujiki
Takahir(z Koshio
Miharu Kawaguchi
Yusuke Yoshimura

°

Character Animators
Takashi Hara
Hiroshi Sawano
Hiroto Jinnouchi

, w{uﬁ

Effect Animators
Youhei Fujimura
Mitsuhito Nakajo
Ryo Kobayashi
Tatsuya Shinkai
Mitsuhito Masuo
Toshinori Yokoyama

Menu & System Graphics

Taku Tanaka
2D Animators
Noriaki Sonoda
Miho Tanaka
Yumiko Shinabe

2D Graphics
Jun Sorlobe
Kenichi Kurakari
Miki Inove

Yuri Kizaki

Planning/Scenario

Planning Director/ Scenario
Koji Hori s

Noriko lkeura
Makiko Oochi

Kenichiro Hatada

Monster Modelers & Animators

* .~ special Effects Director

Character Designers .
Keiji Nagao
Jiro Morinaga

Character Art Director
Akiyuki Tomita

Level Design Directors
Hidénobu Sasaki

" Takayuki Sameshima

>

Yoshiaki Koya

> Maln'Prog'rummers

Usuke Kumagai
Mamoru Itagaki
Takayuki Kobayashi

Programmers
Kelji Noda

* Yusuke Hashimoto

Kosuke Nagami
Yukinori Yamaguchi
Takaharu Takesada
Tomohiro Misei
Masahiro Noda

3D System Programmers

Kenji Matsusue
Makoto Shikasho

Hiroshi Niwva
Takehiro Fujii
Tatsuru Nakaza
Jun Suzuki
Yasuyoshi Sasaki
Emiko lkeuchi
Shinya Hayakawa

. Jun Takahata

Yuto Uetsuki

Art llustrators
Masako Arakawa
Yasuhiro Fukuyama
‘Daisuke Koga
Nobuyuki Yanai

Level Designers
Satoshi Baba -
Tadahiro Masuya
Akari Uchino

Akiko Shigeto
Nahoko Kawabata *
Yuji Tanaka

Masaki Miyamoto
Yasuhito Tsugimoto
Daisuke Shimakawa
Naoko Mori

-Hisami Miyamoto

Watard Shimanouchi
Miyuki Sumiyoshi
Bungo Takahashi

38

Sound Effects
Dai Yamanaka
Takeshi Inoue
Yumiko Hashizume

Title & Package Design
Noriko Maruya

Development Assistant
Asako Fujita

Account Manager
Yukiko Harada

Productioh Support
Tomoko Hirayabu
Ryoko Takesue

Special Thanks
Kazunari Matsuo
Ken'Motomura
Koji Chado
Kiyofumi Kuroda

Development Support
Naohiro Ikeda

Yoichi Kawaguchi-
Shinichi Matsumoto
Kaoru Minami
Tetsuya Maeda
Tomokazu Arisaka
Mineaki Sugata
Tatsuya Asano
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He is a 17-year-old boy who was raised e Lo

on the desert planet Rosa. He longs to leave his humdrum life - * - %

behind and explore the universe. Jaster is optimistic and. *1
energetic, and always keeps one eye on the'future.  * . &
Jaster gets his wish when the most famous Space Pirate® - * !

in %he“"gdlox.g. Dorgengoa, recruits him for his crew.

a5

2. Enter Tournaments
From top to bottom, Insectron is divided into tie follbvgigg,six ranks: S, A, B, C,
D. and E. Each rank has its own tournaments. At the beginning, you will battle

_in the lowest rank, £. As you win tournaments and become a rank champion,

you wi}.l be able to compete in higher-rank tournaments. o

3. Battle . 3

‘The game of Insectron is plag'ed'on a 5x 7 grid. First, both players place five

of their Insectors on the first two rows of the board, and choose one Insector

to be their""King."‘ Once you're done arranging your Insectors, you and your

opponent take turns. You will move to.attack your opponent's Inséctors and
£l

.remove them from the board. If you defeat the opponeﬁt's King, you win.

If your own King is'd'efqued. you lose. If you win the match, you will proceed

to the next match.

-




4 . .
Battle Feed; The. two Insectors in the cage will begin to fight. They will grow
. faster if they fight more dften. :

wa TO COMPETE IN.INSECTRON : . S

Insectron.is exhibited at the Insactron Stadium on the pldnet Zerard.
. s s 3 x

1. Buy License - Neer ¢ ‘ﬂ

v She is the 17+ gecr old’ doughter
“of the Space Plrate Dorgéngoa
.Shé'has'a’ verg cute and girlish
. éppearcnce But s curiouSIg

In order to’ partlmpate in Insectron you need an “Insectron L.|cense EA license :
can be bought at an Insectron Meeting Hall. ' .

ik Wolf
et éemeénor e



" 'Hailing frof Zerard, Simon is a

mgsterlous little man who never 2
.~ shows his face. How he came tQ :

+joln the Dorgengoa Pirates is .
unknown, but he's one of the flrst

. to mistake Jaster for Desert Claw. .

actories on Zerard' ond %
eslgned by \he‘gehnus inventor
Dr. Poccachio, Steve is.a «" i

" “mild- mannered robot who' Serves
e os the Dorgencrk S novngotor

,

From the backwater nlonet Juraika,
Lilika comes to the Dorgengoa
Pirates from the Burkaqua Tribe.
Her commanding’ presence and
native combat skills are more than
elite enough to ‘make her anyone's
equalin the wider galaxy.

" where you use bugs to fight. As you

. abilities of the parents.

.

Insectron is a dueling tournament -

proceed through the adventure, you

‘will be able to participate in insectron. TR = rm———

© Opponent

INSECTORS : :
In order'to participate in Insectron, you need to a'cguﬁre “Insectors” ,

* that are used in tournaments. The Insectors you acquire can be raised

and grown. | : : o

Finding Insectors
In order'to catch Insectors, you need the "Insector Trap."” Set it with bait,

‘leave ‘the cage somewhere out on the fleld and you may catch an In§ector

The kind of Insector you cdtch depends on the type of cage, the kind of bait,
and where you set the cage.

Training Insectors R

In order to train Insectors, you need the "Rearing Cage."

Put the Insector you want to train in the Rearlng Cage, and the Insector will -
begin to grow. The degree of its growth depends on the type of Rearing Cbge 4
the tgpe of food, and the'Insector's specnes

Feed Formula: The two Insectors in the cage will mate, and produce
a new Insector. The new Insector's abilities will depend on the * |




AFTER BATTLE SCREEN :
When _thé battlé is over, the following information is displayed.

Experlen'ce galnéq

Each chqraéter receives

- Experience Points (EXP) &fter
combat. When a character's EXP
bar fills up completely,

he or she will le(/el'up. and

their stats increase. .

Skill Points gained
Skill Points (SP) represent profncnencg in certoln wecpons After the battle, all

party members who are not uncofscious Will receive Skill Pomts for the last
weapon they had equipped. When the Skill Point bar is fllled. the weapon’s
skill leyel is set to MAX and it can be fed to Toady for weapon synthesis (for
more ihformotiqn, see pg 20). When you use a weapon whose skill bar is
cor_npletelg flll_ed. the weapon's elemental status bars will continue to _fill.

. JUplS is at best eccentnc and”

* possibly insane. How exactly he
managed to turn himself into one
of the galaxy’s finest hackers,
inventors, and engineers is
anybody's guess, but it probably
Involved drinking a lot of coffee. -

An éx-military man, Deego turns
up drinking his ufe away in
Angela's Bar on the mining
planet Vedan. He's a highly -
skilled ¢ombatant and a.
conscientious,: fnendlg dog-mcn :
when he s sober. e

. £ .
.
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MENU CONTROLS

5 . : Move Cursor/ nghllght Menu tem........c..c.ooivuiiiianise

:

)
..
-
0

Selectnghllghted Menuitem:. ...,
. Pause Game....... P e s s e
., Adjust / Cycle Menu ltem...........cccouveeiuninicininesieinnens
Previéu;s Screen / Return To Main Menu

BASIC CONTROLS

* . Note: The default controls are listéd below. ;
" For more information regarding controls during battle, see pg. 28.

Move Character / Scroll Map Dlsplog . left analog stick

.Swap Characters.. . ® (press)
Act«on (Talk / Investlgote / Open Door; etc)).............. (<]
Display Map ............ L =
Access-Main Menw: i s Sl R @'
.Reset Camera POosition ..............ceeeniiiiiiiifionenne m

Toggle Camera Angles.
Pause Game.....

@ (press) :

START

.Note: Pausing the game and then pressing (A)

during a cut scene skips the Event.

-

% v -+ .

UNCONSCIOUS ;
When a character reaches 0 HP, they fall
unconscious. If the character you're controlling

falls unconscious, the Battle Menu automatically opens.

You can either use the restorative item "Resurrection” or change
the character you are controlling. If all of your porty members fall
unconscious, it's game over.

STATUS MODIFIERS

In combat, there are some enemy attacks that can alter your status.

Al effects.can be brought to an end by using the designated item or ability,

waiting a certain amount of time, or by completing the battle.

.Unconscious: Cannot take actions.

Shocked Cannot take actions and HP decreases.
Confused: Character attacks other party members.

Frozen: Cannot take actions.

Dazed: Cannot take actions. Hint: To cure this status, quickly move -

the left analog stick. ae 2

.

Paralyzed: Cannot take actions.

.

‘Poisoned: HP decreases.

On Fire: HP decreases. Hint: To cure this status, move into water.

33
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BATTLE SUGGESTIONS
lDuring battles, characters you are not
controlling will make suggestions about
items and abilities they want to use.
When a suggestion is made, if you want
to validate the suggestion, press
" or Y. To reject the suggestion,
. press @ or let time expire. You.can
keep an ability from being su"ggested
by turning it off in “Strategy” in the

Main Menu (see pg. 19). ’

BURNING STRIKE
You can enable Burr‘ling Strike in
the Revelation Flow. Charge the
: Qouge by collecting Burning Chips
dropped by enemies. Once the
gauge is charged, activate it by
pressing + (@) near an enemy
. and a button marker will appear on
the screen. Try to push the buttons
with the right timing to follow the markers. If you can press the buttons

in accordance with the markers, you can  »
execute a chain attack much more
_powerful than the standard attack.

If you press all the buttons correctly,
the last hit will be an extremely
powerful attack. If you miss the timing
of the button presses, the Burninq
Strike Mode will come to an end.

.*-.

.

i AT

. the System Menu, you can choose

" Main Menu, see pg. 19.

SYSTEM SETTINGS i
t
Check and change the game-related s'ettlhgs listed below.-

,Bat'tle Camera: -Set the ongle of lhe camera dunng battle. Press SELECT
-during battle, and you can change the comero 's height without openlng

- Auto Lock-on: The game will outomotlcollg lock-on to enemles for you, ond

Actlve Chat: Toggle ON/OFF party member ,conversotlons on the fi eld

SYSTEM
Select SYSTEM from the Mdin Menu
to open up the System Menu. From

and adjust the following Options.
-For more information about the *

.

.

The settlngs you set are saved in gour save doto

the system menu. There may be timés when thls cannot be changed.

> (¢ e

automoticallg change lock- on. targets. For more about lock-on, see pg 28

Sound Chonges output method for music and voices. : : pang :' .

Cursor Memory: Toggte ON/OFF the function that. remembers
where your-cursor was on menus

Show Compass: Toggle ONIOFF the chposs dlsploged in the lower
left hand corner of the screen.

Show MInI*mop. Toggle ON/OFF the Hini-mop d'isplo;;ed in the lower
right hand corner of the screen while you are moviﬁg. G EE R :

“Camera rotation (U/D): Set controls for camera's Ye"rticql'movemenl. :

Camera Rotation (L/R): Set ‘controls for camera's horizontal movement.

: Battle Messages: Toggle ON/OFF overloppmg messoges on lhe Bottle 5creen

|

HELP . - o .
Gives you |nformot|on about Rogue Gataxy™. nghlight ond select the items
gou would like to see mfor?notlon on. .




. . ¥ . S REER R

g : ’(W ! ITEMS : ; s
. - 2 ) o 5 Choose ITEMS from the Battle Menu to use one of the items

you are carrying.

| : o 9 SWITCH CHARACTERS >
i MOVING AROGUND THE FIELD Choose this option to change the character you are controlling. You can
On Fields like the Pirate Ship Dorgenark and various towns, you can talk to b only control characters that have not reached unconscious status.

peBple to proceed in the story and uncover useful information and secrets.

-5 :
For more about the Dorgenark see pg. 15. ¥ CHANG:CAMERA HEIGHT, :
For more information about Fields see pg. 16. ! Press MW to change the angle of the camera. Depending on the battle,
s | this may not be changeable.
| 5
EVENTS |
’ “As you proceed through the story, { ke %
Events will occur. You can skip Events ;
by pressing & to pause the game i
R i and then pressing @ but be careful, i
- g : E’A skipping E\(ents can result in |
| We didn’t bring that much with us, you know. . missing important information. 1
k
; |
BATTLES ’
When you encounter an enemy on . L
the Field, the battle will begin. .}‘
For more information about battles, - e
see pg. 25. . i
¥ -
3
e !
"o 5 14 |




The Pirate Ship Dorgenark is split up into two floors;.

— B e «ﬁ—;—.~ .

BRIDGE
" . | . The Bridge contains the Control Room and Dorgengoad:

s

up the Battle Menu

The following options are available at the/Battle Me ¥ :
y oo d M2 eTTan i Galaxy Map: Asgou proceed through

the stqrg gou can freelg choose the
path of the Dorgenark :

MAIN MENU , Rl e
On the Battle Menu, press @) to access the Main Menu. "

’ ‘ .

TEAM COMMAND Cthaln s Cabin: The Captcun S room.
Press (@) to change your Team
Commands. For more information

about Team Commands, see page 21.

Rosa, the Desert Planet g
| A desert planet baking under a red-hot e < *
sun. Currently under Longardian rule. y

' DECK FLOOR .
ABILITIES * : The Deck floor contains the Bar and the Deck.
C_:hoose ABILITIES from the Battle Menu

. . Bar: The place where the pirates take time off. The Bar contains an
to use one of the Abilities of the & - i

elevator that will take you to the Bridge floor. targ

character you are controlling.

: : Deck: When anchored at a planet or nebula, the Deck can be used to
look outside. When docked at a Space Dock, the Deck contains a landing
gondola that can be used to go ashore.

30

o



e - = ~ Primary WeQpON...............o.tcovveeveeesreersnns [><
o ’ e ; w press € to attack the enemg in front of you with :
A : your Primary Weapon (usually a short-range

weapon). When you attack, your Action Gauge

. : will decrease.
The Field contains the following items.
. : 7 Normal Attack / Combo Attack.................. e & (repeatediy)

y Press @ to execute a normal attack. You can chain
your attacks together by pressing @ repeatedly.

| Charged Attack.......... e & (hold and release)
| Hold @ down for a period of time before releasing
| it, and you will unleash a powerful charged attack.
a Some characters cannot execute a charged attack.
{ DownARack........... o 8 st @ (while enemy is on ground)
7 { Press @ while facing an enemy who's on the
ground to execute a down attack.
| . KnookBd = oo &3 (while facing object)
F : Face a rock or other object and use a short-range ;
: % : i attack to knock back the target of your attack.
& TRANSPORTER * : : . 'If the knocked-back object hits an enemy, ‘ ’
- Transporters are devices that take you to various places. If a character it will inflict damage. ; :

passes over one, the Transporter will glow blue, and the HP, AP, and ; :

; : ;i g Secondarg Weapon ....................................................... @
Secondary Weapon energy of all allied characters will be completely .
. . 5 ‘. Press @ to unleash an attack in the direction
restored. If you walk over a Transporter during a non-combat situation and
2 . , you're facing with your Secondary Weapon
press @ you vill be able to choose from the following commands. :
: s (usually a long-range weapon)., o ; ; Sy

Save: Save your current progress to a memory card” <. Guard................... e T 2 (hold) *

Teleport: Move to another Transporter you have already accessed : Hold to guard against enemy attacks.

on the same planet. There are times when this function will be | There are some attacks that Cf’““ot be guarded s 4

unusable, such as during an Event. . : y against. If you manage to successfully guard, p

: * 7 .t your Action Gauge will completely refill.

Exchange Points: Total up the Hunter Points you have recorded in your Battte . ”‘ :

Recorder, or add Hunter Points from Quarries and Hunting Records to them. «- | LIt/ TAIOW oo, X + €9 ift) /@ (throw)

For more information, see pg. 23. . If you press €3 while holding to guard, you

. : will be able to lift an object, such as a boulder, or an

_Item Storage: Transfer items from your inventory to the Item Storage, or bring . enemy in front of you. There are also some enemies

up stored items (for more information, see pg. 19). There are some items that’ | t can pick up boulders. When you're holding an

you cant store in the Warehouse. ! object, press @ to throw the object. 2 : 9y

+



Note: Default controls for the camera, pausing and switching characters ._é
‘are the same as in the Basic Controls section. -

fFor more information, see page 12.

MOVE.......coccvurenannnn, S e e e ‘left analog stick : v
Move your characters using the left analog stick. If ; i » !
“you get‘fqr enough from an enemy's spawn point ‘
2 " while |n battle, you can escape. However, there are
. some battles from which you cannot run. !

Press @ to makéyour character jt_Jmp. You can

attack while you are jumping. If you are moving away:
from an enemy you are locked-on to and you jump, L |
you villdo a pqck flip and land further back. : L0 !

Toggle Lock-on ON/OFF.............cccceevviuriiinniiiiiiinninnns directional buttons. " ‘
When a character you control is locked-on to an :

enemy, you will automatically face hfm atall times.

Press the directional buttons 1 'v to toggle

lock-on ON/OFF. If lock-on is ON and you defeat

an enemg. it then locks-on to the next enemy

closest to your character. ; T |

Cuycle Lock-on Targets L S ditectional buttons 4= =y
While gou're locked-on to an enemy, you an press
the directional buttons 4= = t5 change the ’
enemy you're locked-on to. :

TREASURE CHESTS ;

Press @ in front of a Treasure Chest
in the Field to acquire the item inside.
Some chests can only be dpened if
you have a specific key, while other
chests are bbobg-trapped. There are
also beasts that take the form of
chests. You can remove traps on chests

by using the “Trap Canceller” item.

DOORS

If a door cdn be'opened. an arrow
indicator appears over it when

'you approach. You can open the door
by pressing @




. 'SHOPS/TRAVELING MERCHANTS

e R PR

. You cgri buy and sell items in Shops. All items have a certain number in stock,
and if.an item is no longer in stock, you cannot buy it. As you continue through
the story, shops may acquire items that were previously out of stock. When you
create new items in Factories, you will be able to buy them in certain Shops.
_For more rnformotlon on the-Factorg. see page 23.

Note: People with the word "SHOP". over their heads are Traveling Merchants
who will buy and sell items. Press @ to talk to them

THINKAIN.G CIRCLE’

Places in the field where a "?" mark crppears are specral places known
as "Thinking Crrcles " In order to proceed past a Thinklng Circle, or change
something in rt gou will need to meet certain conditions or use a certain rtem

" .

18

TEAM COMMANDS 3 . ; £
See Team Commands, pg. 21.

ENEMY HP
The enemies' Hit Points. .

ACTION GAUGE :
The Action Gauge displays the energy you have stored for attacks. When you
attack an enemy, the gauge decreases whether you hit or miss. When the

_ Action Gauge is empty, an’™1" mark appears over the character icon on the

H.U.D., and he will be unable to attack.

When the gauge runs out, it will gradually begin to%restore itself. If you manage
to successfully guard, the gauge will restore itself completely (see page 29). In
either case, if there is dngthing left in the gauge, it will not restore itself. When
the gauge is fulfg restored, you will be able to attack again. After the battle,
the Action éauge refills completely.

HP
Your char'qcters' Hit Points. For more information, see pg. 21.

‘AP . . ; , o .
Your characters’ Ability Points. For more information, see pg. 21.

RADAR MAP
Shows the surrounding area of the characters you control. Allles are
represented in blue and enemies are represented in red. :

. % . 4 .
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< ; : ‘ On the Battle Menu, press @ to access the Main Menu From the Main Menu,
The following items will appear on the Battle Screen: - 4 you can manage a variety of functions and options.

.

1. Party Commands i |TEMS ;
2. Secondary Weapon Gauge : ; 3 Choose ITEMS on the Main Menu and the Item Screen will' appear..

! On the Item Screen, you can use items you are carrying and

~

| equip your characters.

1. Money Carried

3. Action Gauge

2. List of Items Carried

.4 HP
5.AP .
6. Radar Map = 3. Number of Items Carried

| Restores 50% of one ally's HP.

4. Items in-Storage

SECONDARY WEAPON GAUGE ' : | : ; :

The Secondary Weapon Gauge is used for Secondary Weapons, which are | ITE.M SCREEN,CONTROLS

mainly used to attack from a distance. When you press @ to execute an ’ The lismSarden can be ngvgated o follows

attack with your Secondary Weapon, this gauge will diminish whether or not | Use Item IEqqu / Discard / etc. : : : @
you hit the enemy. When the gauge runs out, you cannot attack with your
secondary wecpens until the weopbr) reloads. After yoy have reloaded three
times, you will not be able to use that secondary weapon ang[nore during that battle.

Press @ after highlighting an item you are carrglng in your Item Screen and
a list of thmgs you can do with that item oppears .

CycloPages: .. o s e e T e

After the gauge is completely empfled. it will gradually Begin to restore itself.
_ Press g or to cycle through the pages dnsplaged on the Item Screen

If anything remains in the 'gauge' it will not restore itself. When the gouge"is i

»

completelg re‘fllled you vill be able to attack cgam The Secondary Wecpon

gauge, does not restore iself after battle. Note: Lilikar's primary weapon Sl \i MOV® HOMS....o oot T (AVAC])
e |+ Select an item you are carrying from the Item Screen and press @ to pick that

‘uses the secondcry weapon gauge.

da e e A S ‘ item up and move it to another location. Use (@) to split a stack of items. _
e i * o

N
a




SPECIAL ITEMS
There are some items, such as the ones listed below : X 2

that have special effects. ; T b . ¢ e s e
- When you encounter an enemy in the Field, the battle will begin.

Info £dge: A Mobile Information Terminal, which you ' r

'y

" 1. BATTLE BEGINS

have in your inventory from the start. The Info Edge » . g
When the battle begins, you will

automatically stores important information you have

enter the Battle Screen.

gathered during your travels. If you use the Info £dge | ‘
’ R - For more about the Battle Screen

on the Item Screen, you can check information that * ! . .

see 26.
has been stored inside it.  Pg.

Toady: A frog that befriends you during the course Challenge Battle | o
of the adventure. If you use Toady on the Item - Some battles will: be "Challenge Battles”
from which you can obtain Hunter Coins.

Screen, he can eat two weapons with high skill

levels to fuse them into a single, more powerful item. : When a Challenge Battle begins, the - S AL s e s - 2
¥ bott{e requirements will be dlsplaged on 1he screen. If gou meet the

ALLIES . . ! 2 requirements, you will receive Hunter Coins wheh the. battle is over. +

Select AL.L.IES from the Main Menu. From the Ally Screen. you can check the ~ Hunter Coins can be exchanged for licenses. which allow you to purchase

status of your various allies, change their equipment, and switch the party e!scounted items at shops, or get SI’.I‘kaeepe?s to share rare items with 9“’}{" :

2. BATTLE
“Battles occur in real time. You must

members who will appear in combat.

1. Play Character Mark
2. Basic Stats
. 3. Current Equipment
4. Detailed Stats

understand your | environment

. . and work with gour cllles to defeot

+“your enemies.

* For information on actlons you can.

ALLY SCREEN CONTROLS take’ during battle, see pg. 30. : :

Select a 'charecter and press @ and

the following menu items will appear. ~ e =

! Swap Allies: S;/ap a character that appears
in battle with a standby character that doesn't.”
Note: Jaster can never be swapped out.

Switch Characters: Change the character that the player controls. You can : ExperienCePo nts _
only choose to control members turrently in the party. The character you con- i ﬁoss:blg acqulre items

-trol will have the play character mark displayed. Press @ during the game to $ - : G

: ;chcnge your control choracter without opening up the Ally Screen.

20 4




; begin production

3 Place your Mdnufqgtunng Parts S ' o

S,elecl PLACE, and arrange the manufacturing parts to meet the monufacturlng :

». ‘afrangements listed in the development plan. Use MOVE and REMOVE to move -
e qnd remove parts you've placed.

“4. Set Material
Selecl SET MATERIAL from the Factory Menu to set the ingredients listed in the
develqpmenl plan. : .

5. Run Factorg ey s

Select RUN and the Factory will start to work. If you've arranged the necessarg
' manufdcturlng parts and set the ingredients according to the development

pldn ‘a new item will be developed. If you don't have the development plans

for an item, even if you set the machinery and ingredients right, the item will

not be developed

6 Acqulre Item Sl

If the development isa success you vill receive one somple item. Dependlng
on the item, the shops may also begin selling it. Shops that will sell the item will
be listed on the development plan after development is completed.

Tt

S e

{f
i

Equipment: Change your character's equipment.

Abilities: Check the abilities your character can currently use.

STATS
Lv: The character's level. When the EXP bar fils completely, the character
will level up. and all his-or her stats will increase.

HP: Stamina. If it redches 0 in battle, the character will falt unconscieus. ;
AP: Points necessary to use abilities. Using an ability will expend AP.

EXP: Experience points. When the EXP bar fills up, the chdracter will level
up, and all his or her stats will Increase. . J Py
s R

Vit: Your body's endurance. Relates to your ability to defend S : _‘ ot

Main Wep: The power of attacks with the Main Weapon used bg pressmg @

Sub Wep: The power of attacks with the Sub Weapon used by pressmg @

Defense Your ability to defend against attacks. Deflned by your Vit and
your Revelatlon Flow abilities.

Defense Status: Your resistdnce to status effects. Unlock abilities on your i
Revelation Flow to increase your resistances. :

STRATEGY : : : ;
Select STRATEGY on the Main Menu. From the Strategy Menu, you can give °

Party Commands and forbid the use .of Suggestions.

Team Command ~

The characters golJ are not directly controlling will ldkevdctions according
to your Team Command. Press (@) ‘then (@) during combat, and you can
change your Team Commdnd without opening the Tactics Screen

For the list of Team Commands, se€ below.

" Fight Separately: Attack the enemy closest to you.

Pick Same Target: Attack the enemy that the character you're

controlling is attacking.

Go All Out: Use items freely, and follow your own suggestions in battle.

Wi

Step Back: Don't attack.

21



+
. REVELATION °
Select RéVEL.AleN from the |
Main Menu. The Revelation Screen lets
. you check the obilities thfat each
character in your party can use. If you -
choose REVELATION FLOW for the
character, you will access the
Revelation Flow Chart. -

,' Revelation Flow
You can insert |tems into the Revelotlon Flow Chdrt to learn new abilities or

increase your status You can'move your Cujsor overa hole that doesn't have .
an item in it to get clues about what item can go in that hole. If you currently
have an item that corresponds to the hole, a blue bracket will appear around
it. If gou go to a hole with a blue bracket and press @ you can insert the

- item into it. The item you insert wrll leave your |nventorg and cannot be
returned. 't : o

-

If gou f WLin all the holes wnthln a certom field, you vill receive the corresponding
“effect (new ability/status up), and the next field will open. Keep in mind the
obllities and status you need when you reachoosmg which holes to fill in.

S

ﬂATTL.E RECORDER .
Gk :Choose BATTLE RECORDER from the Main Menu From the Battle Recorder -
$creen. you can use and to swap between the following screens.

s A 2 « . °
4 o

>
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- information about the Quarries

: check details about Ouarrg Sheets

Quarries . :
. . . *
In the Quarries Screen, you can gdin'

hidden on various planets from tne Tk
Galactic Corporation most wanted lists.
‘If gou'find and kill a Quarry, you will be
given a large number of Hunter Points.

The Quarries Screen .also lets you '

#8{[The Jungle Master & : View Data ||

gou ‘ve acquired and Quairries that
have been defeated.

. HunterRecord -« e
.The Hunter Record Screen lets you check the number and type of beasts you

have defeated, and the Hunter Points you have gained from each beast.
Ranking ; , . .
The Ranking Screen lets you check information.about the Hu'nters practicing
in the galaxy and their rankings. Your ranking is colculoted from the Hunter
Points you have received when you defeat a Quarry or a beast. As gour ?
ranking goes up, you may receive piizes.

FACTORY
Choose FACTORY from the Main Menu. As you proceed through the adventure )
you vill be able to make new items at the Factory. Items that you develop
and creote can be purchased at speclol shops

.

The steps to create items are described below. For more information; choose
USERS MANUAL from the Factory Menu, and read the Factory insgruciions. :

-

1. Obtain Blueprints ° . ; .
You can acquire Blueprints from people who hang out near shops. Blueprlnts-

. -list ingredients and manufacturing arrangements necessary to make new

items, as well as the shop that the item will be sold in. In instances where a
single Blueprint doesn't have all the necessary information, you may have *
to acquire mfornfotlon from multiple people to gain all the mformatlon
necessary to create the new item.
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