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

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 2 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 2 console to a projection TV without first

¢ consulting the user manual for your projection TV, unless it is of the LCD
= type. Otherwise, it may permanently damage your TV screen.

- USE OF UNAUTHORIZED PRODUCT:
. The use of software or peripherials not authorized by Sony Computer
Entertainment America may damage your console and/or invalidate your
- warranty. Only official or licensed peripherals should be used in the

_ controller ports or memory card slots.

" HANDLING YOUR PLAYSTATION 2 FORMAT DISC:
~ * This disc is intended for use only with PlayStation 2 consoles

* with the NTSC U/C designation.

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

Do not leave it in direct sunlight or near a radiator or other source of heat.
Be sure to take an occasional rest break during extended play.

Keep this compact disc clean. Always hold the disc by the edges and
keep it in its protective case when not in use. Clean the disc with a lint-
free, soft, dry cloth, wiping in straight lines from center to outer edge.
Never use solvents or abrasive cleaners.
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GEITTING STARTED

MEMORY CARD slot 2
MEMORY CARD slot 1

disc tray
RESET button

(OPEN) button

USB connector
S400 i.LINK connector
controller port 1
controller port 2

"~ Set up your PlayStation®2 computer entertainment system according to

§.* - the instructions in its Instruction Manual. Make sure the MAIN POWER

— Wi switch (located on the back of the console) is turned on. Press the RESET
. button. When the power indicator lights up, press the open button and

| . the disc tray will open. Place the Nightshade™ disc on the disc tray with

| . the label side facing up. Press the open button again and the disc tray

_ will close. Attach game controllers and other peripherals, as appropriate.

= Follow on-screen instructions and refer to this manual for information

. on using the software.

Memory Card (8 MB) (for PlayStations2)

. Nightshade™ is a memory card (8MB) (for PlayStation®2) compatible
_ game. Please insert the memory card (8MB) (for PlayStation®2) into
 MEMORY CARD slot 1 before you turn ON the game. A minimum of
* 285KB of free space is required to create a Save File. Do not switch the
. power to OFF or remove the memory card (8MB) (for PlayStation®2)
" while saving.

. If you have no existing Save File on your memory card (8MB) (for

" Playstation®2), format and create a new file for Nightshade™. Previously
" saved files will be automatically loaded along with the game, every time
. you turn ON the system to play.

' Also, please note that you can only save one game (Save File) per memory
. card (8MB) (for Playstation®2),













Press the START button during the Title Screen to entertheMaing i
Use the directional buttons to select menu items anfiESOTAODNLLON 10"
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MAIN MENU

NEW GAME

Start a game from the beginning. The first time you play, only the STORY
MODE will be available. Select your character and level of difficulty before
entering the Story Mode. Initially, Hibana is the only selectable character,
but by achieving certain goals, additional characters and game modes will
become available.

Unlock the following game modes by collecting Items (P.23) while in
Story Mode.

¢ TIME ATTACK MODE - Finish in record time utilizing all your moves.
¢ SURVIVAL MODE - Advance by continuously converting Tate attacks.
¢ MISSION MODE - Complete a mission to advance.

CONTINUE

Continue your last saved Story Mode game (Note: Only one save game at
a time). The progress of your game will automatically bé saved every time
you clear a stage. Progress of your game can only be saved after complet-
ing a stage.

TUTORIAL

Each tutorial includes simple missions 10 teach you the basic actions
including Movement Controls, Combat Controls and Situational
Controls. Instructions for button configuration (such as BEGINNER
Controls) are also available through the Tutorial.

EXTRA

Earn hidden game modes and bonus features by completing missions
and collecting Items (P.23) in the Story Mode.

OPTIONS

Change or confirm various game settings. See P.7 for details on each
option.







PLAYING THE GAME

GAME SCREENS

9003

Each blue icon represents an enemy on

the field. The Icon will furn red when
defeated.

Yom LOCK-ON MARKER

Q | Displayed on target
A w enemywhois Locked-
.~ F | On. Marker of enemies
protected by an armor
will be displayed in
Energy Gauge of the player character.  red.

Chakra Gauge increases when you attack enemies. Once a
third of the gauge is filled, you can use the Stealth Attack
(P.15). A maximum of 3 attacks can be stored.

2 o ; The Tate Timer will illuminate

I\ ;\ 15 once you defeat an enemy.
1 ] ,J' , COMBO Defeating 4 or more enemies
/ (represented on the Enemy
Counter) while the timer is
still litwill convert a Tate.

COMBO ATTACKS

Number of enemies attacked in succession.

. NINJUTSU ICON

Currently selected Ninjutsu is lit.

Number of Ninjutsu Scrolls available for use. | = = .: '[i

Number of Shurikens you current hold (up ; P

to a maximum of 32). Every 8th Shuriken 4

will light one section of the hexagon and l o

allow you to use the Shuriken Burst (P.15). BOSS ENERGY GAUGE
Displayed only when fight-

ing a boss. Boss is defeated
when the gauge is empty.







Menu (P.7). See P.22 for BEGINNER control’ (Em \Y “available w:_ 1 Hibana).

DEFAULT CONTROLS

button
Ninjutsu

button
Shuriken

~10

directional Play
SELECT

buttons AN

Select Nisjjutsu /
Menu Item

left analog stick

Walk & Run /
Menu Selection

analog mode button
NOTE: ANALOG mode only
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CONTROLS

MOVEMENT CONTROLS

¢ Walk & Run

left analog stick

Use the left analog stick to move your character.
move the left analog stick towards any direction
to run, and just lightly tilt the left analog stick
to walk.

¢ Camera Action & Reset e;&“w 7/

right analog stick (R3 button) -

Use the right analog stick to change the view- ‘~
point of camera. In order to reset the camera to
the default viewpoint, press the R3 button.

-
+ Using the Camera / Lock-On

To find hidden Items or mirrors that create the force fields (which
you must break), search 360" by using the right analog stick to rotate
your camera. To quickly locate any existing enemy, use the Lock-On
(P.16) to automatically direct the camera towards your enemy.

¢ Jump

Jump across and onto various areas. This basic
action is the key move that triggers other acro-
batic maneuvers.

¢ Double-Jump

® button twice

Press the @ button again during a jump to per- N e
form a Double-Jump. After performing a \&
Double-Jump, you cannot jump again unless 74

you successfully hit an enemy during the jump (P.18 and I9)

@







CONTROLS

COMBAT CONTROLS

'0 Sword

number of enemies you defeat while the Tate
Timer is counting down (P.21).

¢ Kick

A button

Although a kick will not directly damage any of
your enemies, it is used to break enemies’ guard

and destroy their protective armor.

Slash enemies with your standard sword. The
power of your blade will increase based on the

+ Kicking the Enemy

To defeat enemies protected with armor,
you must first destroy their armor using a

kick then attack them with your sword. Your

Lock-On reticule will turn red when locked
onto an armored enemy (P.16).

¢ Return Kick

When you are confronted by on-coming missiles

or bullets, press the ® button at the right
moment to deflect the projectiles and redirect
them towards your enemies.

G
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CONTROLS

¢ Shuriken T — i

Throw shuriken at enemies to paralyze them for
a given time or drop them from a higher plane.
Extra Shuriken are found within the stage and
you are allowed to carry up to 32.

¢ Shuriken Burst b= é
- SO T R 7f
- g =¥ } .".".' {%ﬂ;_'
button (during Double-Jump) Sy o[
Press button before reaching the peak of - ! b
your Double-Jump to unleash Shuriken in all . »
directions. This action requires at least 8 K e
Shuriken. "
¢ Stealth Attack

® button (during Lock-On)

Hold down the @ button while you Lock-On
(P.16) to an enemy and create multiple images
of yourself, then release the @ button to attack -
with all your ghost images. One unit of the Chakra Gauge is requlred to
perform this attack. Having more energy on your gauge will allow you to
perform a more powerful Stealth Attack.

+ About the Chakra Gauge

The Chakra Gauge will increase as you attack your enemies, there-
fore earning successive (Combo) hits will allow you to quickly

charge your Chakra Gauge. It is best to attack with the Short Sword
(P.17) to gain Combo hits and charge your Chakra Gauge.
This gauge can also be increased by picking up certain items.

&






¢ Short Sword Attack

stick & @ button

left analo

While pulling back the left analog stick in rela-
tion to your target enemy, press the @ button
to attack rapidly with your short sword

CONTROLS

—
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(Futaba). Unlike the standard sword, the Futaba wull not gain any power

by defeating enemies.

¢ Float Kick

stick then ® button

left analo

While pulling back the left analog stick in rela-
tion to your target enemy, press the ® button
to kick an enemy in to the air. Note that this
action will not directly damage your enemy.

¢ Air Smash

®© then ® button (after Float Kick)

After lifting the enemy off the ground using the
Float Kick, jump up, then kick the same enemy
to the ground to create a shockwave. The shock-

wave can destroy objects and armor of enemies nearby.

¢ Aerial Kick

® then ® button

To perform a homing kick during Lock-On, first
jump, then kick while locked onto your target
enemy. Note that this action will not directly
damage your enemy.

)
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CONTROLS

—-—

AERIAL KICK (LOCK-ON)

)

_—

l By performing the above aerial actions, you can reach distant enemies or
——  Dbuildings. Utilize the Wall Running (P.13) in conjunction with the aerial

sequence shown above to increase your options while maneuvering above
ground.

LA

- -

Perform combo Aerial Attacks to maximize the distance you can travel via

' air, similar to the Aerial Move. Also, it is much easier to convert a Tate
(P.21) attack by defeating a string of enemies above ground. Mastering

1 such aerial techniques will become a critical factor as you advance

v through this game.

| 49
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Shuriken
Gain 8 Shuriken.

Ninjutsu Scrolls

Gain one scroll. The number of scrolls in possession equals
the number of Ninjutsu (P.20) you can cast.

Capsule
Recharge your Energy Gauge.

Chakra

Increase your Chakra Gauge.

Ration

Increase your maximum energy (Energy Gauge).

Bonus Coin

Bonus items for extra points when you clear a Stage.

Secret Coin

Earn hidden game modes or playable characters determined
by the number of coins you collect.

Secret Card

Earn additional items in the Extra gallery (via Main Menu).







GAME FLOW

STAGES

The following are the first four Stages of the Story Mode. Defeat the boss
of each Stage and lead Hibana to her next Mission.

STAGE 01 —W

: Tokyo 04:59 PM g

b, f . A
y Proceeding to confront the intruders, Hibana | © “d

dives off the building ledge and onto the

stealth bomber.

Redirect the thrust of oncoming missiles D
f towards the enemy air fighter without trig-

gering its fuse.

STAGE 02
Marunouchi 06:27 PM

" 1 Escaping the crashing plane, Hibana views the
el 4| disastrous scene from a building top.

11 ] Unfortunately, Hellspawn are now lurking.
" ¥1| The seal has been broken, and evil is loose in
the city...

STAGE 03

Subway 09:13 PM

Two objectives: Terminate Hellspawn and col- §
lect the broken pieces of the Akujiki. :
Increased use of Astral forces are detected in |
the 55th district, leading Hibana to locate
Jimushi and company. The ruined subway
line is the shortest route to their primary
destination.

g STAGE 04
| s W Shinjuku 02:28 PM
. ) Hibana exits the subway terminal, finding
' |48 herself in a downtown district.
| Just as she is about to proceed, a team of

Genins appear and block her way. The battle-
ground is staged in the dark back alley of

night.
P
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APPENDICES

¢ Shinobi Agency

The Shinobi Agency is an organization who’s doctrine is to deal with
any illegal activities in Japan. The Agency directs government recruited
ninja units to suppress terrorism, guard important individuals, or even
carry out an assassination.

The existence of this organization is strictly confidential and is not
common knowledge among the general public.

¢ Nakatomi Conglomerate

The Nakatomi Conglomerate formed during the late Edo era, when
multinational business started growing rapidly. They produce household
products as well as owning a heavy and chemical industry of their own.

They also have a back business that is known to develop various
weapons for the government,

They claim that their ninja units are sent to the Ariake Seal to deal
with the Hellspawn in Tokyo, but there are rumors that they are respon-
sible for the Ariake Seal’s destruction.

¢ Utsushiyo (Long Sword)

A replica of the Akujiki, the Utsushiyo is a prototype of a long sword
that the government commissioned.

The Utsushiyo increases its slashing power by collecting surrounding
spirits, however, unlike the Akujiki it will not devour the soul of the
wielder.

¢ Futaba (Short Sword)

A sentimental favorite of Hibana’s, the Futaba was the first weapon her
former master, Jimushi, gave her. It is easily distinguished by the
shurikens attached to the knuckle guard of the sword and the gracefully
designed curved grip.

Hibana uses the Futaba to perform deadly close combat attacks.










In a Wor'ld D|V|ded

AYou Must Hunt
i the Truth
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HEADHUNTER

R EDEMPT 1L N

* Play as headhunters Jack and
- Leeza, each with their own 3
~ abilities, state of the art weapons

- and hi-tech gadgets
| ol i |

‘ Attack enemies with guns blazing
or use neck-breaking stealth

attacks e 0 .
e

N V & L Fourteen unique missions split ? |
XN &/ between the glittering metropolis a
\N / - _"Above" and the shadowy " »
A underworld "Below" ' HAIIHIEI’EHIJIHf
. ‘ ‘ Visit www.esrb.org |
LT | or call 1-800-771-3772 8
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