


Please read carefully the precautions written in the ["Saftware Manual | and the [ PlayStation 2 Manual J, and use them in the carrect way.
Please keep the TSaftware Manual | and the [PlayStation 2 Manual | in 2 safe place,

* When playing, keep the room well-lit and as far away from the TV screen as possible,
* fvoid playing when you are tired or sleep deprived.
= For your health, take a 13 minute break every hour or so of playing.

| Abuut Light-Stimulated Seizares

* | very Fare cases, it has been reported that some peaple experience symptoms such as temporary muscle spasms Bmi lnss of coansciousness
when expesed to strong light or watching a TV sereen that repeatedly flickers. I you have any of these symptams, be sure to consult your doctor
beforehand, Also, if you experience any of these symptoms while playing, stop playing immediately and consult & doctor,

| Immediatey Sto Playng When These Sitations ccur. =

» |f you foel dizziness, nausea, fatigue, or symptoms similar to motion sickness, immadiately stop playing. 3
If symptams don't heal after step playing, please consult @ doctor,

# |f you feel discomfort or pain in your ears, hands, arms, or any ether part of your body, immediately stop playing.
If it doesn't heal after 2 while, please consult a doctor,

| Abaut The Sftware That Supports The Vibration Function Of The Contraller

* [lon't use the vibration function if you have bone, joint, finger, hand, or other ailments.
* [lon't play continususly far a long time using the vibratian function. As a guideling, take a break every 30 minutes.

«This disc is dedicated software for hama computer entertainmant systam "PlayStation 2°. Please do not use it with other modals, as it may cause
malfunction of the device or adversely affect your ears and eyes. -This disc is compatible only with the Japanese domestic specification
*PlayStation 2 marked "WTSC-J or “FOR SALE AND USE [N JPAN ONLY", When inserting a disc into the "PlayStation 2° be sure to set it so that
the lahel side (the side with the title, etc. printed on it] can be seen. -Den't store in direct sunlight, near heaters, or in other places with

high temperatures. Avaid places with high humidity. Don't touch either side of the disc. Dan't stick paper or tape to the disc. Don't write on

the disc with a pen, ete. sFingerprints and dust on the disc can cause the image to be disterted and the sound guality to deteriorate. Keep it

clean. - For regular cleaning, pently wipe the disc fram the center autwards with a soft clath. - Oon't use benzing, record cleaners, anti-

static apants, etc. as they may damage the disc. - Don't use cracked or deformed discs, or discs that have heen repaired with adhesive, etc,

as they may cause malfunction or damage to the main wnit. « After playing, return the dise to its case and keep it out of reach of children,
Stacking them withaut putting them in a case or leaning them diagonally can cause warping or scratches, - Domt insert fingers or other body
parts into disc holes. You may not be able to pall it out or you may injure your body. Never throw the disc. There is @ risk of injury to the

hwrman body or athers. Please note that we cannot compensate fer scratches or damage cawsed by mishandling by the custemes. - "PlayStation 2°
dedicated memary card (SMB], “PlayStation BE Unit®, "PocketStation”, ete. may be required depending on the software. For details, plaase chack
the "Software Manual”. - if you connect the "PlayStation I* to & plasma TV er projection TV (screen projection TW) other than the liguid crystal
sysiem, image burn-in (image retention) may eccur. Burn-in is especially likely to occur if a still image is left on the TV screen for a lang

period of time.

How Ta Store The Disc
Press the PUSH button until the disc fleats befare Push the diss just sutside the hale (shaded area)
remioving it. If you try to force the dise out, the dise  until it clicks. Please nate that if the disc is stored

may crack, get scratched, or get your fingers incorrectly, it may crack or get scrafched.
caught and injured.

. Remeviny The Memary Card Hos T Stare The Memary Card
Lift from the right edge. 0o net forcibly pullupon  With the A -marked side facing up, insert
the terminal side, a5 doing se may damage the terminal dizgenally into the hook an the (eft
the memory card. end, and push in the right end.

“dL", "PlayStation®, "DUALSHOCK® and “PocketSiatkon” are registored trademarks
of Sony Computer Entertainmant Inc,
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Thank you for perchasing [Growlanser V Generations )], the dedicated software for "PlayStation 2°,
If you read this manual before playing, you can enjoy playing sven more,
Please use it in the cerract way. Please keap this manual in a safe place.

#: This game ks fiction. All namos of people, places, and organizations that appear are fictitias.
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There were several people who wished for peace in order to put an end to the war that was
spreading across this continent.
They planted a powerful weapon called [Admonisher ]|, threatened each country with it,
and ended the war dictatorially. And they, who den't belong to any country,
called themselves The Peacekeeping Force and cracked down only on combat activities.
20 years have passed since then, and there have been no major wars to this day.
However, the peace of the continent, which had been kept in a precarious balance,
was already reaching its limit.
The old ways of the parent's generation will no longer keep the peace.
The Protagonist and his comrades travel around the continent to protect the peace of their generation.
~World— —
This continent is closed off by a barrier that surrounds it, and there has been no contact with the outer
continent for about 2000 years. And since creatures called "Screapers” that like to attack humans
inhabit the sea and waterside, the people of this continent try to live as far away from the waterside as
possible. As a result, cities, which were originally supposed to develop along waterways, have developed
into deserts, mountains, and forests, creating a unigue worldview.
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Protagonist ;zesnsiy

He was taken in as an orphan in the Warslee Village,
which was created by the Peacekeeping Force, and
has been living there until now. His natural fighting
ability was recognized by the people of the village,
but the village was destroyed by the screapers and
he joined the Paacekeeping Force. While working as
a peacekeeper, he'll pursue the fragile balance of
peace and the mysteries of this continent.

[Age] 19 years old
[Occupation] Peacekeeping Force Operation Division |

' | Corin

A fairy traveling through the human community in order to investigate
the legends passed down in the fairy community. She got acquainted
with Fanil in a certain incident and began to act together.

She's full of curiosity and hates to lose,

[Age] Unknown
J e [ Occupation] Fairy
: 'l!,' - CV: Matayoshi Ai
$ore— -
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Fanil

A girl who demonstrates her talents as a peacekeeping force researcher.
She is doing research on new energy. She's not good at socializing, and
she can't immediately turn her thoughts into actions. As she continues
her journey with Zeansilt, she gradually acquires positive attitude. She
has the ability to memorize letters g s

and figures that she has seen once. i
[Age] 17 years old ¥

[Occupation] : _, A\
N Peacekeeping Force / »3 T
h"+4 Researcher { ; 4
¥ ) P'g

Makiguchi Mayuki A
'

The son of Seldiss, founder and supreme commander of
the Peacekeeping Force. As his father's right-hand man,
he belongs ta the diplomat division and works to sustain
world peace. However, he lost his passion at some point,
and began to behave somewhat irresponsibly. Will the
day he regains his passion come... 7

[Age] 21 years old
] [ Dccupation] Peacekeeping Force Diplomat Division
CV: Miki Shin‘ichird

|
' Mervina :
She is an adjutant of Vice-Commander Eizack, who led the

’ Peacekeeping Force Operations Division. She is in a position to
command other members. She is cool & rarely shows emotion,

~ :
I b but what does the sad look in her eyes sometimes mean...
"1‘;1‘31'-"'* :

N [Age] 22 years old
: M [ Dccupation] Peacekeeping Force Dperations Division

Ly CV: Ishizuka Sayori

.Q. 4 b h
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Randy :

He became a scholar, believing that the hint to change the
current tense world situation lies in the ancient era of
long peace. He has explored many ruins for historical
research, and is regarded as a leading person in ruins
exploration. Therefore, he has been appointed as

an investigator not only in his country but also abroad.
He loves his only daughter, Ann, very much.

[Age] 36 years old

[ Occupation] Cyriltian Archaeologist

CV: Yao Kazuki

Sths_ =i —

20 years ago, he found Admanisher and ended a long war.
. After the Peacekeeping Force was established, he held a
\\peacekeeping assembly to aim for peace through discussion.

% [Age] 44 years old
[ Occupation] Supreme Commander of Peacekeeping Forces

IN‘-‘ Nagano Koichi g s
)

Gyaricke

One of the three Slayers in the same army.
He uses rather crude language, which is a
sign of his confidence. He has great respect
for his direct superior, Lieutenant General
Wolgainer, and dislikes the Peacekeeping
Force who forbid military actions.

[Age] 23 years old

[ Occupation ] Grangale Royal Army Captain
CV: Hiyama Nobuyuki
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This section describes the names of each part of the controller
~ and how to operate them. Learn how to operate the basic fields and menu screens.
m—ee L —

W Controller Part Names And Operation Method )

Analog Controller (DUALSHOCK 2)
Only for analog controller (OUALSHOCK 2). Only controller 1is supported.

SELECT Button

" START Button |

L2 Button
L1 Button

 irectiona Butions |
[ LED Display ] I ) Button ]

- Left Analog Stick * Right Analig Stick

The LED display is always red (analog mode), and the analog controller (DUALSHOCK 2)
vibrates according to various situations during the game. For the ON/OFF setting of
the vibration function, refer to I Config ] (P25).

&1



B Menu Controls 5
Directional Buttons | Left Anillﬁlrm& menu il;j mave cursor |
L1 Button Switch character [ page
R1 Button Switch character | page —
L2 Button Page up
Iﬁhﬂ“ Fage_ down -
START Button Not used AT
~ SELECTButtn  Notused
O_H.-ui'tnn Confirm il ¢ -essustoh -
X Button Cancel 2 ”
2 Button Not used At
Ij_lluttun --_*.l.ﬂl.lil :hutton ———— -
I Field | Battle Controls
Directional Buttons | Left Analog Move character e e et
Right Analog Map viewing mode
L1 Buttan Switch attack targets e
Ei_hthn Switch attack targets PO S i
L2Button  Switch talk targets
 R2Button  Switch talktargets
START Button Display settings menu - S
~ SELECT Button Simple status, radar display ON/OFF
O Butten Talk [ Examine | Attack [party leader only)
% Button Cancel [ Guard (party leader anly)
___.é. Button __Elisplay command meny
_Dﬂuttnlr_ vigg Elispla‘f.ahilitr menu | slow down (when selecting magic range)
Pressing the START button while holding down the L1, R1, L2, RZ, and SELECT buttons
will perform a soft reset and return you to the title screen.
|
:
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| Start a new game. When the title screen on the right
. appears, select [START | and press the () button to

I e :
ﬁzlf“ﬁwﬁﬁ A ':;_Li’:-”{rffr}iy fﬁ?fﬂ;f“
) o i - _ 3

On the title screen, besides the two modes ' STARTJ and ['LOAD J,
I APPENDIX | can he selected by meeting the conditions.

L ==

- START

start the story from role 1.

@ Game Flow :
This game is divided into 5 roles (chapters). If you play
a new game, you'll start from role 1. After clearing each
role, you can proceed to the next, and role 3 will be

the main story. While playing the main story, extra roles
can be unlocked. To unlock them, you need to create
['save data to play extra roles from the beginning J.

In role 5, you can rename the Protagonist. The default name is Zeonsilt.
To change it, delete it with the > button or the [Delete | option on the left.

The name input control is as follows.

Name Input Control
Directional Buttons [ Left Analog  Move cursor START Button Confirm nama
O H;tt;r;__ — Input a letter L1/ R1Button Ehﬂﬁge input pasition
> Button Delete a letter 12 | R2 Button Change letter type



¢ LOAD

Resumes the game from where it was saved. Insert the
“PlayStation 2" dedicated memory card (8MB) containing
save data into MEMORY CARD slot 1 and select 'LOADJ.
When you move to the LOAD screen, select the file to
load with the arrow keys or the left stick up and down,
and press the () button to restart the game.

. APPENDIX

If you have saved data that cleared Role 5 even once,
the T APPENDIX | mode will appear on the title screen.
Here you will be able to browse movies, characters,
visual galleries, and more.

© About Saving Data

You can save your adventure record at specific locations
such as inns and save points. In addition to this, you

can save in various places. When saving, insert the
"PlayStation 2" dedicated memory card (8MB) into
MEMORY CARD slot 1and select I Save |. When the file
selection screen is displayed, select the file to save

and confirm with the () button.

3% In order to save, T1ZKB or more of free space is required on the "PlayStation 2"
dedicated memory card (8MB). Also, don't insert or remove the "PlayStation 2"
. dedicated memory card (8MB) while saving data.
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Time is always flowing in the field, and there is no screen transition during battle,
_everything unfolds in real time.

@ Fields That Unfold In Real Time —— -
During the game, you will move around the field and have
an adventure. Time is always flowing in the field, and
various enemies are wandering around. In addition,
enemies appear in fields such as towns and villages,

and various commands can be used. Let's remember

the characteristics of the field firmly.

f Viewing the Field Screen

EI
@ Radar You can check the characters' relgtiunship in the current field.
Blue = party members, red = enemies, green = NPCs.
_@_H;Hgﬂ Window | Various messages are displayed.
_@_‘fiﬂrﬁmjarker o A mark ap.pears ahﬁve the currently selected target. =3
@ Life Gauge E?ch ch arg cter's remaininq. life is displayed .as a har._Pa rty members' gauges are.
displayed in blue and enemies’ gauges are displayed in red.
_@?pull Hame o Wﬁflr;"t;ting a spell, the name of the spell will be displayed.
_@I_I-Ii' | Current vitality is displayed,
_{E‘JHF e Current mana points is displayed.
The remaining time until you can perform actions is displayed with a yellow bar,
(B) Attack Wait Gauge In the case of spell, the casting time is displayed (charge time), and it can be wsed
when the green bar disappears.
_@_ Attack Line 3 Points to the opponent that the character is currently targeting.




@ Target Marker

When you approach a character or enemy on the field,
a target marker will appear above the target's head. If
you press the () button on a character with a marker
on it, you'll attack or talk to the target. You can move
the marker to another target with the L1and R1 buttons.

o The cursar won't blink when the distance is too far to talk {cannot be examined).

Attacking  »

Allies and NPCs in

The enemies are

displayed with a red the city are displayed

marker. The marked with green markers.

enemy will become Press () button to

the attack target. talk or examine.
@ Time Flow On The Field
The field basically progresses in real time, and time is [ m————
always flowing. Therefore, be careful when performing || EEEENRIENNETTTNITT

: . . - . . . @ Display command menu
various operations during battle with enemies. Time will || &~ 0o with right analog

stop during the operation on the right, so make good use —
of it.

Time stops flowing while the command menu is displayed. Therefore, if you are in
danger during a battle, you can use the command menu to heal or give instructions
. to your comrades to get out of a crisis.

@ Encounter With Enemies — :
Various enemies will appear on the field, and if the battle
conditions are met, the battle will begin (P15). Since you
can see the enemies on the field, you can avoid the
battle as much as possible by moving around the
enemies.

11 s



¥ Facilities In Towns And Villages

There are various facilities such as private houses, inns,
and shops in towns, villages, and castles. All of them are
important facilities that are essential for your adventure,
so make good use of them. In addition, battles may take
place in towns as well as outside fields.

i Private Houses

Some buildings in towns and villages have doors, By
pressing the () button in front of these doors, you can
talk with the people inside. You may get important
information, so it is a good idea to listen carefully to
what they have to say. In some cases, you may be able

| to enter the building.

i Inns

At the inns, you can stay overnight to recover your HP
and MP, and record (save) your adventures. See P9 for
how to save. Also, some inns may hold a ffairy contest |.

Each character's knack (P22) has a number of uses,
and it will decrease as you use it. Keep in mind that
this number can be recovered by staying at an inn.




i Shops Il |
You can buy and sell items such as weapons, armor,
goods, and accessories at shops in towns and villages. SRR .

Please note that some items can improve characters' :g:;f;'::s :g:l‘mm"“
abilities, and weapons and armor can create various @ Buy Gaods

['Skill Plates | (P28). o

e —

e Increase your attack power by equipping it. The skill plates that can
|J_E generated differ depending on each weapon.

I

e

Increase your defense power by equipping it. The skill plates that can!
0 be generated differ depending on each armor. |

0 Buy various goudstu suppurt yrnur adventure, including healing items

o — ey e spemal ahn!ztlesthatumprwe character's abilities |
~< P just by equipping them. |

or left analog up and down, then select ['Buy & Equip ] or
[Buy Only J. If you want to Buy & Equip, select the
character you want to equip with the L1 and R1 buttons,
and select the place to equip. Please note that the STR
(strength) required to equip weapons and armors is
determmed

@ Buy & Eqmp Equnp the item mmedrately after huymg
@ Buy Only: The item will be added to the item list after buying.

The STR value required for equipping weapons and armors is determined, and if not
met, character's stats values will decrease. In the case of weapons, the ATW value
will increase, and in the case of armors, the MOV value will decrease. ;

e w
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During battle, while co nlmllmg thu Frntagnmst give instructions to your
comrades and use commants to fight according to the situation.

Lead Your Party To Defeat The Enemies
Enemies are constantly moving around on the field map.
The player controls the Protagonist to fight, and the
party members fight automatically. Although you cannot
control your comrades directly, you can defeat enemies
by issuing various instructions from the command menu.

m
e

There are two types of battles: regular battles that occur while moving around the field,
and event battles that occur as the story progresses.

Repllorfatte

Enemies wander around on the field, so you can start a
battle at any time. There is no boundary between the
beginning and end of the battle, and no result screen

appears. Everyone gains experience, money, and skill
points by defeating enemies.

# Only the character wha finishes off the enemy gets the skill paints.

ssionBatite
This is an event battle that occurs during the story. The [z
battle ends when all the enemies are annihilated or the &
victory conditions are met. At the end of the battle, a
result screen will appear and you'll receive clear
bonuses.




@ Engaged In Battle - 3 S

In the field, battle begins when an enemy is encountered
and the party member is engaged in battle. When the
Protagonist or a comrade performs an offensive action
(such as using attack magic, attack support magic, or
an attack command), they are engaged in battle. When
the Protagonist is engaged in battle, the comrades
automatically switch to AUTO mode and take action.

— ¥

In the field, the battle will start under the following conditions.

@ The Pratagonist takes an offensive action. @ Start of event battle
@ Party members are commanded to take offensive actions. @ Party member is attacked by the enemy
@ Actions During Battle ——

During battle, time is always flowing and the events
unfold in real time. When each character's action is
decided, the attack wait and charge time bars are
displayed in a simple window to show how long it will
take before the character can act. The simple window
and radar can be turned ON/OFF with the SELECT button.

- W -0

During battle, the character whose yellow bar on the
attack wait gauge (ATW) reaches 0 can act. Similarly, \
when the green bar of the charge time (CT) gauge reaches w7 caupe [
0, the spellcasting is completed. The length of the gauge 9y L4
depends on the selected action.

The spell to I:;E used will be automatically set to the highest level already acquired. '
The spell level cannot be selected. Also, the higher the spell level, the longer it takes to cast.




Poves—

| | @ Basics Of Battle —

By the end of the battle, you have many choices and
many different developments. It is important to carefully
change instructions to your comrades depending on the
situation. In addition to regular battles, there are also
fixed missions with predetermined victory and defeat
conditions.

| @ Encountering The Enemies | tarting The Mi
ST F BRI A P

When either an enemy or an ally is attacked on
the field, a battle will begin. Since there is no
screen transition and the battle unfolds in real
time, it's important to approach the enemy from
the terrain and position that are easy to fight.

~ Depending on the situation, you may receive

'n[ a surprise attack from the enemy, so be careful.

@ Choice Of Actions Far Each Character

You control the Protagonist and fight. You can
perform basic actions such as attacking with
the () button and defending with the X button.
When the battle begins, your friends will start

to act with AUTO made, so please give detailed
instructions from the command menu according
to the situation.

e

e
s

If you defeat all the enemies on the field or meet
the mission clear conditions, you will win and
move to the battle results screen. In the case of
missions, awarded for clearing the mission. The
game is over when the entire party is defeated or
when the defeat condition of the mission is met.




& - - i | A3 s P8 |
Spells can be used anywhere in the town or on the field,
and certain steps are required before they can be
activated. Here is the basic flow of activating a spell.

T T P
e i

After selecting the spell command, select
the spell you want to use from the list using
the directional buttons, or left analog, or
the L2 and R2 buttons.

Casting begins when the spell is selected. The casting time is displayed in the CT

gauge (P32), and the CT gauge will decrease until the spell casting ends. When |
the gauge disappears, the casting is complete. Be aware that the characters will |
be defenseless while casting a spell, and will take a lot of damage if attacked. |

If you want to cancel the casting, display the %
menu with the A button, Select [ Cancel J
if you want to perform another action, or
I Resume | if you want to continue casting
the spell. [ Activate | cannot be selected
until the casting is completed.

When the casting is complete, the activation
option will be displayed. To activate, select the
target from among enemies or allies. If you
select [ Cancel |, you can take other actions,
but please note that you'll lose the acumulated
casting. If you select [ Standby J, you can wait
with the accumulated casting, and activate it by
displaying the menu with the A\ button.
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- when you finish a mission,

Achieved when the victory
conditions are fully met.

Very high experience is also
gained through clear bonus.

L1 SSHON PP TE RS

After finishing a mission battle, a result screen will
. appear. Here, experience, money, and skill points

| can be earned.

* End Of Battle And Result Screen — —

In normal battles, you will fight against enemies that
appear on the field one after another. Defeat the enemies
to avoid being annihilated, and proceed. Missions with
victory and defeat conditions may be cleared if the
conditions are met, and the game may be over if the
conditions are not met. There are the following 3 ranks

Achieved when the victory  [f you barely clear the battle,
conditions are partially met. the game won't be over, but
Slightly higher experience is the experience through
gained through clear bonus. ' clear bonus will be reduced.

A ~|.F'-: -
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@ About Game Over

In both normal battles and mission battles, the game is
over when the party is completely defeated. Also, if the
defeat conditions are met in the mission battle, the

game may be over even in the middle of the mission. aCAME OVERp

— -
i i m

Characters whose HP reaches 0 during battle will leave
the battlefield. They will be revived after using Raise
Nectar, switching field screens, a certain amount of
time has passed, or when the battle is over. The revived
characters have low HP, so be sure to recover quickly.

5t Alsg, note that the auto-ravival will greatly reduce the characters'
affection.

Level Up And Development
When experience is accumulated to a certain level, the
characters level up and their stats are increased. Plates
may also be generated from equipped weapons and
armor, and the level of knacks, skills, and spells may be
increased by earning skill points. Increased stats are
displayed in a message window at the top of the screen.

@ Experience Points: The points required to level up the characters
@ Skill Points: The points required to level up equipped skill plates
@ Skill Plate: The plates generated from equipped weapons and armar
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| Press the A button on the map to display the command &

| menu screen. On the command menu screen, use the L1

'\-u"
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On the map, you can use various commands that are essentlal for your adventure.
The details of each command will be explained below.

"h—.—- -_

& How To Use The Command Menu Screen ——

and R1 buttons to switch to the Protagonist, member 1,
member 2, and member 3. Please note that the contents
of the command items are different between

the Protagonist and party members.

£ {Switching Menu Screen)
\.[ Protagonist<> Member 1< Member 24> Member 3 L_,

Make Full Use Of 8 Commands

You can use the 8 commands on the right in the command ||

- @ Uitack @ Move @ Guard @ Auto
menu for each character. However, the Protagonist uses | g s.u @unick @ten @ Eaig
the () button to attack, the left analog to move, and =
the > button to guard. Therefore, the Protagonist has only 4 commands.

. Attack —
Have the character attacks using his/her own weapon.
Use the left/right of the directional buttons or left analog,
or the L1/R1 button to select the attack target, and press
the () button to confirm. Once you give the command to
attack, the attack will continue until you choose another
action or the target is defeated.

i 20



e ' Move

Move each character to the specified location. Set two
turning points and move in a straight line through those
points. Use them wisely during battles to gain
advantages.

When you select the move command, the
character becomes translucent and can be
moved using the directional buttons or left
analog. Align the character with the destination
and press the () button twice to start moving to
that location.

To move further, press the () button once to fix
the cursor and relay it there. The cursor will pass ot V.
on the yellow line, so consider the route and set mﬂ W
it accordingly. You can relay up to two locations,
and when you decide on the third location, the
character will automatically start moving.

S— Guard

Takes a guard stance on the spot and reduces damage
from enemies. The character will continue to guard
until you take another action from the command menu.
The Protagonist will only take a guard stance while the
X button is held down.

— : ~ Ao

Command a character to act according to predetermined gz
actions. If the auto command has already been taken,
the character will continue the current action.
Please note that the details of the predetermined
actions can be changed in the system settings (P24).

21




' You can use the spells you have learned. Spells can be

Pr—— Spell

used anywhere in the field, including in towns and
villages. Please refer to P17 for the process to activate
the spell.

——
: - I

Spells can be broadly divided into 3 types: low spell,
intermediate spell, and grand spell, which have different
effects when activated. Each type of spell has its own
level, which is increased by accumulating skill points.
When a spell is used, it's automatically activated at its
maximum level.

T The spells that each character can initially acquire, which can be
Q activated in real time as soon as the casting is completed.

_ Spells that cannot be activated at the same time as other
intermediate spells or grand spells.

_. Same as intermediate spells. In addition, a short movie will be shown
Q during the activation.

— Knack ' —

You can use the knacks you have learned. Select a knack e=
from the list by using up/down of the directional buttons [
or the left analog, or the L2 and R2 buttons, and press
the () hutton to confirm the selection. Please note that
it cannot be used unless it has one or more uses
remaining.




o ——a ltem

Use an item in your possession. Select the item to be
used from ' Goods J, 'Valuables 1, or [ Equipments |
using the up/down button of directional buttons or left
analog, and press the () button to confirm. Then, select
the character or enemy to use the item on and press
the () button to confirm.

| B | T |
Various items, including Use the valuableitems | Use the items each ;
healing potions, can be used. | obtained. Basically, they character is equipped with.

The goods in possession are | cannot be used except for | Select items to use from

shared by all party members.| events. weapons, armor, and
They will disappear after use.| accessories.
— — Equip =

Change a character's equipment. Select the equipment

you want to replace and select the equipment you want
to use from the item list. For weapons and armors, you

can check the type of generated skill plates before and
after the equipment change.

Equip Window

(1) Indicates the level of proficiency required for current |
weapan and armer before a skill plate is generated.
When the bar reaches MAX, the skill plate is generated,

(2 The skill plate generated by the current equipment.

(3! Indicates the proficiency level of the selected weapon
: Or armaor.
() & list of the weapons and armors you possess,

EE EE E

(5) The skill plate that can be generated with the selected
- WESPOmn Or armor.
(6 Indicates the time required ta equip the item.

(7 Indicates the STR {strength) required to equip each
weapan/armar.

(&) The types of skill plates that each weaponfarmor has.
Each weapon/armor has 3 plates, which are generated
in order starting fram 1.

(G The types of skill plates that the weapon/armar will |
have after equipping.
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@ System Menu
When you press the START button on the map, the system menu will appear.

e Status

You can check the detailed status of each character
Press the () button to switch to the [Equip ] — I'Spell]
— [Knack | — T'Skill] list.

— ~ NiSetting

You can set the behavior tendencies of your comrades
when they act during Auto mode. You can set offensive
actions, spell frequency, spell tendencies, and goods
restrictions for each character.

M Offensive Actions The types of attacks that can be carried out by comrades

Cooperate Attack the enemy that the protagonist is attacking.
Hormal Act freely.
Attack Weak Enemy Attack the weakest enemy first.
Su ppﬁrf Allies Supﬁﬂrt other characters' attacks.

M Spell Frequency  How often comrades use spell in battle

All-put Continuously casting spells without considering MP.
Hormal Uise spells in a balanced way.
Maoderate Use spells less often,

Never HNo spells will be used at all.

W AUTO Spell Activation How a spell will be activated in Auto mode

Manual When the spell is ready, the spell activation menu will be displayed.
Semi-automatic Activate low spells automatically, while intermediate and grand spells manually,
Automatic When the spell is ready, it will be activated automatically.
M Spell Tendencies

You can set which spells to use and how often. For each spell, you can set a usage
tendency from 1(not used) ~ é (preferred). Use left/right of the directional buttons or left

analog to set it.

M Goods Restrictions

You can set which items to use and how often. You can set goods restrictions in the same
way as spell tendencies. Note that you can only set items that you possess.
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Fairy

As the st||'.1ryr progresses, a fairy will join the Protagonist.
She can perform actions such as [Treasure Search ],

[ Friendship Rating J, [ Event Mema |, | Personality
Judgment J, and [ Special Abilities J. 7 will be .
displayed while they're not available. Please refer to P30 fai®
for details.

— Config

You can change various settings during the game,
including sound and audio. The details of each setting
are as follows.

Sound BGM can be nhangad'u': slﬁu}mnnn

Audio Set whether or not to play the meuage '-'nu:e

Battle Audio Set audio ﬁiayﬁacl& such as characters' voices dunng batile

Remember Cursor Set whether or not to remember the last cursor position when operating the menu
Vibration Function Switch the vibration of the analog controller (DUALSHOCK 2) ONJOFF

Range Canfirmation Set whether or not to confirm the effect range when selecting a skill

Set what to do when the characters finish a command given by the player. However,
outside of battles, they will only ask for re-instructions for magic and move orders
Actions After Completing  that have already been completed

Ths Commani = Re-instruction ; Display command menu and await further instructions
; = MITO ; Automatically returns to AUTO mode
Change Cursor I Cursor shape can be changed |
———— - Victory And Defeat Conditions e

Clear conditions and game over conditions of each battle
can be checked.

!
25 —



| A | . |
N e CHrcaters ||;||M
vy & - - = —
The status screen displays various information about your party.
_ Make sure you are always prepared.
_ﬁl o= _‘
@ Check The Party Status On The Status Screen
On the status screen, you can check each character's abilities, status, and various skills
they have acquired. If you remember how to view the status screen, you will be able to
deal with sudden battles.
i How to View the Status Screen |
i
| i
- 2l
:] ti |/ — .
3 |
i T Character's current level.
' 2 P Character's vitality. It's displayed as a bar with the current/max value.
(3 WP Character's magical energy. It's displayed as a bar with the current/max value.

@) MNextExp  The experience points required to level up.
{5) Money The current amount of money (Ril) in possession.
(B) Stats Character's stats. See below for details.
(7 Condition  Character's conditions are displayed as icons.
Character's spell resistance to each spell attribute. There are 8 levels: [0 (Weak) - 5 (Strong) |,
® gg::;ﬁ ace | Null (Ineffective) J, and Devour (Absorb) |, with (2] as the default. Null allows you to take no
damage, and Devour allows you to recover HP without taking damage.

STR Character's Flh:p'ﬁ.ltﬂl strr—:nglh It affects weapon ATK, HP growth rate, and required for weapans & armars.
DEX {:haranlers agml',' It affects mohility, magic chanting time, attack hit rate, evasion rate, and MOV,
INT Character's intelligence. It affects MP growth rate and the spell power.
A Ih Character's attack power. It affects the power of attacks with weapons.
!JI-F : 'I:ha:atter 5 defensive power. It affects the damage dealt when attacked by enemies,
MOV Character's movement speed
ATW The duration of attack delay. The smaller the value, the shorter the duration of attack delay
\ir i e



During battle, various status changes will occur depending
on enemies' attacks and allies' support spells. Please refer

to the following information on status
ailments and deal with them appropriately.

Color changes depending
on conditions.

D46
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. Poison =
boi . |

Due to poison, characters will receive damage over
time and every time they move. It can be cured with
anhdnta hﬁrh, fIIlE or panacea

. ges
Deadly Poison :
i -

Due to deadly poison, characters will receive damage
over time and every time they move. It can be cured

TR
LS

Characters become paralyzed and unable to move.
It can be cured with fine, analepticum, or panacea.

Paralysis

with antidote herb, fine, or panacea.
Petrification o
Characters' bodies become petrified and unable to

move. It can be cured with antidote herb, fine,
henlouda, or panacea,

When HP reaches 0, characters will not be able to act.
It can be cured with raise or nectar,

Dying

Sleep

The characters fall asleep and cannot act. It can be
cured by taking damage, or with panacea or fine.

o

Characters will not be able to cast spells. If castiriﬁ is
in progress, it will be interrupted. It can be cured with
fine or panacea.

Characters' defense power is decreased and damage
received from physical attacks is increased. It can he
cured with protect.

e ) b

Characters' action speed is decreased. It can be cured
with cycle up.

Weaken

(- 3 3
Faint -

The characters are knocked out and unable to move.
it can be cured with fine, panacea, or analepticum.

2D

Characters' attack power decreases, damage dealt
decreases. it can be cured with spell "attack”.

| "-:I
_ Fear x '.:

Characters' resistance to enemy spells is decreased
and damage received from spells is increased. It can
be cured with rﬁlst

Bind .

Characters are bound and unable to move. It can be
cured with fine or panacea.

.I_‘-I‘:

Characters will be dying if the caster is not defeated.
HP recovery effect halved.

Death Curse




D AbilityTree ——— =

Press the (] button to display the Ability Tree. The
ability Tree is where you grow your skills through skill
points earned during battles and adventures. The
acquired skill points flow from left to right through

a chain of skill plates, increasing the level of the
connected skill plates.

EE B

(1) Active Flow

| @- Inaéti'rz Flﬂw

| @ Skill Plate

(@) Flow Starting Point
(5) Stack
@ Skill Plate

(7 Level

() Accumulated
Skill Paints

(@) Branch Direction

Currently active flow. It's displayed with a yellow frame. The acquired skill points will be
arded to each skill plate.

LV will be 1/2 of the total value. Skill points will not be accumulated.

Each hexagonal shape is a skill plate. The plate in your possession can be placed on an
empty space by pressing the () button.

The skill plate on the leftmast line is used as the starting point to connect the flows.
The total number of skill plates currently in possession.

Name of each skill plate

The level of each skill plati When the level reaches the maximum, TMAX | will be
displayed and the skill plate will no longer grow.

The current accumulation of skill points. When the bar reaches MAX, the level increases
by one.

The branching direction of each skill plate. The arrows are connected to another skill
plate to create a flow. Some arrows have a fixed up and down direction, while others
can be switched freely.
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@ How To Develop Plates - e — — |
By connecting skill plates in a tree, you can develop your fZE eSS
skills in the desired order and at the desired speed. If
you have a plate, move the cursor to the desired position
and press the () button to place the plate. In addition, if
you move the cursor to a plate that has already been
placed and press the () button, you may be able to
perform the actions in the submenu below.

|_ Sume plates allm-.r you tu 5~.r.r|tc:h the direction in which skill points flnw

-4.2,:}- up or down. By choosing the branching direction on that plate, you can
| change the plate you want to develop while keeping the flow fixed.

po There are 8 flows in the ability tree, but skill points can only flow from |

-4‘#;’ one flow at a time. By switching the active flow, you can grow skill
plates with different flows.

Some |tems alluw you to cunnect plates and mampulate skill points,

such as [ change plate branching direction J, T switch plates |, and
V I add skill points to plates J.

i The acumulated skill points are divided by the number of plates in the active flow.
. Therefore, connecting too many plates will slow down development. It is better to
. add an appropriate number each time the skill plate level reaches MAX,
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The fairtihelp the Protagonist in various ways.
 Let's understand her characteristics.

@ Alittle fairy who supports the Protagonist 2
As the story progresses, a fairy appears to support the
protagonist. By using the I Fairy | command on the
system menu, she can take various actions. She is also
a reliable ally who can give the Protagonist various
advices and develop special abilities as she grows up.

(1) Various commands ta order the fairy.

() The ability parameter of the fairy.

- Knowledge: Fairy's knowledge Level *Intelligence: Fairy's smartness.

- Sensitivity - Fairy's sensitivity. *Charisma - Fairy's attractiveness,

“Mental  :Fairy's spiritual strength. -Dexterity : Fairy's artfulness.

*Stamina - Fairy's physical strength. “Agility - Fairy's quickness
l .
£ == =
‘r i ——
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@ 5 Commands To Order The Fairy —

As the fairy grows and her abilities improve, she will be able to use various special . '
abilities and support the Protagonist during battles.

r— Treasure Chest Search
When used in dungeons or other places where treasure
chests can be found, the fairy will go alone to search for
them and report how many more treasure chests there are
in that dungeon. It cannot be used on a normal field map or
in a town or village.

—— Friendship Rating

She will tell what each character in the party thinks of the
Protagonist and their friendship status.

— Event Memo

You can read the fairy's note about events that occurred
during the story. The memo contains the most recent event,
and the earlier ones cannot be read back.

— _ Personality Evaluation
She will tell about the Protagonist's personality. Note that the
actions taken by the Protagonist will change his personality

and impressions of other characters.

ll.-.ll
=
o
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=
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o

You can uheck the list of Speclal ‘abilities that the fairy has
acquired.
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Skills and items with various potential effects are available.

Here is a brief introduction to some of them.

& Skills )
[Spells] o x
Name Range ERE e mee—r —m co————
Fire Arrow Single enemy Flames invoked by the caster to run towards the target.

Attack Alliesin range | Temporarily increases attack power and weapons damage.

Cure Eingle ally | Gathers healing power in the caster's palm.

Fine ‘Single ally Remove ailments that infect the target.

Return Mlallies | Escape from the dungeon.

[Knacks]

Name Effect

Hard Strike ~ |Unleash a strike with increased power depending on the spirit.

Spell Resis Up | Increases the spirit and spell resistance rank by 1. —
[Skills]

Name  |Effect Mgt tes y

HP Up Increases vitality and maximum HP.

Critical  [Inflicts great damage to the enemy with an _effenﬂﬁa strike to a vital point.




& ltems

Weapons]

Name Effect o

Gladius One-handed short sword. ﬂ is used as basic equipment for lower-class 5ﬂll:|IErS
Bastard Sword | A two-handed sword with a long blade. It has mediocre sharpness and pmr.'er
Orb A crystal ball that improves the user's magical power and concentration.
[Armors]

Name  [Effect .-

Cloth Since i’ just clothing, not much effect as protective gear can be expected.
Chain Mail A clothes-like mirror made of thin metal chains. It's deanned to be tlghtwelght
Battle Jacket Thll:k laathar jacket daslgned for hattla use.

[Accessories]

Name Effect

Fire Rune Reduces iﬁnﬁnfs fire resistance and deals more damage to enemies
Paisan Attack ﬂiﬁi‘t_e_qulppud poison attack will be activated. =
Mill Up Money obtained from defeated enemies is increased by 10%.

[Goods] T == Yroea—t

Name Effect

Potion . A-haaling item made from medicinal plants_lt can heal minor wounds.
Antidote Herb | A recovery item that eﬁectwely neutralizes pmsnns  that have entered the body.
'.!Tnataptic'um A recﬁ-.ren} ﬁenﬁﬁa?mstant!y cures fading t:nnsi:musnnss and body spasms.
Ravas Stone | A mﬁtennus stone that, if destmfed can help use wea puns and armors.

Wﬂ!lﬂu Moon lemr A mirror that can help reset the flow of skill mastﬂry
Meditation Im:ense Incense that halps with meditation and gives the same eﬁect as training.

23 it




=2

RO M

All Movements And Battles
Are Made Seamless

Seamless development without transitioning
between movement and battle screens. The
game features completely real-time battle
progression, a variety of deep systems,

such as instructions to allies and a growth
system based on skill plates.

LA RT3

Character Design
Urushihara Satoshi-shi

The characters are newly designed by
“Urushihara Satoshi-shi", who works
_f F g H -f-"'l“"

throughout the series. During events,
the characters are shown in close-up,
creating more realistic scenes.

T, An Epic Story With
Multiple Roles

The story uses a multi-role system. The
story consists of multiple roles (chapters),
and clearing each chapter leads to role 5
Tl R of the main story. Approach the truth of
the story from various perspectives.

GROWLANSER V ORIGINAL DRAMA CD

Includes A Drama CD With A New Scenario!!

This story took place 2 years before the main story of Growlanser V.
It tells of an incident that caused Chriass to lose his passion as '
a member of the peacekeeping force. The scenario is completely new,
and it is a large volume drama CD of about 60 minutes!

s

adiThL ALTID 44,1k 18bit STEREO MADE IN JAFAN

Dramatics that lead to one

Character Design: Urushihara Satoshi

Atlus Co., Ltd.
T &- E-H.ﬂgurﬂzaha Shinjuku-ku, Tokyn 162-0825 "
with “PlapStatan I

WwWw.BtIus.co.JP Atlus Takara lser Support (3-5241-2356 (Mon-Fri 11:00-17:00 except national helidays) mim i (AWE)
SATLUS CO.LTD 1909.2006 ALL RIGHTS RESERVED.
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This disc is software exclusively for "PlayStation 37 [Japanese domestic specification |
“B°, PlayStation” and "DUALSHOCK" ara registered trademarks of Soiy Compuler Emartainmaent inc. Library programs £1998-2005 Sony Camputer

Entertainment Inc. "<& £71894 Sony Computer Entertainmaent Ine, | “ | | ||| I || l|| H

MADE 1M JAPRN

; Be sure to read the [ Software Manual J, MHardware Manual |, and
I, Warning | [Usage Precautions | before use. Especially for small children,
L)

IQSA?‘?S 900148
FOR JAPAN ONLY

parents should read these carefully and wse in the correct way
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