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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.

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

=l a

solvents or abrasive cleaners. 48

Thank you far purchasing Atlus’ game “Guilty Gear.” Before you start the game please go through
the manual. Replacement manuals are available for $5.00. Contact Atlus customer service.
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- of mass destruction, were outlawed. This controversial decision was to
. bring history as mankind knew it to an end...

!
i
\

R A R SN W,

| ing. A war erupted, fueled by fearsome weapons based on rapidly develop-

. were produced by fusing human and animal DNA with magic, resulting in a
' horrible mix of vitality and raw strength. This was the birth of the Gears.

“¥" he 22nd Century... Mankind has succeeded in his dream of developing a

* natural, limitless energy supply. It was the dawning of the Age of Magic.
Science and industry, the source of environmental pollution and weapons

However, the abolition of technology did little to soothe mankind’s suffer-

ing magical theory. Eventually, shockingly powerful biological weapons

The powerful military state that produced the Gears monopolized the man-

 ufacturing process, bringing countless other lands under its control. These Gears were designed to be little more
' than slaves, incapable of independent thought. Yet from among their ranks a rebel appeared, announcing himself
. to be self-aware. This insurrectionist, calling himself Justice, gathered an army of fellow Gears and declared war on
. all mankind. Despite heavy initial casualties to these renegade Gears, the humans put their differences aside and

formed an elite group of warriors to combat the Gear menace. This group of brave heroes became known as the

. Sacred Order of Holy Knights. One hundred years of brutal war later...

The fierce battle between the Gears and the humans, which had become known as the Crusades, was finally at an

. end. The heroic Sacred Order had sealed Justice inside an impenetrable dimensional prison, and it was only a mat-
, ter of time before the remaining masterless Gears were rounded up and destroyed.

However, five years after the end of the Crusades, the walls of Justice’s
dimensional prison have unexpectedly begun to erode away. Assessing
the threat before them, the world’s leaders quickly organize an interna-
tional fighting tournament to select members for a proposed Second
Sacred Order of Holy Knights. Astoundingly, the prize for this tournament
was said to be literally anything one desired: The victor would get to
make a single wish... any wish at all.

Yet in the panic surrounding the imminent decay of Justice’s dimen-
sional prison, few seemed to take notice of the rather suspicious rules of
this tournament, such as the welcoming of criminal entrants, and the per-
mission to shed blood during the matches...



Playstation

i
Set up gour PlayStation® game console according to the instruc-
tions in its Instruction Manual. Make sure the power is off before
inserting or removing a compact disc. Insert the GUILTY GEAR game
chs and close the disc cover. Insert controllers and turn on the
Pl4yStation game console. After loading you will see the Opening

2mo followed by the Title Screen/Game Start Menu.

he Memory Card can be used to save options such as button con-
figurations and secret characters that have been unlocked. You
will need 1 block of free space. See Page 25 for more information.

Note: GUILTY GEAR is compatible with the vibration function of the Dual Shock™ analog
controller, but not the Analog Button. Make sure the Analog Mode Switch [LED] is OFF.
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Directional Buttons........ Move Cursor , ® Button........... Skip Demo,
& Button............ Confirm Selections Choose BG in Versus Mode
@), @ and @ Buttons......... Choose ™ pytton............. Not Used
Character at Player Select Screen ' L & R Buttons.......... Not Used

® Buttnn.............t.Punch FP] e B roruins
-+ Button.....Fierce Strike
&3 Button................... Kick (K] = walk Back/Block

- @ Button........... Slash (5] puck/Black Loy QP ouct

- @ Button...Heavy Slash [HS) ik
Bathonm........... Taunt | &= Button................ Pause Game
IGEN Button............Respect = ™ Button.............. Open Exit Menu

Note: All commands in this manual assume the character is facing right [i.e., on the
Player 1 side.) Reverse the commands if you are facing left [i.e., on the Player 2 side.)
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Hlskt was given leadership of t ﬂrder of
Holy Knights at the unbelievably goung age of 1b.
As a symbol of his new status, he : anted one
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of London’s East End He g
violence, seeing it every
tions fought for control of

~abhorred it deeply and
assault nn his nr:lghh'

j) _casualty friend
nt he was sure the
ina “time slip” -
“time cuntmuum -




ﬁhnid 1“‘" HS ae#;‘é:"%&ﬁ

""lolit

...--v...: i

> (—i(hn >+ I(*ﬁ‘
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ling. [Ilsg
dhllllq to rise through thc fssassin ranks,

f-ursmht but qamed the ability
as well as rnhanccd 5cn

with sight alone, Mzth' 'Tp powers at his
~command, he was the fAssassin leade nuthm weeks.

- truster 555111 Iﬁtd Millia, and was
arrested. Languishing in the utter blackness of his
cell, a tall, thin figure ap efu_re h|m

tguu re after, but mhat
me out... and count me in!”
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.. Chipp was addlr[mi lﬂ dlllgﬂ at
a very young age, In order to
secure a regular supply of them, he became a deales
for the Mafia. Yet after years of ]mnﬁhmu his body
with all manner of narcolics, he finally broke down
and was o be "disposed” n[ by the organization.
However, his life was saved by a mysterious Ninja.
Ht'a!mnq his huge debt to thi "maslf't [hlpp became
a siudrnt at the ﬂuua 5 ﬂnj

{hipp gnu nppnn'rnl 5 an f:ntlff: organization...
them. Promise me, [_hlpp..,
VE your.,. own... Ii[r..."
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HEIGHT b’ :
WEIGHT: 148 le' :
BLOOD THPE: B s -
BIRTHPLALE; He ts'Japan
(actually Americal

BIRTHDAY: Ff:hruarg cIth

EYE COLOR; Red

- HOBBIES: ﬂreamm

©  FAVORITE THING: Sleeping pills
_,.DISIIK[S': jhtmares, the

= H move that can be done in mld :
e with R1. Moves in GRAULENT tgpt_t_r_e
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. Hewas regarded as the finest
physician in more than a hundred

years. With a gentle personality and deft surgical
skill, the doctor was respected throughout the
world. One day, however, 4 gifd under his care died
mysteriously during surgeny, Some said the girl's
death was orchestrated by jealous colleagues, but
" the shock drove the doctor mad, He embarked on a
. wnolent senal-killing spree and murdered an untold
. number of people before finalliy being captured...

“fir. Guard! Is it mealtime yet? 1s the food ready?
Mr. Guard, I'm hnnjrg,lm hunary!”

There are numern 5 awalting your surgical
genius and rxp" s¢, octor Baldhead.”

"are you? What does it
: jal perform any operations
; without mg medical instmmfnts 2

stranger who stood on the other side
. hff_'lll [ir. Baldhead a gigantic blade.
"l]ﬂh 1] alpell You're a good man... Don't
worpy, 1 'ﬁrfnrm plenty of operations [ur you!!”
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STORY

A Millia was an urph‘an ; ath par-
ents lost to the Crusades
vicious Assassins found her in the ruins of a wllagr
little more than a wailing infant, and took her in. f
Thus, she was trained from childhood to use her hair
as a lethal weapon. Millia wanted no part of sucha
loathsome life; she tried to commit suicide several

tion was a majnr' on be I'ééﬂ by the
Assassin leader, Zato-0NE, himself. During the mis-
sion Millia was to act al '_itunk the opportuni-

_Qitme*ﬂnlg kﬂlmg her pur-
nto a cormer. Hearmg from one

escaped from jail and was entering a fighting tour-
é_namcnt,-mﬂlr ﬂ' ‘des ta enter, as well







1. Score

2. Character
3. Life Bar
4. Win Marks

-5. Timer

b. Chaos Bar

1.| Score. Displays current score.

‘Displays the name and face of the
currently selected character.

2.] Charactes

3.] Life Bar. Getting hit by your opponent
reduces this gauge. When it is completely emp-
tled one game round is over.

Lin Marks. Winning a round will light up one
hlm mark hlhen both have been lit, the player
on the corresponding side wins the match.

5] Timer. The timer spins clockwise to indicate
the passage of time. When it has completed one
revolution, the time.is up and the player with the
most life Ieft wins the round by default.

b.) Chaos Bar. This gradually fills as you attack
your npponent When it is completely full you
can perform a Chaos Move.
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- GUILTY GEAR is a one-on-one, best-twmuut-nf-ii
- three-rounds fighting game. When either fight-

er’s Life Bar is depleted, he or she loses and the |
other fighter wins a round. When either flghterfﬂ
has won two rounds, he or she wins the match. If
the third round ends in a Draw or a Double
Knockout, a fourth round [the Final Round] is |
added. If the Final Round ends in a draw, neither
fighter wins and the game is over.

If either fighter wins with an Instant Kill move, |
he or she wins the match immediately, no matter
which round the game is currently in.

Beginning the Game

After turning on the PlayStation, the Intro will |
appear. This Intro can be skipped by pressing -
3. After the Intro, the Title Screen will appear. |
Select a Mode on this screen with the Directional,

- Buttons and confirm your choice by pressing €. |

R i A A




Thls mode allums you to

One player against the CPU. Defeat every CPU
opponent, and you get to view your selected
character’s ending. There is no limit to how many
times you can Continue in this Mode.

%fii

- alter various aspects of || &

choices to confirm them: 7

e B ey o e

the game. Use the |
Directional Buttons to |
move, and highlight |

HEY LONFIG - You can change button functions
by highlighting what you’d like to
change and pressing a new button.

Turn the BGM Player on by press-
ing &9, then select desired track.

Two players fight against each other. Before
choosing your fighter, you can select which
character's background you want to battle on
by pressing ® while the desired character is
highlighted. After player selection, you can set

- your character’s strength with the Directional

 to change them: £ G

Gave/Load data. This will save your

Option Mode configuration.
Select desired match duration.

If you have a Dual Shock™ con-
troller, turn this 0N for vibration.

Turning this 0N will keep a con-
stant speed of play at the expense
of skipped frames.

Adjust the BGM/SE volume level.
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Buttons. When the match ends, you have the
option of beginning a new match with the same
characters [select “CONTINUE”] or returning to
the Player Select Screen [select ”CHANGE.”]
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This mode allows you to
practice combos. During
Training, press M= t0 |

enter Training Config,
then highlight options

||||||

c[1EMY - Change the trainlng dummy’s action: It
can STAND, DUCK, or JUMP repeatedly.

Choose YES, and the dummy will block
when your combos cease to connect.

Choose MAX, and the Chaos Bar will
always be completely full.

Ehange the level of your Charge Attack.

Ehnnse ELECT or TITLE with € to
return to r:ach Iucatmn respectively.
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: * Gatling Combos form the basis of GUILTY GEAR’s entire combo system. Gatling
combos involve chaining together normal attacks, always increasing or staying at the same level of
strength. For example, a Gatling Combo can be Punch > Kick > Slash » H.Slash, or Slash » Ducking Slash »
H.Slash > Ducking H.Slash, ar even Punch » Kick > Punch » Kick » Slash » Slash » H.Slash, but never H.Slash »
Slash > Kick > Punch. Rfter your Gatling Combo, you can then usually cancel, or two-in-one, into a Special 5

Ll o) Gl

A This is an extremely basic

Haige | T HVUSIE Euergnl:lr- ;
mal character in GUILTY GEAR except
Axl has one Special Move that can be ¥ .°-'
charged up for increased power. This is e 3
accomplished by doing the regular motion for the
move, then pressing and holding the Respect
Button instead of the normal button. After charging,
the next time you perform the move it will be
enhanced. You can charge up to three levels, as
shown below. Chargeable Special Moves are marked
with an ”§” in the Character Profile section.

A Normal [Lv. 1]

120y
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Move by doing the move before the animation of your last Gatling hit__finishes, as show

Punch >'Hickn> Glas

n below:

. 3%% o S W il -
Gatling Combo.

h» H.Slash ) Special Move
Defeating an opponent
with an Instant Kill will end the match immediately.
Press Punch + Kick to do an Instant Kill Starter
Attack. If you connect, the screen will turn red. The
Instant Kill can be completed as shown below. Your
opponent can escape the Kill if he/she acts quick-
ly enough, which will override even a completed Kill:

If initiate the Instant Kill with P+K:
¥ N> plus any attack button to complete it.

If your initiates the Instant Kill:
V¢ € plus any attack button to escape it.

5 1 " ’, ] ;




attack that takes a completely full Chaos Bar to use. These moves appear in the
Character Profiles section in gradient type. Also, some Chaos Moves can be per-
formed at any time [even if you have an empty Chaos Bar] if you have less than 1/2
of your Life Bar remaining. Experiment to find out which!

Tap == to You can
Dash forward, and tap €< to Back-Dash. Note that jump twice: Once on the
Potemkin cannot Dash forward, and Kliff cannot ground and once again in
Dash either way. You can also Dash in mid-air with the air. Chipp can Triple
the same commands. Potemkin cannot Rir Dash. Jump - once off the ground,
Millia can Air Dash twice during one jump. then twice in the air.

Air Dash

higher than a regular jump, and a forward '
or backward High Jump travels all the way &
across the screen. Note that you cannot ﬁ _
Double Jump during a High Jump. y

Press 1 plus any ?’* .
button when you get hit with an attack § "~
that knocks down, and you’ll flip out of }
the hit, ready to retaliate. For more infor- ¢,
mation see GUILTY GEAR Tips on Page 29. -

.....



Guard, you can block without losing an

1t Press = plus Heavy Slash ¢
mhen close to your opponent to throw |
them. Alternatively, you can throw them
the other way by pressing € plus Heaug
Slash when close.

REMNdI L0 - Each character has an Aerial Combo Launcher, which
is performed bg pressmg Slash + Heavy Slash. If you connect with it
the opponent will be launched into the air. After connecting, immedi- #
ately hold 1 to follow with a Chase Jump. You can now attack with a = ##
multi-hit, mid-air Gatling Combo! Note that Kliff can perform his Aerial g .

Combo Launcher in mid air as well as on the ground.

m#é? m’ i,\ 3 ?’E f.
lLIhen you're b|nck|ng
an opponent’s attacks,
quickly input a Special ./
Move command. Your s Y P .
Special Move will cancel your blucklng ammatmn
and strike the enemy while they’re still attacking!

GUart: normally, blocking a)
Spemal Move or Chaos Move drains af
small amount of life. Using the Perfect?

life at all. To initiate the Perfect Guard, —
press and hold the Respect Button while bloc ing.
Mote that using the Perfect Guard will drain your
Chaos Bar, and if you have no Chaos Energy at all,
you will not be able to use the Perfect Guard.

Buttun mhen in mid-air to turn
around and face the opposite
direction. Use this technigue to 3
attack from behind!

* Press the Taunt g

& Launchtr 4 [hs'i"s'e Jump '

- The Slash Buttnn has tum uarlatmns depending

on if you're close or far from your opponent.

-You can perform Knockdown Evasion by holding *

and pressing any button rapidly, but if you do
you won't be able to Rir Dash or Double Jump while
still in mid-air. Enter the command once and you’ll
be able to do both of the above.

- Pressing the corresponding Special Move button

while performing a Charge Attack will allow you to
go directly from the Charge to the Special Move.

- If your Chaos Bar is full and you Dash from across

the screen, your character will flash and you’ll be
able to tackle the opponent.

* You can return to the Title Screen at any time by

pausing and pressing ™ to open the Exit Menu.



ATLUS warrants to the original purchaser of this ATLUS product that the medium on which this software
program is recorded is free from defects in materials and workmanship for a period of ninety (90) days from
the date of purchase. ATLUS agrees for a period of ninety (90) days to either repair or replace, at its option,
: the ATLUS product. You must call (949) 788-0353 to receive instructions to obtain repair/replace services.

This warranty shall not be applicable and shall be void if the defect in the ATLUS product has arisen through
| abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER
: WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE
¥ BINDING ON OR OBLIGATE ATLUS. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE
PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR
PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL
AES BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM
POSSESSION, USE, OR MALFUNCTION OF THE ATLUS PRODUCT.

Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations
of consequential damages, so the above limitations and/or exclusions of liability may not apply to you. This
warranty gives you specific legal rights, and you may also have other rights which vary from state to state.

Repair/Service After Expiration of Warranty — If your game disc requires repair after expiration of the
90-day Limited Warranty Period, you may contact the Consumer Service Department at the number listed
on the previous page. You will be advised of the estimated cost of repair and the shipping instructions.

| ATLUS Customer Service Department/Technical Support Line (949) 788-0353 — Call this
number for help in installing or operating our products or for general product questions.
Representatives are available Monday-Friday, 9:00am-5:30pm Pacific Time. There is no
charge for this service.

1-949-788-0353 24 hours a day, 7 days a week

Call to listen to helpful hints that can help you master GUILTY GEAR! Touch-tone only.

r Live assistance available 1:00PM-5:30PM, Mondays, Wednesdays, and Fridays Pacific
L Standard Time.

For more information on any of our other products, you can visit our website at
www.atlus.com or e-mail us at webmaster@atlus.com.

:
I
| Manual character illustrations by Daisuke Ishiwatari.
i
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