


For safe use of this produ ct. caref ultv read the foll ow ing sec t ion of this manual a 
Precau uons sec t ion of the Ins t r uc t io n m anual su pp lie d wit h t he PSP henc - 7 

entertainment syste m before use. Retain both tr us softwa re manual and the inst r ct .: 
manual for future refe rence. 

Health precautions 
• Wh en ope ra tin g the unit. play In a w ell -Ill ro om and keep a sa fe distanc e fr om tr '"' 
sc reen . • Avo id prolonged use of the system . Take a break o f about 15 minu tes dun g 
every hour of play. • Do not use the system wh en you are tired or shor t of sleep. • Whe~ 

using headphones. do not turn the voiurne up before putt ing the headphones on. Also. 00 
no t l isten at loud volume levels for ex ten ded periods of nm e. Stop using tne sys te m 
immediately II you expe nence any o f the fo llow ing symptom s. If the con dition pe rsists 
consu lt a doctor. • Lightheadedness . nausea. or a sensa tion simil ar to mo tion sickness. 
• Discomfort or pam in the eyes. ears. hands. arms. or any othe r part of the body . 

Use and handling precautions 
• This disc is PSpTlol (PlayStat1on'''Portablel format software and is Intended for use w ith tr.-:­
PSP system only. If the d.sc is used wi tn other devices. damage to the disc Of to the de E 

may result. • This disc is compat ible for use w ith the PSptMsystem marked wit h FOR SA L.~ 

AND USE IN U.S. ONLY. • Depend ing on the soft ware, a Memory Stick !" Duo or Memo-­
StiCI(:l''' PRO Duo rboth sold separately) may be required. Refer to the software rnaouar-c 
full details. • Do not use w hile dnvmq or walking. 0 0 not use in airplanes or medical Iacrlit .es 
wher e use is prohibited or restric ted. • Set the PSpTMsystem's w ireless network tean ne-c 
off w hen uSing the PSptMon trains or in other crow ded locations. If used near persons we 
pacemakers. the slgnai from the PSptMsys tem's w ireless ne twor k feature could interfere 
w ith the proper operation of the pacemaker. • If paused images are oisotaved on the scree­
for an ex tended period o f nrne. a fain t image may be left permanent ly on the screen. • 
Store the disc In Its case w hen not in use and keep in a place out of the reach of children ' 
the disc is left out this may result in warp ing or other damage to the disc. • Do not leave U"oo:? 
disc in direct sunlight, near a heat source, in a car or othe r places subject to high heat a~ 

humidity . • Do not touch the opening on the rear of the disc (recording surface of the disc 
see draw ing). Also. do no t allow dust. sand. foreign objects or other types of dirt to get cr 
the disc. • Do not block the opening w ith paper or tape Also, do not wnt e on the disc. • If j "'-:;' 

opening area does get dirty, wipe gently w ith a soft cloth. • To clean r--- --- ­
the disc. w ipe the exterior surface gently wi th a soft cloth . • Do not 
use so lvents such as benzine. commercially-available cleaners no t 
Intended for CDs. or anti-statrc spray Intended for vinyl LPs as these 
may oamage the d isc. • 00 not use cracked or defo rmed discs or 
discs that have been repaired w ith adhesives as these may cause 
co nsole dam age or alf unct ion . · Se E w ill no t be held liable for 
damage resulting from the misuse of discs. Recorded surlace 

Ejecting the disc 

Press the nght side of tn e d isc unti l i t is in the po sit o­

shown in the draw ing and then remove it. I excess force s 
applied this may result in damage to the disc. 

Sto ring the disc 

Insert the bo ttom side of the d isc and then press on the =:_ 
s ide un til It cl icks i n to p lace . If the d isc is no t st orec 
properly. this may result in damage to the disc. 

HPlay$la t lon- ana tne " P$H Family logo are registered t rademarks and ~ P SpH and " UMO- a· ... 
uaoeroeo,s of Sony Computer Entertainment Inc. " Memc-v Stick Duo" and " Mernorv Stick PR 
Dl.'O " are trademarksof Sony Corporat-on. 



GETIING STARTED 
Right sideview 

L>.O XD 
buttons 

POWER/HOLD switch 

Front view 

Disc cover DC OLiT connectors 

~I~ .~~ 
~ USB 1- OPENlatch 

connector 

Set up your PSpTM (PlayStation®P ortable) system according to the 
instructions in the manual supplied with the system. Turn the system 
on.The power indicator lights up in green andthe home menu is 
displayed. Press the OPEN latch to openthe disc cover. INSERT 
Samurai vvemors":State of War UMDTMdisc with the label facing 
away from the system, slide until fully inserted and close the disc 
cover. From the PSpTMsystem's homemenu, select the Game icon 
and then the LIMOicon. A thumbnail for the software is displayed. 
Select the thumbnail and press the" button of the PS pTM to start the 
software. Follow the on-screen instructions and refer to this manual 
for information on usingthe software. 

NOTICE: Do not eject a UMDTM while it is playing. 

Memory Stick DUO™ 
Warn ing ! Keep M emory Stick Duo media out 01reach 01small children, as the 

media could be swallowed by accident. 

To save gamesettings and progress, insert a Memory Stick Duointo 
the memorystick slot of your PSP. You can load saved gamedata 
fromthe same memorystick or any Memory Stick Duo containing 
previously saved games. 

I 2 ~AM \iR AI WARR IOR ~ , s i a r e or W a r 

STARTING UP 
PSpTM (PlayStation"'Portable) system configuration 

Lbutton LCDscreen Rbutton 

.,:.;.;.:.:.;.:.;.:.:.:.:.:.:.;.:.:.:-:.;.:.:.:.:.:.;.;.:.:.:.;.:.:.:.:.:.:.::.:.:.:.:.:.::.:.;.:.:.:.;.:.;.:.:.:.:.:.:.;.:.:.:.:.::.:.:.:.:.:.:.:.:.:.... 

L
Volume 

WLAN 
access 
indicator 

Analog stick 
Strap holder 

Left speaker 
HOME button 

HDLD 
indicator 

Right speaker 

START button 

SELECT button 
L- Soundbutton 

L..- Display button 

' --------------------------,--------------------------~-..J,.l' 
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( ~ P. 28 ) 

START button 

L> , 

Turn Ma p displ ay on or off 

'- ­ ...J Pause / Display Inf o 
Screen 

Evade ( ~ P.24 ) 

tlteGame 

••IIII1••• Exit the game 

GAME CONTROLS 

_button 

Move ( ~ P.24 ) Guard ( ~ P.29 ) 
Counte r ( ~ P.29 ) 
" Press the 6' butto n w hile guarding 

Str afe ( ~ P.24 ) 
" Use th e Di recti onal buttons w hile gua rd ing 

BUTTON P ROMPTS lIall!lm.Move ( ~ P.24 ) 

WLANswitch 

..Press in the L and R buttons wh ile hol dl nq down the SELECT ami START buttons
 
simultaneousl y to reset t he game and return to theTitl e Screen.
 

I 
it You cann ot sav e wh en ex iti ng the gam e with the HOME butt on. Be SLIf e to save 

first ( ~ P.6 ) and then ex it the gam e. 

I 
I 
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l 

main gam e, bu tton 
pr ompts w i ll appea r at 
th e bottom right cor ­
ner of the screen to 
gu ide you . 

Button Prom pts 

In areas ot her than the 



FIGHTSTARTING A NEW GAME 
1. Insert th e Samurai Warrior s: State of War PSP Game. 
2. Insert a Memo ry Stick Duo '" or Memo ry St ick Duo '" Pro. 
3. Turn on the pow er and th e Opening Movie wi ll play . Press 

the START button to proceed to the Ma in Menu. 

Main Menu 

~ Story Mode I Free Mode IV S Mode. ] 

IAdjust the game settings. ---.J 
IVl€!W thelNeaJX>flS ard officers inthe gameas'MlI1asthegame'stl.t.0f'ia1. I 

SAVING & LOADING 

~$Ay"I.f':J.G.H ( ?t?r.Y. f\I1 <:l~ ECJ.~~l'l.l'l fll1 ()d El ). """ "'H' HHH
After clearing a stage, the game will con f irm whether you 
w ish to save foll owi ng the Results Screen. 
" In order to Save, you must have a Me mory Stick Duo > or a Me mory Stick Duo'''' 

Pro w ith at least 736KB of free space avai lable. 

.~L..9A.P..If':JG. ..! s. .t ? r. Y...f\I1 ? ~ l'lJ 
Select FIGHT from the Main Me nu, and th en select STORY 
MODE. Select a character and th en select the next avai lable 
gam e stage. 

.IIIIIH~.XI.TIr--J.G .Tfj.~...G.Aryr'~H .( ?t? r.Y. ..f\I1<:l~ EC . t.~~l'l.El HfII1.() .d. .El) ... 
You can save you r prog ress in the midd le of a stage. At the
 
Info Screen, press the START button and select SAVE.
 
To resume a previously saved game, select FIGHT from the
 
Main Menu and then select CONTINUE.


I • You can o nlv have one interim save data fi te at a time. 
* If you save after clearing a stage, any interim save data will be erased. 

I 
I 
I 

> OPTIONS
 

__________• Game Options 

.SETTINGS 

Adjust t he game sett ing s. 

..uitA'm:	 ISelectthe game difficulty.(Novice. Easy, Normal, Hard. 0 1805) 

IDisplay the enemy's life gauge. (ON I OFF)'3rH"f'lIi. 
IAssignfunctions to controller buttons. 

IAdjust the music and sound effect volume. (16 levels) 

.1IIII..rYIElVlqRY STICK DUO™ 
Save & load th e game settings. 

VAULT 
View your collected items, subofficer information and a tuto ­
rial on how to p lay the game . 

IView the weapons collected in the game.
 

IView information on the subofficers you have collected.
 

IViewa detailedexplanation onthe variousdetails of theStoryMode.
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> USE CHARMS WISELY!the 810., Mode 
As you proceed through th e game, you w ill obtain various 
charm s ( ~ P. l 7l. each wi th the ir own un iqu e effects. Charms 
are categ orized into Batt le Charms and Tacti c Charms . 

CAPTURE ENEMY TERRITORY! .•.~?~..B.ATIIiCHARMSI9.C.~.ANG~~.~~qu~~.~.Q~Jll~..B.ATI~ .... 

Play ing the Story tto·~ e '.' 

In the Stra tegy Phase, your army's terri tory (squares occupied 
by yo ur allies) is blue and the enemy's terri tory (squares occu­
pied by the enemy army ) is red. 

.TO CAPTURE ENEMY TERRITORY... 

By usin g Batt le 
Charm s, yo u can 
stop or attack enemy 
units that are at a dis ­
tance fr om you. Al so, 
there are charms that 
can recove r your 
alli es' m or ale or 
troop st rength. 
If used prop erly, you 

can w eaken a powerfu l enemy or help your alli es w ho are in 
t ro uble. 

Enemy territory entered by your allies w ill become your territory.
 
Conversely, any allied territory entered by the enemy w ill be lost.
 

• WATCH YOUR TERRITORY RATIO 
The Territory Ratio displays
 
[AlliedTerritory I Total Territory].
 
The more territory you occupy,
 
the weaker the enemy com­

mander becomes. When the
 
enemy comm ander is too
 
tough for you to defeat,try rais­

ing yourTerritory Ratio first "
 

.AIM FORTHE ENEMY STRONGHOLDS ............ ................ . .
 

I 
Defeat the Reserve 

By using Tactic Charm s, you can alter the state of th e battle ­I Captain! 
fi eld. For example, if there is a gate that is blo cking your way , 

I You can occupy enemy strongholds by entering them and defeat­ you could use the charm " Breach" to pass through it. Other i ing the enemy in the Action Phase. By occupying the stronghold, Tactic Charm s can do things like open fl oodgates or cause I you r army's morale will rise and the enemy's w il l decrease. avalanches. 
I 4 The higheryour morale, the stronger your army, makingthe battle easierfor your forces. 

[ 8 SA M Ioi RA I W A RR i O R S , St a t ,· o f W '" 
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e Screens 

ACTION PHASE 

Combo Count
 

Displays the nu m ber of
 
consecutive hits. Only 
com bos of 5 hits o r
 
mo re are displa yed.
 

Mission Evaluation
 

Your current m ission's
 
evaluation. it can change 
depending on the batt le.
 
Your evaluation after the
 
battle is over will deter­

mine how many squares
 
you can advan ce on you r
 
next turn.
 

• Play er Information 
A6ilffy Mmer 

This w ill flash w hen vc u pick up an item that gives vou a tem porary ability boost. 
When the effect of the item is almost w orn off. the marker wi ll flash mo re rapidly. 

(Yell ow Circle) Musou Gauge MAX (10 sec) IBlue Circle) Speed MAX(30sec) 
(Green Circle) Defense xl (30sec) IRed Circle) Attack xl (30sec) 

You can use a Museu Attack when this gauge is full ( ~ P.28) . 

Ste ed Gauge 

This is the life gauge for 
you r horse. If attacked, the 
gauge will decrease and 
yo u wi ll dis mou nt the 
ho rse if it readl es empty. 

This displays yo ur rem ain ing 
life. It decreases when you take 
damage, w ith the co lor chanq ­
ing from blu e to yellow to red; 
depe nding on how much li fe 
you have remainin g. If it reach­
es em pty. the gam e is over. 

I I ; : . 1 

This wi ll app ear for eve ry 50 enemies defeated. 

." Obtain a charm at the end of a mission 

Get CHARM 

.., Ab ilities increase after clear ing a stage 

Get ATIACK 

Gel DEFENSE 

Gel INTELLIGENCE 

Gel SPEED 

Turn the map on and off 
wi th the SELECT button. 

. . .Play er 

O~ I"J . .Allied Soldier 

Ohm;t) . .Enemy Soldier 

. .Command er 

. .Unit Leade r 

•. . . . .M ajor 

• . . . . .Subofficer 

Thi s is yo ur current mis ­
sion. If you comp lete it, 
then yOU wi ll return to the 
Strategy Phase. Failing the 
m ission w ill fo rce yo u to 
retreat durin g the St rategy 
Phase. 

The number of enemies you have 
defea ted during this stage. 

11
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STRATEGY PHASE
 

Displays the name and troop 
strength of any enemy officers 
within the square occ upied by 
the cur sor. 

Displays the name and troop 
strength of any allied officers within 
the square occupied by the cursor. 

Allied TemtoryfTotai 
Tenitoy.Theenemy 
corrmarder weak­
ens as you expand 
alliedlenitoy. 

When passing 
through or waiting 
on this square, you 
can receive an 
item. 

Wh en you finish advancing, it 
will proceed to the next tum . 

• Player Informat ion 

You can recov­ The number of 
er lITe bycollect­ charms you 
ing rice balls or currenlly pos­
using special sess. Use the 
charms. o button to use 

a charm. 

• MA I~.TYP._~? u.9 FTERfY\1N

••••••

A n army's ma in headqu arters. If the enemy captures 
yo ur main cam p, you w ill be defeated. 

You cannot proceed through an enemy stro ngho ld 
unless you capture it first. Once captured, your allies' 
mor ale w ill increase and th e enemy's w ill decrease. 

You cannot pass a gate that is closed. Use the charm 
" Breach" to open the gate . 

If the enemy enters a thicket, yo u w ill be unable to see 
them . You can use the charm " Fire" to bu rn the thicket 
down . 

You can open and close thi s w ith the charm " Valve: ' 
Each ti me it is opened or closed . certain squ ares wi ll 
change betwee n LowWater and High Water. 

You can only mo ve 1 sq uare in Low Water and you are 
unable to move thr ough High Water. Use a floodgate to 
swi tch betw een the two. 

* There are numerous other types of te rrain.You can learn the effects of that terrain 
by selecting a square with the cursor and pressing the " button. 

• UNITS 

Player -
* Alli es are blue and enemies are red. 
* You can view detailed information on an officer by pressing the l button. - -
~~..~.l.T. .. §.T.AT~§. .. . .. . . .. . 
Charms will change the status of units. . 1Un able to move. 

• M orale and M ovem ent decrease. 

. 1Damage is taken each turn . 

. 1Charms canno t be used 

I ,~ S A M \iRAI WA RR IORS , S ta le of W ar 
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EQUIPMENT RESULTS SCREEN 

After complet ing the stage, the results for the batt le are given. 

• ACQUIRED WEAPONS ............................. ...........................................................
 

Weapons with the same 
name may have different 
attributes. 

The weapons ( ~ P.22) obtained during the stage are displayed. 
You can hold up to 3 w eapons, If you find mo re, you w ill have 
to discard them or trade them w ith one current ly in inventory. 

• CHARACTER GROWTH 

BATTLE INFORMATION I 

Dur ing th e Act io n and Strategy Phases. press the START but­

ton to bring up information on th e battl e.
 

Experience is basedon 
your mission evaluation 

Displays the morale for both and gold obtained, 
annies (Blue:allied I Red:enemy). 

Experience earned and the number of enemies defeated w ill 
develop yo ur offi cer. How ever, the amount of exp erience you 
receive is decreased if you are defeated . 

• ACQUIRED SKILLS 

The higher your Skill Level 
is, the more effectivethe 
skill will be, 

Learn new skills by obtaining Skill Scroll s and rising in rank. 
Also. depend ing on the num ber of enemies defeated w ith a 

save thecurrentgame dataI ~ Ph). Mu sou Att ack, each skill can rise in level. 
* You cannotsavethegame
 
during the ActionPhase.
 

14 S AM li R A l .... A R R I O R S , ~ l " l c o r W a r 

Displays the conditions for victory and 
defeat for thecurrentstage. 



REGULAR ITEMS 

.HEALING ..............................................
 

IMusouGaugeis replenished. ILife Gauge is replenished. 

• T~..I'y1"~.9RARyAI? .I..h .IT..Y....I3. .Q.9§I~ ..R..." " ,, . 
ftjiW':Utril- Ancestral Armo r 

IWensecb.fulfor31SHXlIllJ,, ! 

''tMfmme 
!Speed at MAX for3l seconds.I 

150EXPPoints 1200EXP Points 

'empI,.llrE 
1,00EXP Points . 1 

Contains a weapon {...P.22l, Teaches yo u a skill ( ...P.19), 

...~ .'i,\ M WR A I W ARRI O RS : Slall' or ...... a r 
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• EXPERIENCE ITEMS .......... . .
 

• OTHERS ..................................
 

CHARMS 

• BATILE CHARMS ........... ... .......... . . 

These charm s help you r army recover or 
im pede the enemy. 

MU" ISelected ally recovers morale and streng th . 

I:....~d un it w ith in selected square temporari ly gains mob ility. 

'mmflM jThe enemy is temporarily para lyzed ( "' P.13l,

n'M"""1The enemy is temporarily po isoned I '" P.13). 

lI11'myWMMi IYour life and status are recovered. 

I.nmtittrl- lDamages the enemy and tempo rarily w eakens them. 

'im! IDamages the enemy and clears thickets. 

'tim. IThe enemy is unable to use charms for 3 turns. 

11'111- I You can move tw ice in 1 turn. 

,:F:tt1 IYou and your subofflcere' li fe are restored to max. 

emmtit.iM IMo bility is not decreased by low water. 

f.'m."'..... 1All ied morale will rise at each turn . 

iiI33!J.i:lfit:1 1All ies in strongholds recover life and st rengt hen each turn. 

..There are numerous ot her charms avai lable.
 
""Certain charms are more effect ive with higher intell igence levels.
 

.TACTIC CHARMS 
These charms alter th e layout of the battle­

fi eld . Use th ese w hen yo u wan t to get
 
th rough certain areas th at yo u are norm ally
 
unable to pass, etc.
 

"lf unsure of when to use a charm, be sure to check Help. It may contain hints on
 
when to use these charms.
 

1:t!f1'!. IOpens closed gates.
 

1:1§1.t.1flHMI Levees and cannons are destroyed.
 

''fin,. IFloodga tes are opened or closed.


'·mFttiGnw [CaUSeS an avalanche on a mou ntain square.
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I'UpYour 
·'-tt!·~"~der 

RAISING ABILITIES 
If you clear a stage, your character w il l develop based on vari­
ables such as exper ience and K.O. Count. 

The amount of growth 
is determined by you r 
ach ievements. 

.INCREASINGTHE LIFE ANDMUSOU GAUGES ...................................... . . - - .
 
Aft er th e stage is cleared , your rank may go up depe nding on 
expe rience. As yo ur rank goes up, the length of you r Life and 
M usou Gauges also increases . You will also becom e able to 
take more (up to 4) subo ff icers ( .. P.22 ) int o battl e w ith you . 
.. If you get a Gam e Ove r. the n the am oun t of expe rie nce you o bta in w ilt decrease. 

Getting an "A" rank is 
the qu ickest w ay to ge t 
exp erie nce . 

~. 
.~ 

. I 

1. Get as many ''Ii:' ranks as possible in you r m ission evaluations . 
2. Collect as many Gold Dust. Gold Coins and Gold Bars as possible 

'" during the stage. 

• INCREASING BASIC ABILITIESSUCHAS ATIACK STRENGTH 
Aft er the stage is f inished. yo ur officer's abil ities (attack, 
defense, intell igence, speed) may increase based on the num ­
ber of enemies defeated. 
* An officer's in tell ig ence can have an effe ct on th ing s such as char m strengt h. 

18 S AMIlli R A I W A R.R I O RS : Staff' or ""' a r 

LEARNING SKILLS 
There are four types of skills: Might. Prow ess, Guard and
 
Element. Elemental skills can be learned as your character rises
 
in rank.You can learn the other skil ls by obtaining Skil l Scroll s.
 

Defeat the 
enemy officer 
and obtain a 
Skill Scroll ! 

.SKILLS LIST 
Afte r clearing a stage, a list of skil ls will be displayed. Skills
 
already obtained will be highlighted w hile newly acqui red
 
skil ls wi ll display th e wo rd " New" next to th em.
 
'" By solocting a skill and pressing the e button, you can turn its effect on or off. 

Skills List 

.SKILL RANK ................................................. 

Some skil ls w il l have a rank. The 
higher the rank of the ski ll, the 
more effective the skill becomes. 
Skill ranks rise depending on the 
num ber of enemies defeated w ith 
a Muso u Attack . Level 4 is th e 
highest rank a ski ll can reach. 
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Powering Up Your Sh~racte r 
.1 =================---1---- - - -

--~ . 

SKILLS LIST 

IAttack m ay dou ble w hen near death 

IAttack range increases 

1Mu sou Gauge f ills up faster 

INo staggering after receiving enemy attacks 

INo staggering after receivi ng rang ed attacks 

ICounter Attack strength increas es 

IGust from Mu sou Attack breaks enem ies' guard 

rJump charge attack" power increases 

.. Mo re on jum p charge att acks ( Ii'> P.25). 

IM usou Attack strength increases 

ICharge Att ack strength increases 

ICoun tered attacks ma y K.O. w eak enemi es 

IWeapon att ributes app lied during True M usou Attack 

ITrue MUSQU Atta ck Is always av ailab le 

IAut omatic guarding du ring movement 

~bo s inflict more dama ge 

LEARNING EVEN MORE SKILLS... 
M ight, Prow ess and 
Guard ski l ls can be 
learned by obta ining Ski ll 
Scro lls, w h ich are 
obta ined by de fe ati ng 
enemy off ice rs. If yo u t ry 
to take out all of t he 
enemy off icers on a bat ­
tl ef ield , you m ay get eve n 
m ore Skill Scro ll s. 
Al l of th e Ski ll Scro lls are 
hidden som ewh ere throu ghout th e Story M ode. If 
you are unable to fi nd a part icu lar Ski ll Scro ll , t ry 
play ing th ro ugh th e Sto ry M od e again. 

20 S :\ M \Ii R A I .,..,.. A R RIO R .s : S tal ,~ 0 r .....a r 
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.GUARD .............- .
 

'WijMlflll lDefe nse may doub le w hen near death 

")&13Y" IBetter items can be found 

'''lelg! IHealing item s have more effect 

11Mttj1i§ ICounter Attack m ay occu r randomly 

11I§@1I¢ ISpeed ma y increase w hen near death 

'irmt1ilY'!3M IW ill no t be stu nned afte r any attack 

@dH- IA utom atic som ersault 

I:JrM 1Guard canno t be bro ken 

wt!l§"lfd'W ,Can evade attacks w hile perf o rm ing charge attack 

t:m"itf'1 ICount er range increases and ab le to defl ect bullets 

.ELEMENT 

'#4fe'i!iMM ~, @ , I~ to use Elemental Attack 

1:1&1 I@ , G to use Elem ental Attack 

1[,]dYd ~, e to use Elemental Attack 

I:Wp,j, I@, e.e.e to use Elem ental Attack 

w;m; ~e to use Elem ental Attack 

WU4~ [@, @, e .G to use Elem ental Attack 

iiE1i1l!l4!. ~!J , e .e.e to use Elem ental Attack 

"',I"II,I,. I@, @ , @l, e to use Elem ental Attack 

Eta IResistance to enemy Elem ental Attacks increases 

E..maY,I!,!,-1True M USQU Attack Elemental Attack strengt h increases 

Use Elemental Attacksto lay wasteto the enemy l 
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POWERING UP WITH WEAPONS 
By find ing caches, you can obtain new weapon s at the end of a
 
stage. You can equip your new weapon by going to WEAPON
 
under the EQUIPMENT menu before starting a new stage ( ~ P. 1 4) .
 

The higher the basic attack strength of the weapon, the stronger
 
your attacks will be.
 
In addition, weapons can also have a variety of special attributes.
 

Element 

Att r ibute 

.WEAPON ATIRIBUTES .......................................................... 
There are 8 different att ributes a weapon can have: Attack, 
Defense, Speed , Int elligence, Mu sou (in creases Mu sou 
Gauge max), Life (increases Life Gauge max), Musou Charge 
(Musou Gauge f ills quicker) and Atta ck Rang e. 

• ELEMENTAL ATTACKS 
If your weapon is imbu ed with an elem ent, and you meet cer­
tain condit io ns, th en your charge attacks may become 
Elemental Attacks. 

POWERING UPWITH SUBOFFICERS 
If you defeat enem y off icers during the Action Phase, you 
may be able to make them suboff icers of yo ur own .You can 
choose between off icers that are yo ur suboff icers by going to 
SUBOFFICERS under EQUIPMENT before start ing a stage . 
* Captured subo fficers can also be used whe n you play as another character. 

A new subofficer! 
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• - _ . I 
Powering Up Your Character I 

.SUBOFFICER SKILLS ..... . . 

Suboff icers have special abil it ies referred to as suboff icer 
skills .The effects of t hese ski lls can assist yo u w hen you take 
the suboffice r to battl e. 
;0 On the suboff icer select screen, selecting a suboff icer and pressing the L butto n 

wi ll bring up a list of his or her skills . 

W ill - - -

Subofficer Skill -- ­

.SUBOFFICER'S WILL .................., .. 

Each time you start a stage, the "Will" of the suboff icer can 
change. Suboffi cer skills are more effective when the off icer's 
"Will" is high . 

.SUBOFFICER SKILL LIST .. .. 
Suboff icer ski lls can incre ase (or decrease) the player's abili­
ti es as well as various ot her effects. 

I Luck increases slight ly and it is easier to get better items 

I Lightning elemental attacks are stronger 

IDefeated off icers becom e suboffi cers more easily 
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Conbuls
 

MOVEMENT 

Move An alog stic k I Dir ect ion al buttons 

Move yo ur character. 

Mo ve left to righ t wh ile facing for­
w ard. 

..button+ Analogstick I Directionalbuttons) 

( J u m p t:1 button ) 

Jump 
" The height of your jump depends on how long you press the '" button. 
II Kunoichi and Hanzo Hattori are able to perform a double-jump. 

.. button) 

All ows yo u to roll out of the w ay of 
enemy attacks. 
.. You cannot evade while mounted on a horse. 

( Mount / Dismo unt t:1 button ) 

Allows you to mount a nearby horse. Wh en on a hor se, you 
w ill dismount the hor se. 

>._~- , 
_.' Battl : Control s .. Ii 

ATTACKS
 

( Normal Att ack @ button) 

You can have up to 8 consec utive attacks. 

( J u mp Att ack @ button whi le jumping) 

You can attack wh ile jum pi ng. 

e button wh ile jumping) 

A pow erful att ack will be unlea shed 
w hen landing from yo ur jump. It is 
even effecti ve against enemies wh o 
have been knocked down. 

An attack while runn ing for­
ward. The type of attack w ill 
differ depend ing on th e char­
acte r. 

( Dash Atta ck @ butt on wh ile runn ing) 

Mounted Attack @Ie button while on a horse 

@ button A normal attack while riding a horse. 
e button The ho rse will attack with its hooves . 

Whi le running, the horse will perform a jump attack. 

'I
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( Charge Attack e bu tton ) .ELEMENTAL ATTACKS ............. . .
 
All characters have th eir ow n specia l attacks. 

Fire Lightning By comb ini ng norm al attacks w ith charge attacks, yo u can
 
make a Charge Com bo, allowing fo r a unique set of att acks.
 Target andnearby enemiesarestnJdc 

"' ~ h,, ;ng.eausi ngmassi-..da""ge.Add it ionall y, if your weapon has an Elem ental Attack ( ~ P.221. 

you have learned a skill that allows for elemental attacks Dark
 
( ~ P. 1 91. and your Mu sou Gauge is at max, then you can also
 
perfor m an Elemental Att ack. Target isdrainedof1.iIe• ...midl isthen 

OOded tolhe dlaracter's rmnl.ile. 
l' f your weapon's element and your character's preferred eleme nt are the same, 

then the attack will be even more powe rful. 

• Example:Yukimura Sanada 's Charge Combo 

.. From a single attack... I 
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(Musou Attack	 @) bu tton ) 

When your Mu sou 
Gauge is at max, you 
can perform a Musou 
Attack. 
A pow erfu l fin ishing 
move for each charac­

•	 ter, the attack cont in­
ues until the Musou 
Gauge is emptie d. 
"wh en on a horse. the 
horse's speed and attack 
streng th w ill increase. 

Filling the Musou Gauge 

The M usou Gauge is fi lled wh en any of the fo llowing occur: 

Inflict damage upon the enemy 

Enemy infli cts damage on you 

Your Life Meter turns red 

Hold down the t) button 

Wh en yo ur Life Gauge 
is red, you can perfo rm 
an even more powe rful 
fin ishing move. 
If you learn the ski ll 
"Mastery;' then you can 
use th e True Mu sou 
Attack at any tim e. 

~P.Qld~h~ .f.\'.l .ldSQ .ld..A:!]ACI5 
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Used in combination with 
your subofficer, this is the 
ultim ate Musou Attack. 
This can only be per­
formed when your subof­
ficer knows the subofficer 
skill "Proficiency" To e.xe­
cute a Double Musou 
Attack, stand near your 
subofficerwhile he or she 
is flashing blue and do a 
MuseuAttack. 

o f W ar 

GUARD
 

( Guard	 .. button ) 

Guard against an enemy attack.
 
Hold down the L butto n to con tin ually guard.
 
* You can also guard against ranged attacks. 
* You can guard while on a horse. 
" If there is a large difference between the enemy 's attack strength	 and you r 

defense, your guard can be broken through. l earn the skill "Block" to prevent the 
enemy from breaking through your guard. 

( Counter o butto n wh ile g ua rding ) 

Perform a cou nterattack.
 
Press th e e butt on w ith goo d timi ng rig ht before the enemy
 
attack hits you .
 

(Deflect	 0 /@ butto n ) 

You can deflect arrows away from you.
 
If you time it ju st right, yo u can deflect arrows w ith an attack.
 
" If you learn the skill "Repel:' you can also def lect bullets. 

(Somersault .. button while in the air) 

You can perfo rm a some rsault w hen knocked in the air to land 
prope rly. 
.. There are some enem y attacks that you cannot somers ault out of, 

If you are stunned ... 
If you are stunned 

and there are stars 

circling above your 

head, quicldytap the 

@/e/@/~ buttons. 

You w ill recover 

more quid<ly. 
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SETTING UP 
You can play w ith 2-4 playe rs 

.SETTING UPTHE PSP™ ........................................ ....................... ..........................
 

1.	 Prepare an appropriate num ber of game discs and PSP'M 
systems. 

2. Turn th e WLAN Switch ( ~ PA) on yo ur PSP™ to the ON 
positi o n.' 

3. Start up the game ( ~ P.6). 

...Slide th e WLAN Switc h up to tur n it ON. 

.~ $IAB.:f.I .N.G...A..G. .A.~.~... .. 
1. Select FIGHT from th e Main Men u and choose VS MODE. 
2. One player selects HOST GAM E and chooses fr om 

VANGUARD or BANDIT. 
3. The other player s select SEARCH FOR HOST. 
4. When a host has been found. t he searching playe rs are 

given the opt ion to join the game or refu se. Selecting 
"refuse" wi ll return the game to the VS Mode me nu. 

5. Once the player s fi nish their preparations. select START to 
begin th e game. 

VS Mode 
Menu 

Th is game uses th e PSP'" system 's Ad Hoc Mode (for play 
w ith other PSP'" systems via w ireless LAN). 
The com municat ion fun ct ion of this product inclu des soft­
wa re develo ped by the NetBSD Foundation . Inc. and its 
contr ibuto rs. For a complete list of contributors please 
see http ://www.scei.co.jp/psp-Iicense/pspnet.tx t. 

S:\ M W" RAI "' A R RI O R S : Sl at e or W arI~ • 

. -~-- , 

; V~Mod e 
~--------------_.~------------

PREPARATION 
Select the character to play. and yo ur suboffice rs. 

Cho ose a subo f­
t icer in go od 
cond iti on . 

.WHAT ROLE DO SUBOFFICERS PLAY? 
Subofficers wi ll interfere with the othe r player s you are fac­
ing. Select up to 4 suboff icers fr om you r list of collect ed sub­
offi cers. Suboff icers' attack and defen se abilit ies are higher 
wh en they have a high "Will." 

VSMODEEND 
At the end of the battle. the ranking and scores will be displayed. 

To exit VS Mode before the battle has ended. either reset the game 
by pressing the L and R buttons while holding down STARTand 
SELECT, or turn the WLAN Switch to the OFF position. Exiting the 
VS Mode wi ll end the game for all participat ing players. 

CAt\J MORE THAN ONE VSMODE 
GAME BEPlAYED ATTHE SAME TIME? 
Yes. Set your PSP IM syste m as descri bed below . 
Although yo u can not play mo re than one game on the 
same netwo rk Channel . by setti ng different Channels for 
each group of peop le playin g. up to 3 sim ultaneous 
gam es can be played in th e same place at the same time. 

1. Select Sett ings from the PSP'Msystem HOME Menu and 
choose Network Sett ings. 

2.Select Ad Hoc Mode. 
3.Set a diff erent Channe l number for each group of 

peop le pla ying and save the sett ings. 



VANGUARD 

Take out large groups of ene­
miesl 

.,......;..----"----------------~ 

Afte r defeating a set number of enemy so l­
die rs, a captain will appear. If you do no t defeat 
the cap tai n wi th in a certa in amou nt of time, he 
wi ll di sappear aga in. 

.ATTACKING OTHER PLAYERS 
By attacking characters who represent other play­
ers (Players 1-4) on the battlefield, you can lower 
those players' attack strength.You wi ll also send a 
subofficer to assault them on their PSP' " systems . 

• SUBOFFICER MISSION ." .
 

If one of you r oppo nent's
 
subofficers assaults you, a
 
Suboffice r Mission wi ll occur.
 ~- - ' ,The moment a subofficer 

- -~~ -" '~~ appea rs, any capta in on the 
battlefield wil l w ithd raw U" I:;' .....~ ..... n T~ 

and wi ll not retu rn unti l you Q =-, d' 2 Sro 
defeat the subo fficer. If yo u 
fail to eliminate the suboffice r, th en one captai n th at yo u have 
already defeated wi ll be revived. 

.11I11..I. F. .Y.Q l,J '3 .~.W~. '3 .~..~$ q,V.I: : 
Even if you are attacked and kille d by the enemy, yo u wi ll be 
revi ved. How ever, one captain w i ll also be revived and yo ur 
Life wi ll o nly return to ha lf ful l. 

32 S AMIoi R A I .....A RR IO RS , St .,, " of ..... a r 

- -- --. -----1 

VS M od e : 

BANDIT 

Gatherasmuchgold aspossible! 

Defeatenemies to receivegold.The first playerto reach 10,OOOG
 

is the wi nner.
 

If nobody is able to collect 10,OOOGwithin thetime limit, then the
 

;.---------------~~ 

lIiiiio::Player with the most gold will be declared the winner. ~ 

.TRANSPORT UNITS .........................................................
 

By defeating a captain, a Gold CoinTransport Unit
 
or a Gold BarTransport Unit w ill appear on the bat­

tlefield. If you can defeat the Supp ly Captain that
 
protects the unit, then you can receive gold coins
 
(worth 200G) or gold bars (worth 1,OOOG).
 

• Anl.\c::.IS.lf:'J.G.QT..fj..~'3 p.~.!.:\Y..~'3$ . 
Attack othe r playe rs' characte rs on th e battl efield to low er their 
attack strength. You can also part icipate in a Subofficer Gamble. 
11· Note: Subofficers on ly appear w hen the player's characters attack one another. 

.SUBOFFICER GAMBLE . . 
Whe n you f irst ente r a 
Suboff icer Gam bl e, 
"Sta kes" w ill be dis­
played. The fi rst per­
son to defeat the 
appearing subofficer 
is th e w inne r and 
receives th e amount 
detai led in the Stakes 
from the loser. 

.WHEN YOUR LIFE RUNS aUT. .. ........................................................................... .. 
Even if you are attacked and killed by th e enemy, yo u wi ll be 
revived . How ever, yo u w ill lose 1,OOOG and your Life wi ll 
on ly return to half ful l. 
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G)THE ENEMY'STOO STRONG ! 
If th e enemy com mande r is too st rong for you to defeat, try 
capturing mo re enemy te rrito ry. As your territory ratio goes 
up. th e enemy commander wi ll become weak er. 
If t hat 's not enough, replay the Story Mode and Free 
Mode to build up you r characte r. Even if yo u die in 
batt le, you w ill keep som e of your experience, so don' t give 
up and keep working to im prove yo ur abi lit ies. 

~ HOW DO I GET BETTER MISSION 
~..J EVALUATIONS? 
The key to receiving good evaluat ions is different for each 
missio n. However, heading straight for the f lashin g w hite 
point on the map is one shortcut to receiving a high evaluation. 
The off icer that is at the locati on of the f lashin g white 
light is the mission objective . Defeat th e enemy qu ickly to 
receive a high evaluation . 

G) I WANT MY OWN HORSE! 
If you take suboff icers w ith yo u to batt ie th at have the subof ­
f icer ski ll " Steed;' th en you can begin th e batt le on a horse. 
How ever, thi s only works for out door stages . 

~ CHALLENGE THE HARDAND CHAOS 
~..J DIFFICULTY LEVELS! 
Once yo ur character has been powered up suff icient ly, go to 
the game setti ngs and raise the diffi culty level to "Hard " or 
higher.The enemy w ill be toug her, but it w ill be easier to col­
lect sub off icers. On levels more di ff icult tha n "No rma l" yo u 
can obtai n 4th level w eapons. 
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Online Product Registration 
Register you r gam es, get bonu s down load s, and g ive yo ur 
opinions on KOEI produ cts at our off icial Produ ct Registrat ion site: 
hnp :l/ reg lst rat i0 n.koe i.com 

WARRANTY 

90·day limite d w arranty 
EI Corpo ration warrants to the original consum er purchaser that this 
D""\lI shall be free from defects in material and workmanship for a 

of 90 days f rom date of purchase. If a def ect cover ed by this 
anty occurs du ring this 90-day warranty period, KOEI will repair or 

~ ~ ace the UMD TIol . at its opt ion, fr ee of charg e. 

receive th is w arranty service: 
Send in the attached Registration Card or register your game online 
at hrtp:llr egistration.koei.com. 
Sa e your sales receipt indicat ing date of purchase, and the UPC 

e found on the game packaging. 
t our game is covered unde r a store warranty, retu rn the UMDTI(. 

• the sto re at wh ich you purchased the game. 
· :tI e game develops a problem requiring service du ring the SO-day 

warranty period, and is not covered by a store warra nty, noti fy KOEI 
p. by call ing the Customer Service Dept. at (650) 692-9080, 

between the hours of 9:30 a.m. to 5 p.m. Pacif ic Standa rd Tim e,
 
ndav through Fri day.
 

t e KOEI Service Representat ive is unable to solve the probl em by 
phon e, you w ill be provided w ith a Return Authorization num ber. 
~o rd th is nu mber prom inently on the outside packaging of yo ur 
efective UMD IM, enclose yo ur nam e, address and phone numbe r, 

return th e UMD'" , FREIGHT PREPAID AND INSUR ED FOR 
ass OR DAMAGE, together with you r sales receipt and the UPC 

cod e Within the SO-day warra nty period to: 

KOEI Corporation 
1818 Gilbreth Road, Suite 235 
Burlingame, CA 94010 

-'-s warranty shall not app ly if the UMD '" has been damaged by 
gence, accident, unreasonable use, mo dif icatio n. tampering, or by 

: . er causes unre lated to defective materia ls or work ma nship. 

Online Support 
information on oth er KOEI games, or to find hints on specif ic t it les, 

oIease v isit our we bsite at: www.koei.corn 

muoications function 01this product includes softw are developed by the NetBSD 
cation, Inc. and its contr ibutors . For a complete list of cont ributors pleas e see 

v.scei.corn.i p/psp· license!pspnet.txt 


