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SETTING UP

WIRELESS [WLAN] FEATURES

Set up the PSP™ gystem according to the instructions in its
instruction manual. Turn the PSP™ system on and the POWER
indicator will light up green. The Home Menu will be displayed. Press
the OPEN latch to open the disc cover Insert the CRISIS CORE®

- FINAL FANTASY® VIl - disc with the label side facing the rear of the
PSP™ system and then securely close the disc cover.

Select the ™ icon from the Home Menu and then select the @ icon.
An image of the software will be displayed, Select the image and press
the € button to commence loading.

PLEASE NOTE: the information in this manual was correct at the times
af guing Lo peint, but some minor changes may have been made fate §
the product's development. All sereenshots for this manual have bees
Laken from pre-completion screens that may differ slightly from thosg
in the finished product.
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Analog stick START button
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HOKE button Display button

Memory Stick Duo™

To save game settings end progress, insert a Memory Stick Dug ™
into the Memory Stick Duo™ slot of the PSP™ system. Saved game
data can be loaded from the same Memory Stick Duo™ or any
Memaory Stick Duo™ containing praviously saved game data. Make
stire there is enough free space on your Memory Stick Duo™ before
commencing play,

Software titles that support Wireless (WLAN) functionality allow the
user to communicate with ather PSP™ systems, download data and
compete against other users Via connection to a Wireless Local Area
Network (WLAN),

AD HOC Mode
Ad Hoc Mode is @ Wireless (WLAN) teature that allows
U'“ two or more ndividual PSP™ systems to communicate

m directly with each other

Game Sharing
Some software ttles feature Game Sharing facilities which
gnable the user 10 Share specific game features with ather
users who do not have a PSP™Game i their PSP™
system.

Infrastructure Mode

Infrastructure Mode is a Wirelass (WLAN) feature that

gD allows the PSP™ system to hink to a network via &

Wireless (WLAN) Access Point (a device used to connect
to a Wireless networkl. In order to access Infrastructure
Mode features, several additional items are required,
including & subseription to an Internet Service Provider, a
network device (2:9. 8 Wireless ADSL Router), a Wireless
(WLAN] Access Point and a PC. For further information
and setting up details, please refer to the PSP™ system
Instruction Manual,
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STORY & CLHARALTERS

Seyen years prior to the events of FINAL FANTASY VII.

The Shinra Company is rapidly increasing its influence through its
manopaly on mako energy and military might. With the burgeoning city
of Midgar as its base and symbol of prosperity. Shinra is on the verge
of establishing ebsolute dominance over the world.

SOLDIER is a group of skilled combat operatives within Shinra. The
elite within the group - those strong enough to be deemed SOLDIER
1st Class - are respected and idolised by the citizenry. Zack is a young
SOLDIER 2nd Class who aspires to become a 1st. He spends his days
carrying out assignments under the guidance of his 1st Class mentor,
Angeal.

During an aperation in Wutai, & large number of SOLDIER members,
lad by SDLDIER 1st Class Genesis, go missing. The severity of the
situation prompts Shinra executives to deploy even more SOLDIER
operatives in hopes of bringing an end to the war with Wutai - and
conducting an investigation into the mass desertion. The ones
assigned to the mission are Zack, Angeal, and the 1st Class hero who
is known the world over as Sephirath. ..

\What truths lie behind Genesis's disappearance?
\What secrets bind the three SOLDIER 1st Class operatives?

For Zack, & cruel and fateful struggle awaits...

Zack
S0LDIER 2nd Class in the Shinra Company. Zack joined SOLDIER
with dreams of becoming & hero. Full of vitality, he is guick to act
and has a cheerful disposition.
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/rSephiruth
The greatest SOLDIER 15t Class,
whose name is known

all over the world. Sephiroth
possesses superhuman powers
that enable him to execute
missions with absolute perfection,
Though he is never one Lo express
his feelings, there seem to be
moments when he opens up to
\_Arlg_;r-‘.al. Genesis, and Zack.

'\

Angeal

SOLDIER 1st Class, often seen in
action together with Zack, Stoic
and marally straight as an arrow,
Angeal is good friends with fellow
1st Classes Sephiroth and
Genesis. For some reason, he
hardly ever uses his giant Buster

Aerith

A girt who grows flowers in the slums,
Aerith is descendent of the Ancients. a
people thought to possess the power
to converse with the planet. She is
under constant surveillance by the
Shinra Company

Sword in battle. _/J

Genesis k.
SOLDIER 1st Class in the Shinra
Company. Genesis is a devotes
of literature, especially the epic
poem "LOVELESS™. While friends
with Angeal and Sephirath, he
also regards Sephicoth as his
rival, He goes missing in action
;s e during an operation in Wutai.
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CONTROLS

This section details the game controls. For details
on controls during battle, please see pages 19-21.

PSP™ (PlayStation

Some actions are only available in certain screens. Controls in the field
are shown in green text. Controls in the battle screen are shown in
- text. Other general controls are shown in yellow text.

e ———— @ button
button ——  — Directional buttons —_— IEI puttnn

Select
Scroll zone map

— @ button

4——— @ butten
§ :
Confirm

Analog stick
o 7= button

Select button Pause
Scroll zone map Quit game

Application Reset
Press and hold the S8, BGH. and buttans simultaneously to
reset the game and return to the title screen.

3 <;@ - ._

* Save data can be deleted only at save points and other certain points
during the story [p. 141




GETTING STARTED

During the opening movie, press the "/ , @, @, ®, or ®
buttons to show the title menu.

NEW GAME.

This will start the game from the
beginning of the story. You can also
select the overall difficulty of the game
{Normal Mode or Hard Mode). Please
nate that once a difficulty mode is
selected here, it cannot be changed
during gameplay.

Select the data to load. This will continue the game from where you
left off.

-

Saving Data

You can save your progress
at any save point or at

ain points during the
story. Before you start the
game, make sure to have a
Memory Stick Duo™ with at
least, 256KB of free space
nserted inta the Memary
Stick Duo™ slot. When
saving at & save point, enter
the save point and press the € button. Then select a file in which
to save your data. To delete data, press the ==/ button at the
save point and select the file to delete

Save Point

& , =

Advancing the Story : \
' Move Zack in the field screen in order to gather information and

advance the story. Encounters with enemies will take you into the
pbattle screen. Use the main menu to make adjustments to your
eqguipment and use items.

"~ Field Screen p. 16-17 |
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FIELD SCREEN

The field screen allows you to move Zack through a variety of
| g
'l environments and advance the story.

FIELD SCREEN OVERVIEW

Use the directional buttans or the analog stick to control Zack. You can
use the or HEM buttons to rotate the camera.

|
Available action

This shows the action,
such as “Talk” or
“Examing”, available to you
at specific locations

the item within

(THE FIELD SCREEN AND ZONES

Next zone -1

Crossing this threshaid

takes you to the next zone.
Red lines indicate that you
cannpt enter. |

-

This displays the name of
the next zone.

it v e Fan
= v ——

|
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' TALK/EXAMINE

MWhen an available action is displayed. such as when Zack is near
“peaple or doorways, press the € button to take that action. Press the
3 button to advance the text.

. Showing the Zone Map
' In the field, you can press the @ button to display @ map of the
zone Zack is currently in, Use the directional buttons or the analog
stick to scroll the map. You can also use the @ button to zoom in
.~ or out. Press the @® button to return to the field screen

An "X ndicates that |
not enaugh information | |
is present ta display
the zone map

e Current location

Tha arrow indicates
direction in whic

is facing

the

Icons used in the zone map
@ Seve point O Next zona

'm\ Door T!‘ Elevator

Z2Zs No entry 8 Zoom InvDut




SCREEN OVERVIEW
& BASIIC RULES

BATTLE SCREEN -

| ~ When you encounter enemies in the field, or an event leads to battle, the
| © resulting fight will take place in the battle screen. This section explains the
| information on the screen and the basic rules of battle.

\When you enter a battle, a section of the field becomes a battlefield
where you must fight your enemies. You can pause the battle by
pressing the button

This monitors DMW status. [p. 221

Matching charscter pangls or numbers

:an activate verious status chenges

and special attacks. (p. 221

cates Zack's status when &
s change occurs. [p. 23]

o e

This indicatas which enamy
Zack is locked on o,

S Available commands

SV Y avas

. Current / Max HP [p. 25)
. Current / Max MP [p. 25)
e Current / Max AP [p. 25)

cdhe
1
|

Active command

.~ BASIC RULES DF |

Take control of Zack and attack
lenemies with both blade and

S magic. Every enamy defeated
earns gil (moneyl, experience

| Wpoints, and SP. Higher 5P can be

arned by defeating foes ina

. Wthain without taking damage.
A variety of items can also be
gbtained through battle.

Defeat all foes to successfully complete the battle. A succe
gscape (p. 21] can also bring a battle to &n end, but not all batties

5
. GAME OVER
hen Zack's HP reaches zero, the
S game ends, and the game will
return to the title screen.

g et




Zack may attack a locked target using his sword and/or magic.
Zack will automatically lock on to the enemy he is facing.

IDIRECTIONAL BUTTONS

R

Use the directional buttons or the

Press the @ button to guard against
analog stick to move Zack. i

‘enemy attacks and reduce damage
received. Guarding costs AP, and
when AP reaches zero, Zack will be
unable to guard.

Press the €9 button to execute
"Attack’, or any other selected
command. Use the and HGH
buttons to select a command.
Pressing the @ button will default to
the "Attack” command.

ess the @ button to evade enemy
‘attacks at the cost of AP Use in
“conjunction with the directional
'_bUttUﬂs or the analog stick to evade
in any direction.

' Continue moving outward from the
battlefield to escape from a battle.
‘However, some battles, including
boss batties, may not allow Zack
to escape.

Command Types

_Attack | i Zack use_ hIE su.nrd to execur.e ph,'5|c=l attacks

- Materia Equipped materiz enables Zack to usa magic such as Thunger”
8nd "Cure”. as well as special sttack skills such &5 “Assault

: _Twust?r The materia neme s displayed as the command.
Items in Zeck's possession can be used dur ing battle. After
selecting “Item’, use the [ and BEM bottons Lo select &
spenhr item. Pr'e:.s the € button to confirm your selaction




BATTLE SCREEN - 7"V EFPEETs &

STATLS CHANGES

The DMW can activate special effects during battle. Zack's
status may also change as a result of enemy attacks.

DMW (DIGITAL

The OMW is a slot-reel system
that continues to spin and stop
during battle by expending 5P,
Malching numbers or character
panels can activate a variety of
specal effects, such as “lvincible”
and “No MP Cost”.

* The DMW cannot be manually controlled by the player.
* The DMW may not spin or activate effects if SP is
insufficient.

( LIMIT GAUGE

The limit. gauge monitors DMW
status, I fluctuates between five i i
levels (from LOW to HEAVENLY)

depending on Zack's emotional LIMIT b»  NORMAL
state and DMW results. A higher gauge level increases the chances of
a limit. verge

Limit Verge

When the left and might. slots have
matching character panels, Lhe
screen changes to show a limit
verge. Matching character panels
ar numbers at this screen can

activate different effects,

limit break t
clharacter

Poison

| Invincible
Cost
i Mo AP Cost

STATUS CHANGES

Status changes that are not cancelled over time

Al otz

During battles, certain attacks and DMW effects can cause status

changes. Some changes are beneficial, while others [status ailments)
are not. Most status ailments can be healed through the use of items
such as remedies and elixirs,

Gradually drains HP at regular intervals
Prevents use of magic
Preverts DMW ratation.

Fully recovers HP from incapacitat:on.

Status changes that are cancelled over time

Tamporarily prevents | and commiand input F
huttons repeatedly can help you snap out.of it 1

v o bme

Halves damage ram physical atta
1 "f"£|l.'|. " Intervals
Mulls damage | attacks

Nulls damage from magic attacks

Mulls a_ll Llamag_r:

Stops magi

3 frem piv

lated materia from expending MP

Stops defensve actions and actionre wtaria from
expending AP

ke

become critical hits.




SCREEN
OVERVIEW

MAIN MENU -

Press the @ button while in the field screen to open the main
menu, where you can check Zack's status and access menu items.

g

NAVIGATING THE MAIN MENU

Use the directional buttons or the analog stick to select a subrmenu
Press the €% button to canfirm your selection.

- Status
Displays Zack's status. Any
ailments will also be

shown here

Displays the name of
your current lacation

FES isnlay
— Y ] Displays how long you heve
| L been playing the game

- DMW Characters
The cheracters that appear in the
DRV are shown here. & larger
number under Lthe panel indicates &
better chance of getting a mateh.

Submenus

Sort and use itermns.

E'ql.iﬁ materia and ccessories
Sort and use materia.
Fuse materiz in your poss
Cherk DMW statistios
Participate n missions

| Items

Materia
Fusion

Head messagas received.
Shop for goads online.

1

{ STATUS

The numerical value for each status
itemn can be affected by a variety of
factors, such as the OMW (p. 22)
and equipped materia.

Status
ap

SOLDIER points indicate strength based on mako. DM
results and defeating the enermy earn SP. DMWY activation anc
materia fusion [p. 29) cost 5P

Currant / maximam it points. D ses when damage is
received in battle. The game is over when HP reaches
2ero (p. 191
Current / maximum magic points, Use of magic-relatad materia |
casts MP |
Current / magimum action puints. Use of Guard or Evede .5
_lp. 211, or sction-refated materis cost AP |
A higher value increases ghys Lack SLPEn
A higher value decreasas physica

WMAgE ecs
A higher velue incresses the strength of att
A higher value decreases magic darﬁzgu receved
A higher value may increase the chance of critical hits.

Maximum HP, MP, and AP

Some DMW effects during battle increase the current values of
HP. MP, and AP. An increase can sometimes lead to & status
break, where the current value exceeds the maximumn value. The
increased value is retained even after battle.




ITEMS /

MAIN MENU -

Select the “Items” and “Equipment” submenus to prepare Zack

EQUIPMENT for battle by using items and equipping him with materia.
J ?_
. - it 5-. e
D1 N———————— | EOUIPMENT
You can use or sort items in You can Equip ar unequip materia
YOUI POSSESSIon and accessories in your possession
Press the @ button to check
the abilities granted by the
selected equipment.
(UsE (EQUIP
Select an item to use from the First, select the slot in which to place
available choices the materia or accessory. Then f
choose the materia or accessory Lo
- equip, Materia that are usable in
battle become materia commands
on the battle screen (p. 201,
( soRT ( SoRT
Select gither “Auto” or “Manual™ to You can change the order of equipped materia or accessaries by

SOrL your Ikems

| Auto
_Manual

Sort items automatically.
You can sort, ke arding Lo your preference. First, choose
the wem to move, and then choose where you want the item
Lo go.

choosing what to move, and then selecting where you want it Lo go
The order of materia here will be reflected in the battle screen's
materia commands,

(UNEQUIP

Select the materia or accessory to unequip. Then press the €9 button
ta confirm your selection

€

This allows the system to sutomatically chonse from materia and
2CCessories in your possession for the best possible equipment based
on offence (physical attack), magic {attack spellsl. or defence.

as_ . I &




MAIN MENL - MATERIA / . Select the "Materia” and "Materia Fusion”

MATERIA FUSION submenus to use and fuse materia.

MATERIA FUSION

MATERIA

At the expense of SP, you can fuse
 lwo materia together to create one

" new materia. Matgria fusion becomes
' * ayailable later in the stary.

You can use and sort materia in your
possession. Please note that you can
only carry up to 99 materia at any
given time.

(UsE . (HOW TO FUSE MATERIA

~ Select the two materia to be fused.
' Use the @ button to undo a
-~ selection. You will not be able to
'~ select equipped materia. Upon
- selecting "FUSE", you will see a
~ confirmation screen that displays the
resulting materia and the necessary
" SP cost. Select "Yes™ to proceed with
* the fusion. Keep in mind that the two ariginal materia will be lost. once
. they are fused.

Select the materia you want to use.
Keep in mind that using materia
costs MF.

( SORT

>

Select "Auto” to let the systemn sort your materia, or “Manual” to sort ;
them yourself (p, 261, v

( SP CONVERT

g Try Fusing a Variety of Materia
i

Materia can be converted to SP. Move the cursor to highlight a Different combinations of materia

materia, and check the upper left of the screen to see how much SP it | vield different results. Fusing
js worth. Press the €3 button to proceed with the conversion. Once | together high-quality materia may
materia is converted to SP, it cannot be returned to its original form. - | produce something even more

| powerful. Later on in the story,
obtaining the Item Fusion Tome

- enables fusing items with materia
for a wider variety of results!




' oviw / ~ Select the “DMW" submenu to check DMW information (p. 22).
MAIN MENU - MISSIONS ] Select the "Missions” submenu to participate in missians.

omMw

You can check the kinds of DMW that
can be activated during battle, and
the progress thow much of the
scenes you have viewed so farl with
each OMW character. Press the @
button to check the number of fimit
breaks that have been activated so

far with each character,

( GAINING DMW CHARACTERS

You will gain more DMV charscters
5 through the story
aracters or certain
conditions. When a character is

A5 you progre
and meet ne

a silhouette is replaced with

an image of the

new limit break
is learned

. MISSIONS st

* Zack can accept a wide variety of

! iGN H
" missions - and can abtain useful

“items by clearing them. To activate

W missions, you must first register

i Zack at the mission board inside the
“Shinra Building. Once registerad, yau
E%ﬁn enter any save point (p. 14] and
‘Bpen the main menu to select the

" Missions” submenu.

Hirom the main menu, If Zack is
iNcapacitated during & mission, he
will be returned to the save paint

_-ﬁ‘ﬂ'tera he first accepted the mission




MAIN MENL - YA/

SHOPS

You can read mail through the “Mail"
submenu, Mail is sorted by category
in folders such as "SOLDIER" and
"Shinra News”. Select the folder and
mail to check past correspondences.
* Tutorial contents are also stored
in a folder. If you have any
remaining questions about the
game, be sure to check here first. |

CEL

Whenever you get new mail. @ mail icon appears in the top right of the
field screen. Select "Mail” in the main menu to see the subjects of the
new mail in your Inbox. Select a subject to read the mail's contents.
Dnce read, the mail is automatically stored in the appropriate folder.
* When a new mail belongs to a new category,

a new folder is created.

The “Mail” and “Shops” submenus are available
anytime you open the main menu.

can buy items from shops, or sell
EMS N your possession. Select one
op at a time to shop from. Your
ection of shops will grow as the

ry progresses, or as a reward for
pleting missions.

buy an item, select “Buy”, and then select the item and determine
oW many you want to purchase. Use the directional buttons or the
inalog stick to set the units; left and right will adjust units by one,
ihile up and down will adjust units by ten.

Total cost

Item name

LLING ITEMS

&ell an item, select "Sell". Then
t the item and determine how
you want to sell.




HINTS

Here are some hints that may be useful while
playing CRISIS CORE - FINAL FANTASY VIl -.

TIMING 1S CRITICAL

Optimal timing when controlling Zack and entering commands can
sway the advantage your way in battle. You can chain attacks through
swift command selection. When the enemy attacks, you can guard,
evade, or otherwise avoid damage with a deft move, And when the
enemy uses magic, the skill name is shown at the top centre of the
screen, giving you a split second to judge the best way to evade the
attack spell.

When you see
the enemy's
skill name...

Be ready
to evade
quickly!

EQUIP YOURSELF APPROPRIA]

Some enemies are skilled in fire-
based attacks, while others are
skilled in thunder-based attacks.
Fighting fire-based enemies with
‘Firaga®, for instence, would not be
particularly effective, When you know
the characteristics of the enemies

you are facing in any ares, you should
make adjustments to your equipment accordingly.

—
L
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 KEEP AN EYE DN

IBW missions.

anause the DMW can activate
aripus effects that can give you the
pper hand, such as attacking
witiple enemies or boosting Zack's
s, it is important to have plenty
P to keep the DMW rotating at
es. The longer the battle, the
e the DMW spins, which expends

SP. Before fighting & tough enemy or after expending a large
iber of SP, check on the remaining SP and replenish if necessary.
5 earned by defeating enemies. but you can also convert materia

en you don't know where to go

. Or when you can't find what

ré looking for, walk around in the
sereen to gather information.
information may even lead to

£ are many types of missions,

& af which may offer rare materia
valuable items. Whenever a new
ion is added, be sure to take a
&t its description.
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