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WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE.

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

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

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

USE OF UNOFFICIAL PRODUCT:
The use of unofficial products and peripherals may damage your PlayStation game console and
invalidate your console warranty.

HANDLING YOUR PLAYSTATION DISC:

« This compact disc is intended for use only with the PlayStation game console.
+ Do not bend it, crush it, or submerge it in liquids.

« Do not leave it in direct sunlight or near a 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.
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>WANZER (van'-ser)

A miltary blti venicle with movement similar fo atof a human being
Because of their mobilty on any hind ofterrain, heir ability o carry a variely
of weapons, and Meir advantage of requirng only one pilotper vehicle,
wanzers have been adopted by nations Hroughout the world. The popularity
Of the wanzer has decreased e demand for ot mifary ground vehiles.
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‘Set up your PlayStation® game console according fo

the instructions in s nslruction manual. Make sure the

‘power is off before inserting of removing a compact

disc. Insert the Front Mission 3™ disc and close dist cover
th gist cover. nsert one game Controler and frn O RESEL hutton.
the PiayStaion game console. When M Tite Screen BONER ul
appears. conmands can b slected from he Sart L
Menu below by pressingth diectional otton UP/00KN.  POKER Indicalor S8
Select commands by pressing fhe € button. Contraller part 1

getfing started

HEHRY CRAD sot 1
1PEX butlon
>SAVING
InFron Hission 3, here are hwo mefhods of savig game data:
conventional method fo save “Save Data” on te Intermission or
>START MENU Event Screens. and another method fo creae a “Bate Save” during
S balfe. Insert  MEMORY CRRD into MEMORY CRRD ot 1 fo save. “Save
STRAAT: Select his opton fo starta new Data” requires 2 blocks. and a “Baltl Save” Takes up 4 blocks.
game.The apening movie wil
begin. This movie can be shipped Intermission Screen
by ressing he STRT bt This screen s displayed aftr a batte is complted or behween story
seqments. Select <Save> from the menu and press the € button fo
LORD: Select this option fo continue e execute.
game from a “Save Data.” This Settis Sevd
option opens up the HEHORY CARD LLIES P
Il:la SE",",,H ' Press the START button during battie to access te System window.

Choose <Batle Save> and press e € button o execute.
CONTINUE: Select this option to continue

paying from “Bate Save” data Name Entry
The HENORY CARD Batte Save Shorty after the beginning of the game,
Screen can be accessed. the Pilot Data Registration Screen will
‘appea. Select leters using the diectional
CONFIG:  Select this option fo change te button and press the € bulton o enter

'HONO/STERED audio function and fo Affer enfering a name. press te STRRT
furn the vibration function ON/OFF. button to complefe the process.
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phases of fhe game.

In Front Mission 3, the game proceeds when numerous story events and batties are
completed. Shops can be accessed on the Event Screen. An nfermission Screen.
where saving and other funcions are possible, wil occasionally appear befween

Stategic Map

Intermission

>DOUBLE FEATURE SCENARIO
Front Wission 3 conains fwo independent storis. Each story path
contains different situations, environments, unique characters,
and a different set of alies and enemies.

Game Start

Division
1 e drse
heis 0 g bk

Emma’s Story Riisa’s Story.
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il ducted lie gt fter al all nits
complete heir acrions in th Player Phase. He game proceeds fo the Enemy Phase. in which the
enemy unils ake Meic actions.

>READING UNIT DATA

1) Pit

2] Crrent/Maximum AP Paints [see page 10)

3] The AP required fo aftack with th selected weapon.

4] The weapon i shown next to te display of its Atack
Class. The potential damage is displayed as [Rttach Power)
X percentage ofatfach success). Below Hal. e amount
of ammuniton ininventory i shown. The < (ifinify) symbol means Hat this weapon has an unlimited Supply of ammunition.

) Corrent HP for each par s displayed numericaly. as wellas raphically n te form of a bive bar. The amount o damage is
displaged in black.

battle display

. >UNIT POSITION

There wil be fimes uhen the player must selectaly charactes,distibue 8P, and arange e posiions of aly uifs on the
Strategic Map before certin bates. Use fhe fo move te cursar. and pi a location.
Refer fo page 10 fo read more about AP distribution

Hssign a wanzer o each ally by
pressing e directional button or <END> on th Positioning

Distribute AP fo each lly

Repeat tis process, or select

Teftsfick LEFT/RIGHT. Screen o fnsh.



Open the Sustem window by pressing the START button during the Player Phase of a batte. Here. e player can execute funclions
SUch as saving  “Bate Save. changing the game configurafion. ending th fun, efc

End Turn
Select this o end a furn and allow enemies o take action.

Victary

Battles are turn-based. During @ Phase. the player and the enemy Select actions using ll the units on the Strategic Map. The
player i victorious if all enemy units are annihilated of if the mission objective is complefed. The game is over if the player's
units are completely annihilated o if a mission objective cannot be complered.

Medals

Rfter each batte. an evaluation of the batfle will be displayed. The Average Damage is
calculated by dividing the foral damage Hat player-conirolled unils received af te stage
completion by the fofal number of battles fought. The Average Weapon Level is e average
Shill Level of the weapons used in atfacks and counferattacks in he stage. The evaluation
will e higher as these averages lower. The prize money received at te end of the battle
Yaries according fo the number of enemies defeated.

Battle Save
Select this option fo Save during a battie. See page 02.
Config

Various game seffings can be changed here. If “Skip Battle Scene™ is furmed <ON>,
batti scenes can be shipped by pressing the € button.
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Every action costs AP [Rction Points].

SUSING AP
P decreases by | for The number of AP

=
=]

ifem or counterattacking.

>AP DISTRIBUTION
it the beginning of the game, each character has 4 AP. the plager will of
each character. AP distribufion may take place during Sefup or the beginning of a batle, or while changing wanzers or ofher
vehicles during batte. Select the mllunm [] mlun P are being allocated by pressing He directional button UP/DORN,

and determine fhe AP value of each category Al uits
fequire a minimum of 12 AP for attie. Nlen dlslnlunnu . the final AP vnlue for a character cannot be below 12

Defense [Defense Class)

AP system

Is disfributed

Recuracy [ACC)
The Accuracy of al equipped weapons wil change as the AP is distibuted

Evasion (EVA)
The Evasion modifier or enemy atacks will change as the AP is distributed.




>AP RECOVERY

12.8P are awarded 1o e players units at the beginning of each Player Phase: howeer, His will never exceed each pilt's
maximum AP value.

>EARNING AP AND ACE POINTS

s the player destrous an enemy unit's body parts. Ace Points will be awarded
(displayed as medal marks). Each arm s worth 2 points, as are the legs, while the body  f
is worth 3 painfs. When 2 certain amount of Ace Poinfs are collected, the pilot's Ace Rank

Stafus windouw, a fothe fce
Rank). and the maximum AP will increase.

fter After @ certain number of ice
displayed. the number of e Status window. il fce Points Paints are collected. a pilo’s
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>MOVEMENT

n selmel UNiY's movement range is marked with blue squares. Move the cursor o the
If the uniis not o be moved.

ressing the & button while hat it i selected.

Mouement Limitations
Hovement istance varies according fo which hype of legs te it possesses. The “Booster
ability i reguired o climb up and down steps [see page 23],

AP Use
1APis used for 1 square of movement.

>ATTACK

Rfter movement, the Action window opens. To aftack, move the cursor to the <Attack> command
and press He € butfon.

Attack Range

Hhen <fitack> i selected, he ltach range of

n orang. I the player does not have enough 8. i he P ofte arm equipped wi he weapon
s 0, orif he plager runs out of the ammunition for that weapon, the edge of He attach range
il be outined i arange.

battle system/battle actions




>CHANGING WEAPONS

the @ button,
the

>TARGET SELECTION
e nearest

hg
are present. pressing Hhe L2 or A2 button allows the player fo change fhe farge!.

1) Data for targeted enemy unit

2) AP value. Corrent 8P valoe / fhe value thaf will be consumed fr fhe afack
'3) Data for selected ally unit.

L] for

5] Enemy unit. The HP bar is displayed in orange.

Attack Accuracy.

of an enemy uni's counterattach with the ed arrow,

AP Use

battle system/battle ac

The amount of P

a flame-hrower, they can adjust the amount uf AP used by the weapon. A flame-t mmmer [ﬂIISES uream damage when more AP

s used.

Destruction of Obstacles

and destroged.

atack with

I @ pasageua
‘pilats will earn ome Experience Points fowards their Skill Level




>EJECT

Hhen <Eject e pilt will
Iocated lef,right. abve, or below the wanzer (1 AP wil be used for each square of movement).
The ejected ilotcannot actunfil e next phise.

=
=

>ITEM

use 4 AP. tems can only be sed by the wanzer carrying the ifem or o one locafed
immediately adacent 1o i

battle sustem/battle actions

>STATUS

When te «Stafus> command is selected. th Status window wil open. This window
displays unt status information. By moving the cursor fo other unis (alies or
enemies] and pressing Players can these it
1} The wanzer's curent condition.

2) R graphic of the wanzer.
3] Detaled Salus window.

>PARTS
‘The name, HP bar. and the current / maximum HP for each part. Press te € button fo view the Data window for the Selected part.
1) The Dt window for each patis displayed while he € buttonis held
doun

2] The A disriution s displayed.




SWEAPONS

its Cass, Tupe, B required
foraftack,its Atack Power, the amount of ammunion it holds, and he pilors Skill Level.

Pressing e he
tack Range and Acuracy, the amount hat Accuracy decreases due o distance, and te
amount that on higher ground).

>CHARACTERS

Pilof information is displayed in this window. Kame, HP, stafus changes. Ace Rank.
fice Point, Skill Level, and acquired Battie Skills will be displayed.

>DESTRUCTION OF PARTS

‘Wanzers are constructed from four distinct parts: a body, left and right arms. and legs. Each part has its own independent
Hit Points (4P). When the §P of any part reaches 0. that partis “destroyed.” If an arm s destroued, the weapons equipped
‘on the arm can no longer be vsed (the shoulder weapon cannot be used, as well). If the legs are deskroyed, the wanzer
‘can only move one square per furn. If the body is destroued. the wanzer will cease to function, and the unit will disappear
from the Strategic Map.

ihen a piloFs HP reaches 0. the pilot can no longer function. However, the wanzer will remain on the map. The situation
will be he same as when te piot has ejected from te wanzer.

hattle system/battle acti

>COUNTERATTACKS

‘The player can counteratfack if the ally unit being affacked has enough AP leff over from ifs
previous furn and the attacking enemy is in range of He ally's weapon.The AP necessary for u
conterattach are
will change depending upon the msmnu n!nmn the enemy unit and the ally unit. The closer mz
enemi. he igher the Counlerattack P necessary

Press the € button after selecting the weapon for counteratfach.




>STATUS CHANGES
During b, both nd alig afacks.

=
=

Forced Ejection

acked.If s
Happens o an all unt e plauer must selct a locaion where the pilt wilect o and press the
tout . Thes= units may be reentered

in et plase.IFan enem i efce nd e piate ghores e i, at i il
hoard the wanzer ffom which if was ejected.

status.changes

Loss of Morale and Surrender

s Kau Lor f aunit itacs, the enemy unt may
lose morale and ive up. R white lag will appear it lfm:uliuukmsamkmmem the enemy it
" il surender. Wanzers Mat n gra. I he play its mrale may

" retum. By surounding demoralized a i, plagers can make te mmu J i St afacking t

Confused Stunned

i dll

and alliesthaf have been alfached. mm Tave been nmmn i fupe of acton —
Confused units consume more AP han aftacking or counteratfacking — will not be
passible until the unif recovers.

ustal during afacks.

A question mark s displayed
on confused unit.

Hightnng bol i displayed
on sfunned units.




>EBS (EJECTION BATTLE SYSTEM)

Ejection Batte Sustem (€BS) pilots to change more efficieatly. Use fhe <Eject>
command to exit the wanzer te pilo s currently using. and enter a wanzer fhat was vacafed by Forced Ejection. Surrender, or
the loss of a pilo. It s also possible to board a vacant helicopter on the Strategic Map and attack enemies from He shy.
[ssemmlm ll units on the Strafegic Map may be unnmm

The enemy pio s ejected Board te enemy unit Confinge balte in e
newly-oarted wanzer

Obtaining a wanzer
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tis instock t the end of the balte i
characters occupied Hem. However. some equipment may not be mmwn Only the unit arts. including nirlntls may l!
obfained. Weapons can no be stored.

>CLASS SYSTEM

Wanzers and lasses. The wanzer

agangta aricuar

alfribute. Change the Body's Defense Class by pressing he LI or Al button on the AP
Distibution Screen.

Flame/Ant:-Fla
fachs by Mese weapons.

: Keapons that are heat based (L., flame-thrower) / the defense attributetha s effectve against

batons | ihe defe

Impact/Ant - Impact: fiective g
weapons

1 the defe

against atfacks by Mese weapons.




>SKILL LEVEL = —_—
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InFront Hisson 3
b were used to atfack. For each aftach, Experience fur Rftera £ =—n
tain The pilof's il Level i e i, e

pilor’s Aitack Power when using that weapon wil increase (the Atack Power of the weapon iself
Awill not change. The il Level can be cheched on each ilr's Status window.

shill level

Skill Level Rank

| (fisplaged by B — B — Rk — Bdrkk]

Front Mission 3 sisten UPin the P
pilor's movement rafe. Raising the smu Level increases e Attack Power of e weapon being bsed.
and upyrading increases te basic abilty and recision ofhe wanzer. Rccaracy is ot dependeat
on the Skl Level, but it willincrease the Accuracy upgrade of each am.




>BATTLE SKILLS
Chardcters Inm snmﬂ\ nnmnes wllea Hﬂme smns during battes. Each partof he wanzef has the potentalfo Ieain a Batle
S

il If the he wé hts while the parficular part is equipped. the part may acquire tha skil.
finy Bt Skils obtained are registered in he mmnulel he pilots carry. Once a Bati Skill has been registered in the computer,
itwil b are opfimal. even if the p exchanged. If

e compoter, they may be activated conseculively

Obtaining Battle Skills

ot Sillsare achvated andomly during btle. There re 4 types of parts: he body ef and rght arms, and legs. Each part
may randomly acvate  Bate il In siuatons in which Batle il cannotbe intiaed. Batte Shill will notbe ackvated

[For example even f  wanzer has arms Mat can master “Doube Punch |.” his Bt Skill il no b achvated i both ams are
ot equiped wih melee weapons. herefore, e wanzer wil ever Iea “Doubl Punch " even i he plauer fghs n numerous
aties with diferent weapons equipped on each o the arms).“Hhen a playe’s unit actvates a Bot Sl e name of e shil
1will b displayed i bie. For enemy unit. it will appear i orange.

Registering Battle Skills

When a Battle kil is activated (and obtained] for the frst fime, the Batt Shill Regitration

Screen will appear affer the batte, following the Experience Point Screen. Players must register

Batte Skills mlu mu computer. In battie, m: ||ue|mmm of activation dlulnns on the Skill being

used. A gauge M

below the Si's namz [the green area). Tnz nluuer tnlllml register Iinm: sm»s if e ofal
e compuer Pressing the

affer a Skill has been obtained will Send he acquired skill to “Stock.” Thase Skills hat are sent to “Stock can be registered in

the computer in “Setup” [see page 20]. n batte, the left window of tisplays

correntystored n he computer.

opies of Batte Shils tat This all
Imuns ul the amount of memory the Skils requie. I the twnclm Of he computer is 6. “Double

aBatte
oY SMII mlll ncrease f the same Shill s regitered mu\mltﬂnes Ir ool Punch i eired 3

Himes, the Activation Rate will ncrease. and it might be actvated 3 conseculive Kmes inone atach.

=
o

batle shills




. SMULTI ASSEMBLY SYSTEM
he flexibility to
wanzer sefup. It s ll p to e player whether to confinue fightng with te original setup o fo design a fuly customized wanzer.

>SETUP

2t}
=]

The player exchi . and
. reqster Batte Skill. he player camnot equip pars of weapons Mt exceed Me weight imi

‘» fighting Powser is greater when a unit has surplus power output. When He Fighting Powes is
igh.the itack Power of melee Wweapons increases

| Parts

New parts forthe body, eftand ight arms leg. and backpack can be equipped from s screen.

§ From e Stock List the player must select th parts o be equipped by pressing M diectional

B butfon UP/DONN, and press e & button. n the Data window on te bottom of te screen. he

data for the currentiy Selected parts will be displayed. Press the @ button to display more

 defailed information.

‘» Battle Skills: Various Battle Skills will appear hroughout e game. If parts are exchanged and te characters acquire Battle
snns atles can be planned 1o the plauer’s nﬂvnnmul The names of Batte Skills and Mheir effects wil emain unknouwn kil

btaned, but hints on how I hen the @ button Screen.

mulli-assembiy-system

Weapons

Weapons fo he et and ight arms and shovlders can be equipped from this Screen. Select te
e Stock Lst. and press

The data for WEapon appeat i he Data r——
the screen. Press




Items

il Selectan tem fo
‘supply from the Stock List by using the directional button, and press the & button to place Hat ifem
in'the backpack. Ifems fake up space (the green area on the gauge below te name); te backpack
cannok hold ifems in excess o ts maximum capacify. To move anifem from te backpack nfo Stock,
ress the diectional buton RIGHT fo move the curso fo fhe backpack, then select e item fo be
moved. Pess te € button to move the item fo Stack

Wanzers
The player can change the name and color of the wanzer

Pilot - Computer

Here, the plager [ﬂll snl up the Piot Computer lne Battle kill apacity and functions differ nenemmu

00 the computer. Se
pressing e & i,

Pilot - Battle Skill

Here, te player can regiter Bate Sills. Seect a stored il from He lis by pressing te directonal
utton UP/DORN, and press Hhe € button. Each Bate Skill reqires memory, and i i not ossible o
fegister more Skillsthan te computer's memory capacity. Remove a Batte Skillfrom the computer by
ressing RIGHT on the directional button fo move the cursor fo the computer. Then press the € button
Tomove the sl back fo Stock.

Pilot - AP Distribution

Players can use any A in excess of he minimum amaunt required for batte to improve fhe wanzer's
abiifis. Select then assign the amount of AP

LEFT/RIGHT. Under te defense
category, players can change fhe Defense Clss with the L1 or Al button

mulfi-assembly system
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E >UPGRADING

b Ina shop, e player may uparade  wanzer o improve i performance. Afe slecing e parls
o be upgraded with th directonal button. Select an upgrade category and press the & hulfon.

" HP Upgrade
Increases the HP of the wanzer s parts. It is possible fo upgrade te body. ams. and legs.

Defense Class Upgrade
# body upgrade. Increases the Damage Class Reduction Rate and te Evasion Rate for Stafus Changes.

mulli-assembly-system

Rccuracy Upgrade

B in arm upgrade. Increases e Accuracy of the weapon equipped on e upgraded am. I i necessary
of 10 uprade bath the left and right arm.

Evasion Upgrade
#leg upgrade. ncreases He Evasion Rafe against enemy aftacks.

Booster Upgrade
# leg upgrade. Improves the performances of He Dash or Booser abilities.



n
w

>BOOSTER AND DASH

ot Teg parts. Bonster Tojump up
uneven levels, and Hhe Dash ability increases te movement ability on
Tevel suifaces o tat wanzers can tavel farther. Dash will ot cross
uneven suifaces o obstacles. The level of improvement in performance
difers depending upon the fupe of legs uporaded. Hover legs cannat
teceive the Booster upgrade.

‘The distance thaf the wanzer can dash is displayed in dark blue.
Wanzers with the Booster ability can jump fo building rooftops.

mulfi-assembly system




>SHOPS

10 a Shop, wanzer parts, weapons, and ifems can be purchased. sold, or equipped.

The plager
desired part or

and parfs during setup. or
i buffon

Select e

and then press He

€ button o purchase. Wih <Equip Aftr Sale>, the payer must pay only he difference between
me cost of he new eumnml and frae-in value of e old equipmen. Press the L2 or B2 btton

being equipped. It

from te Stock List the Ll

ﬂl n Ilnmm] The quantity of

ufilities guide

Reading Parts/Ueapon Data

Body
I it Poils
 Dufput: Power Capacity

Leg

4P Hit s
HovenetCapaci: Numbe ofqures e legs
ca move 10 0 e Sttegic Hap
Tige T

~Bouter . he umber ofeves o ump
*Dash: Dash ability

Hale il at il il c e bained

Backpack
There are fuo iferent types of backpicks:
I Storage and P crease

| #Capacity: Irem carrying capacity

| el Power: Increase inpouwer capaciy
added to body output

Batte Skill: Gatfe Skill taf can be obtained

Arm

<P Points

Aecuracy; ack ecuracy
e Sl ate Shils Hat canbe obtained

Computer

Hemary: The amount of Bate Sl
Slots available

<Funclion Eachiten s ifeent




Shield Effects and Equipment.

I Front Wission 3, he shiel s a hand-held object. When selected for counteraltacks, e
shield reduces te damage from an enemy's aitack. Aiso. the damage received affects only
the arm on which the shield is equipped (If the arm is destroued in Hhe process, te damage
will ffect other pars as usual). however, he shield can only b used a limied number of
Times per tage. and e playe wil ony be ablefo use M shield upfo Mt amount during
each e

Weapons

«Tupe:Heapon e

«Ciss itk Riiote

fiachRange: The ifonce verwhic e attackwil be efecive
ofiach Fower: (Power o 1 Wtack  Fequency Bache)

‘ofP: AP necessary for afack

‘Rccuracy Decrease Rat:Decrease offecuracy over distance
‘»Hounds: Amount of ammuniion carred.

«Ritach area: Area around te farget Mat will be affected by the atfack
Shield Effciency: The amoun of damage decreased by shields
Durabity: Number oftmes He shied can b used

testores half o the




>NETWORK

The numbe of
rogresses. i There are ofher
experinest
Select Web Site
Here. informal f i izafons and
corporafons. I arder fo e plager wi i In
SOme Cases, The i 0 the game. it other

fimes. the player can eafer the passwords manually.

Check Mail

Hhen <Check il s seleced. he Mailbox wil open. tfimes. &-malfrom oter characters in
g apeat i the Haibox

time. I Tai addresses.

Shop
Online shopping is possible.

Desktop
Downloaded fext and image
Simulator
batti in <Tutorial> he
Battle

Bs the story moves forward, I lready
cleared. After bats are fought, money. and A
Sl ae acivated during blte, it s pessile f reister e into e compute. Bepending un slnnzs o fhe Bate Simulaty. e
stiengt o he enemy ni will vary, NOTE:n a nework bate. i i no pssibe o obfan an enemy wanzer.




Front Mission 3™
Qfficial Strategy Guide

Find all the essential information
on the virtual web and detailed
character strategy for both the
Emma and Alisa stories.

To purchase the BradyGAMES
Front Mission 3™ Official Strategy Guide,
visit your local electronics, book,

or software retailer, or order the book
via the web at www.bradygames.com.

ISBN 1-56686-978-1
Price $14.99 US/ $21.95 CAN

TR e

YOUR GAME FURTHER

www.bradygnmes.commgquareso&. m



SOURRE Co., Ltd. Quaity Bssurance Staff
Execatve Producers  Tomoyuhi Takechi. iroaoby Sakaguchi 0 Manager Jon Nikiams

Pl Skl fsitan 08 Hanger b i
L oy Lead Prdut o B " Carl
ke kbl st Lead~ Mlhew  Mates
Suem P o i, fasui Sato nlsls at U, ey Chun, Jaed Lo, Sen o, oy . Bren,
Stge P e s i Glsn, s g, e ok, e el
Scentin Yorhi Yoesa, Yorsis Nasuda o i
e Pon Tash Tnegashina Whprges o oy
o s SOUARE ELECTRONIC AATS L.L.C.
L4t gam i
SURTIE Iy oo At Cutomr S e o e
eluagan it Bz psdaiie fu P sopn
et frogm Hasit Cstome Spaut Reprsenates  Croin i Pl Covntes, Join Moo
ko s Junes s, otk i, e
fCpgon assh Yamancto i egan i ey
Y hrcr s i enata Pl s e amge s . e
Nan Graphics sushi lomoto Rosistant A Manager Francine DeMore.
SL6 Map Design Yoich kubo Business Developmeat Manages Elame D lorip
Layoo e hap — Shochir hamasaka Yo Chordiaty benfust
sk - St ot sentgnery

o e e Paes o fanshia
Sound Progranmer  Minoru Mkao Creative Plaaner ‘Hedo Hato
ACALLION DA st Fotuc Havgers s e T e SHoa
Geneltomoger o tomshta Ftae o o T Som oy s

o i sk Fotac fmmslve sttt ke
acooton B Yoshiow o e el st Hhaang
Localzation Specialists  Sh Endo. Mexander 0. Smith Harhetag Hanages e i
Tice Choirman ‘Hoshiniro Maruyama
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Editors ‘Hichard Amtower, Brian Bell it Interctive, Inc.
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Forap purchase, LL
purchaser of programis ecorded i freefrom defects in

SOEA agi o , {0 sither epa
at s option, freeof charge, any SQEA software product tat does not meet the above warrany, postage paid, with ool of
purchase ool

defect unreasonable use, neg

LIMTATIONS~ To e warany s e ot v, rd 10 ot prsatons o i o s s
o ining n o b SQEA MY IMPLIE WARRANTIES APPLIGABLE T0 1 SOFTWAREPRODUCT, NELUDNG
ARARAI2S B MCCAAMRGILTY COURGEOF DEALIG N TEADE AND FTNESS FOR A ARTIOOLAR PURPOSE, A€
IATED TOTHE Y (30 DAY PERIOD DESCRIDED ABOVE W O VENT WIL S0EA O IBLE FOR AY SPEGA
Moot on SO eTAL Ditioes R i e N SEORRIEME N [ 00

FTWARE PRODUCT exciusions or
it of mdet ool

pecc rights, o

NoTICE
teserved. No parof s manualor te acind sy n ot [sredcet ransatd, o e 0y sconic
SGEA.

medium or
nginered, decompiie orchervie assambled

'RETURNS WITHIN 90 DAY WARRANTY PERIOD ~ To replace Gfective media i the 90-day warranty period, send the
defective media, a copy o te orginal sale receipt,a etur address, and a small note descriding the diffcutes you are
experiencing to Ectronic Ars Customer Warranty, PO, Box 9025, Redwood City, CA 94065-025. If you have warranty
uestons. youan i contactCustomar Warany at

0) 628-1900. fax (650) 628-5999. Hours of operation: Mondey - Fiday, 8:30am - 1:45am and 1pm - 4:30pm, Paciic

3 ) i the
At address above. the deect, your name, your returm address, and a
check or money order for $15.

'REPLACEMENT MEDIA - iy to by SQEA hereunder,
including the above warrantie and lmitations.

TECHNICAL SUPPORT - For 4280590,

Fiday 8am - Spm, Pacifc Sandard Time.

SQUARESOFT GAME TIPS

Game Tips are availale or all SUARESOFT ites published on the PlayStation game console:

us: 1-900-407-KLUE (1-900-407-5583) $.95/min. Automated Tips, $1.25/min. Live Assistance.
Canada: 1-900-451-KLUE (1-900-451-5583) $1.50/min. Automated Tips only.

Prices subject to change. Callers under 18 years of age must abtain permission from a parent or guardian before calling
Game tips are available for callrs within the U.S. and Canada only. Touch-tone phone required. Live assistance is available
for SQUARESOFT tites published on the PiayStation game console only. Game counselors are available Monday-Fricay,
8am - 5pm, Pacific Standard Time. Automated support i avalable 24 hours a day, 7 days a week.

‘SQUARESOFT Online

‘Shop online o register for upcoming sweepstakes, przes, and more at www.squaresoft com!
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SQUARESOFT’

St A LG - H0Souh ot k42 oy s A 2528
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W squaresaft.com
SOUARESOF ago s gt sk o Suas G, 1. Publshed by Square Elctonc A LLC.
VAGRANT STORY andLogud of Narrs rademarks f S . L.

oG atamarks of S Comter Entrtanont nc.The ratgs con s  rademar of the nractve it SoftwreAssocton,
arcd o b 45 T SOPWARE S COUPATILE W PLAYSTTON G CORSOLEE W1 T WAE
o DESIGNATON. 5 AHD FOREIG PATENTS PENDING.




