
Sealed HISSES 
Section! 

■a 
PRIMA 
GAMES 

Mario De Govia 
Justin Berthelsen 
Brandon Smith 

CAPCOM is 
primagames.com® 

CONTENT RATED BY 
ESRB 



PRIMA’S OFFICIAL STRATEGY GUIDE 
Je Ljovia 

Justin Berthelsen 

Brandon Smith 

Prima Games 

A Division of Prima Communications, Inc. 

3000 Lava Ridge Court 

Roseville, CA 95661 

(916) 787-7000 

www.primagames.com 

The Prima Games logo and Prima Publishing are registered trademarks of Prima Communications, Inc., registered 

in the United States Patent and Trademark Office. Primagames.com is a registered trademark of Prima 
Communications, Inc. 

Literary text © PrimaGames and Capcom Co., Ltd. 2001. Character Samanosuke Akechi by © Amuse/Fu Long 

Production, © Capcom Co., Ltd. 2001 ALL RIGHTS RESERVED. Guest Creator: Takeshi Kaneshiro ONIMUSHA™ is a 
trademark of Capcom Co., Ltd. CAPCOM® is a registered trademark of Capcom Co., Ltd. 

Senior Product Manager: Jennifer Crotteau 

Senior Project Editor: Christy L. Curtis 

Editorial Assistant: Caspian Theal 

All products and characters mentioned in this book are trademarks of their respective companies. 

Important: 

Prima Publishing has made every effort to determine that the information contained in this book is accurate. However, the 

publisher makes no warranty, either expressed or implied, as to the accuracy, effectiveness, or completeness of the material in 

this book; nor does the publisher assume liability for damages, either incidental or consequential, that may result from using 

the information in this book. The publisher cannot provide information regarding game play, hints and strategies, or problems 

with hardware or software. Questions should be directed to the support numbers provided by the game and device manufac¬ 

turers in their documentation. Some game tricks require precise timing and may require repeated attempts before the desired 
result is achieved. 

Acknowledgments 
Prima would like to thank Jean Keye for her translations. 

Mario, Justin, and Brandon would like to thank Jennifer, 

Christy, and Caspian for their patience with us writer-types. 

Marc and Dan for icon-mania (“just one more, I swear!”). Moff 

Tica for keeping track. And once again, thanks to Koichi Niida 
for support and good grace. 

Mario: A list of all the people I would like to thank can be 

obtained by sending an SASE to myself, care of this company. 

But I would like to thank the Robe Game Lady and the After- 
Party People. 

Justin: To Mom, Dad, Maren, Jesse, Greg, and Virginia; to 

James Parker, the Evander Holyfield of the Bay Area Rapid 

Transit System, the Cardiff Rose, and the Hell’s Pirates; also to 

Wee Rebecca, Sonja Hope, to Frances Rose, the Johnson of the 

pacific northwest, and to Laura S. 

ISBN: 7615-3399-0 

Library of Congress Catalog Card Number: 00-11131 

Printed in the United States of America 

00 01 02 03 KK 10 9 8 7 6 5 4 3 2 1 

Brandon: I would like to thank my family and friends for being 
there for me. Bryce, you did a fantastic job singing. Mom, I 

love you. Dad, your the best. Emily, behave. Roomates, you 
guys rock. Scott, you’re still an E-bay monster. Moonzy, thanks 

for the necklace. 



Introduction. 

Characters. 
The Good Guys. 
The Bad Guys . 

Game Basics . 
Movement. 
The Indicators. 
Menus. 
Souls . 
Magic Mirror & Friends 
Puzzle Boxes. 
Magic Fountains. 
Documents . 

Combat 
Stances. 
Normal Moves . 
Defense . 
Samanosuke's Critical Moves 
Kaede's Critical Move. 
Sword Clench . 
Magic Attack . 
Tactics . 

Weapons. 
Equipping Your Characters . . 
Samanosuke's Weapons . 
Kaede's Weapons. 

Enemies. 
Soldier Demons. 
Archer . 
Three Eye. 
Dark Spider. 
Long Arm Demon. 
Dark Armor Demon. 
Bazuu . 
Barabazuu . 
Oowassha. 
Gyaran . 
Shark . 
Reynaldo . 
Volchiman . 

Bosses. 
Osric . 
The Stylado. 
F-lecuba . 
Fortinbras. 
Marcellus (Prototype). 
Baguwassha . 
Marcellus. 

Finding and Using Items 
Items . 
Books and Documents . 

• -3 

• -4 
. .4 

. .6 

• -7 
• • -7 
• • -7 

. .8 

. .8 

• -9 
• -9 

. .10 

. .10 

. .11 

. .12 

• -13 
. .13 

■ -14 
• -i 5 
• .15 

. .15 

•i 7 
• .17 

. .17 

. .21 

.22 
, .22 

, .22 

- -2-3 
• -23 
.24 

.24 

.25 

•25 
.26 

.26 

•27 
•27 
.28 

.29 
•29 
•29 
.2.9 

.19 

.19 

•29 
.19 

.30 
.30 

.38 

How to Use This Walkthrough . 
Walkthrough . 
Maps. 
Bosses . 

Walkthrough . 

The Beginning. 

The Thunder Orb . 

Beyond Thunder Orb . 

The First Boss and the Fire Orb. 

A Strange Meeting. 

Onto the Second Floor . 

The Second Floor Puzzles. 

Chasing Yumemaru. 

The Wind Orb. 

Traveling Underground. 

Trouble Underground . 

Kaede Alone. 

Kaede Finds a Way . 

Kaede Goes to Prison. 

Samanosuke Fights Himself) Finds Hecuba 

Finding the Decorated Sword. 

Toward the Turret . 

Trapped in the Turret. 

Kaede Searches for Samanosuke. 

Kaede Finds Samanosuke. 

Hecuba Makes Her Stand. 

The Dark Realm. 
Items . 
Enemies . 
Strategy. 
The Levels. 

Map Appendix. 

Secrets . 
Through the Demon Door. 
The Final Depths . 
Secrets and Bonuses . 

. .39 
• -39 
• -39 
• -39 

.40 

• -41 

, .42 

.44 

•45 

•47 

•49 

.50 

• -53 

.56 

.58 

•59 

.61 

.62 

.64 

.66 

.69 

•72. 

•73 

•75 

.76 

.78 

.80 
. .80 

. .81 

. .81 

. .81 

.81 

<•97 
..98 

.100 

.102 

INTRODUCTION Welcome to Onimusha: Aggp* 
Warlords and the world 

of feudal Japan - an era 
of warring lords, samurai, and great 

battles. The Ogres and Demons that 

populate the game are taken from Japanese 

legend. 

and reflexes are tested as you make your way 

ie puzzles and battles of the game. The challenges are 

enemies powerful and legion, but don't worry, we're here to help 

Onimusha: Warlords — Prima's Official Strategy Guide will help you make it through the 

twists and turns of this complex game, from beginning to end. Good luck! 
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CHARACTERS 

Kaede is Samanosuke's female ninja 

companion and the second playable 

character in Onimusha. Good tem¬ 

pered and cheerful/ she is committed 

to aiding the samurai in his quest. 

SAMANOSUKE AKECHl 
Our main character is a trained warrior with 

a strong sense of justice and loyalty. Aided 

by the power of the Gauntlet of the Ogresy 

he has vowed to conquer the Demons in his 

quest to rescue his cousin Yuki. 

KAEDE 

.A 

PRINCESS yUKl (SNOWPRINCESS) 
Samanosuke Akechi's pure-hearted cousin/ Princess Yuki/ is the 

daughter of Yoshitatsu Saito. Struck by a premonition/ she 

warned the Samanosuke that something unsavory was happen¬ 

ing in the Inabayama Castle. 

THE GOOD GUYS 

CHARACTERS 

Yumemaru is a village boy who was befriended and raised by Princess Yuki. He 

bravely infiltrates the keep to rescue her. 

OGRES 
The Ogres live below the earth's surface and are the enemies of the Demons. 

They have chosen Samanosuke Akechi as their champion to save the human 

world/ using the power of the Ogre-forged Gauntlet. 



ODA NOBUNAGA 
A legendary figure from the Warring 

States period of Japanese history, 

Nobunaga died at the Battle of 

Okehazama. However, the Demons 

of the Dark Realm have raised him 

from the dead to aid in their conquest 

of the human world. 

THEBADGUyS 

TOKICHIRO 
KINOSHITA 

Nobunaga's vassal and chief ally, 

Kinoshita tries to recruit Samanosuke 

into the resurrected Nobunaga's service. 

He reminds most people of a monkey. 

The Demons are evil beings who live 

in the underworld. Under the leader¬ 

ship of Fortinbras, their king, and his 

allies Hecuba and Guildenstern, the 

Demons are preparing an assault on 

the human world through Inabayama 

Castle. Only Samanosuke Akechi 

and Kaede can stop it. 

jtoom 

GAME BASICS 

GAME BAS ICS 
ow that you’ve met everybody important, let’s spend some time getting 

acquainted with the game mechanics. The world of Onimusha has elements that 

are unfamiliar, though not overly complicated. In this section, we explain what 

you need to know to save Princess Yuki. Later sections give more information on what is 

introduced here (the "Combat” section, for example, gives more detail on moving your characters), 

but this section is where you learn what you need to get started. 

MOVEMENT 
There's only one trick to basic character movements; the direc¬ 

tion the character moves always depends on which way the 

character is facing, and has nothing to do with the player's 

point of view. For example, pressing 4* always moves the char¬ 

acter forward. The static camera gives you all sorts of angles 

on the characters. You may be facing them, behind them, or 

next to them, but no matter what, 4* still moves them the way 

they are facing. 

Likewise, pressing always 

makes your characters move 

backward, pressing 4" always 

makes them turn to their left, 

and moves them to their right. 

Just remember that the directions 

are relative to the character, not 

to your view. 

Also, when Samanosuke and Kaede move backward, they real¬ 

ly move. Being highly trained in close-quarters combat, they 

know how to beat a hasty retreat. After the initial burst, 

though, their backpedaling slows to a walk. 

Finally, pressing HD spins your character 180 degrees. This 

can be useful for facing enemies or running away. 

Samanosuke may be look¬ 
ing right at you, but 4* 
makes him walk forward. 

A quick tap of CH] and your character turns around. 
This can save some time maneuvering them around 
the game. 

THE INDICATORS 
At the top left corner of your screen are three bars. From top to 

bottom, these indicate your character's Vitality (in yellow), the 

magic power for your Orb swords (in green, blue, or red depend¬ 

ing on which Orb you've equipped), and the amount of Souls 

you've collected. 

NOTE: Samanosuke and Kaede start with 
128 points in their Vitality Bars. Samanosuke's 

bar increases 24 points for each Power Jewel you 
use. Kaede's bar, however, doesn't change through¬ 
out the game. 

The yellow indicator is your 
Vitality. When it starts 
flashing, you're in danger. 

The colored bar in the middle shows 
how much Magic Energy you have for 
the Orb you wield. This screen shows 
the Wind Orb at full strength. If it's 
flashing, you don't have enough energy 
to cast a spell. 

This indicator shows the number of Demon 
Souls that you've captured with the Ogre 

Gauntlet. Y°u can use them to Enhance your 
weapons (discussed in a later section). The 
number shows how many full bars of Souls 
you have. Here there are three full bars, plus 
the amount shown on the screen. 

Keep an eye on your gauges. You'll want to know when you have enough life and enough magic to take on the bigger foes. Let 

yourself get too low and a simple fight could turn into your funeral. 

jCO*A 
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MENUS 
Pressing pauses the game and pulls up the menus. Use the menus to 

change weapons/ use items/ and read documents and maps. 

, l.Ieouip" Hum Pfiiif TmaK'' fWf ri » 

Shldcn 3 Raizan 3 

Koucn 3 Enryuu 2 

Arashl 3 Shlppuu 2 

Holy Armor 

Bow 

Ammo: No Cun 

This will onablo 
you to usr tho 
sword with tho 
power of thunder. 

EQUIP 

First up is the "Equip" menu. It lists all the weapons/ armor/ and ammunition that you're car¬ 

rying. Use the D-Pad to scroll up and down the list. 

To change weapons/ highlight the one you want to use and press X. You'll be asked if you 

want to Equip the weapon. Select Yes and you'll be armed. Y°UU change Orbs frequently/ 

sometimes in the middle of a battle/ so become familiar with this menu. 

The Equip menu lets you change weapons. 

ITEM 
This menu shows you all the 

items that you've picked up. 

Even if you've used an item 

and left it behind/ it still 

shows up on this menu. Use 

the D-Pad to scroll through 

the list and press X to use an 

item. 

The list grows pretty 
long. If an item name 
is gray, it's been used. 

If it's bluey the charac¬ 
ter you're currently 

playing can't use that 
item. For example/ 

Samanosuke can't use 
the Shinobi Kit. 

FILE 

The File menu holds all the doc¬ 

uments you've picked up in your 

travels. If you want to peruse 

some of the texts/ use the D- 

Pad to highlight the one you 

want and press X to read it. 

MAP 

At the Map menu/ you can view 

all maps you've picked up. This can 

help you orient yourself and avoid 

needless backtracking. Use the D- 

Pad to select the map you want 

and press X to view it. 

Eight maps are scattered 
through the game/ detail¬ 
ing every area you can 
reach. When you view a 
map/ the room your char¬ 
acter is in is highlighted in 
green. Your character is 

represented by a blinking 
green arrow. 

^ TIP: When you want 
a quick view of the 
map, press down on 

■ the right analog 
stick. This calls up the 
map you're on, showing 
your position and letting 
you orient yourself. 

SOULS 
Onimusha: Warlords revolves around a nightmare coming to life. Demons have found their way to the earth's surface and are attacking 

in droves. The Ogres; benevolent beings who battle the Demons; grant Samanosuke use of their powers to help him destroy their evil 

foes. They create the Gauntlet that encases our hero's right forearm. 

When Samanosuke defeats a Demon; it disintegrates; releasing power. Press and hold • to suck the energy into the Gauntlet. You 

must get the energy soon after it's released or else it disappears. 

CAUTION: When you're collecting Souls, your character is very vulnerable. You can't move or block while holding • so 
make sure it's safe before you suck up the energy. 

That said, if the Souls are nearby, a quick press of #is all you need to collect them. If your enemies are far away, or not attacking 
you can risk gathering Souls so that they don't drift off. 5’ 

PWMAGAMES.COM 

GAME BASICS 

After a beating/ the Demons 
crumble to dust. Watch for the 
Souls that leave the body. 

Three types of power/ in the shape of glowing balls of gasy can be found inside the Demons; 

Souls/ Magic/ and Vitality. OThe yellow balls are for Vitality. The white balls are for your Orb 

You regain sections of your p j magic. They fill up the middle 
Vitality Bar as you catch them. y indicator. OThe pink balls are the most numerous. 

They help you Enhance your Orbs/ items/ 
and Gauntlet at the Magic Mirrors. 

^||^NOTE:Kaede doesn't have an Ogre Gauntlet, so she can't collect 
Souls. So, when you're playing as Kaede, don't worry when no glowing 

balls show up after you slay a Demon. 

The balls of energy also come in different sizes. The smaller they are/ the less energy they 

hold. The bigger they are/ the larger a boost they give you. Don't ignore the small ones/ 

though; they add up pretty quickly. 

MAGIC MIRROR & FRIENDS 
Scattered throughout the land of Onimusha: Warlords are Magic Mirrors. They can help you in two ways. First/ they act as save 

points. You can record your progress in the game and return to that point if things go wrong. 

Second/ you can use the Enhance feature at the Magic 

Mirrors. Enhancing is why you want to collect so many 

pink Souls. It allows you to boost the power of your 

weapons and items. 

Orb magic and sword levels can be raised so you can 

dispatch your enemies more quickly/ plus you can boost 

Herbs into Medicines/ Arrows into Fire Arrows/ and 

Bullets into Burst Bullets. 
Simply press X while facing a 
Magic Mirror and then select "Save" 

to record your game. You have eight 
save spots to choose from. 

This is the Enhance screen. Note 
that you must Enhance not only 
the swords/ but also the orbs that 
match them. It takes a ton of 
Souls to max out all your swords. 

PUZZLE BOXES 
You'll find the brown Puzzle Boxes throughout the game. When you press X while next to them/ you'll 

This is the decode screen. You're 
asked a question - there at the 
left - and have to enter the sym¬ 
bols that correspond to the answer. 

see the decode screen. 

The symbols at the bottom are a code for certain words and 

phrases. Y°u won't be able to solve the puzzles until you've 

collected the correct documents. 

Scattered throughout the game are pieces of four code books - 

Byakko/ Seiryu/ Suzaku/ and Genbu. Each code book has four 

parts. These parts show what the symbols on the Puzzle Boxes 

mean/ allowing you to enter the answers. 

a-*. 

iYi' 

s? 
©I o* 

0 g 
cn => 
0) 

Here's a fragment of the 
SeiryU/ one of the code books 
that you need to solve the 
Puzzle Boxes. Notice how 
the groups of symbols match 
up with English words and 
phrases. 

jCOH 



COMBAT 

mThis is the first Puzzle Box you 

encounter. You'll have to come back 
later to solve it. Most of the boxes 
are unanswerable when you first 
see them. Take note of where they 

--J are and come back when you've 
This set of symbols translates as "Ogres." pieced the documents together. &e>three staples. You'll use'" alltTfr^Tj V 

,../'“>■*$* V* t F/i, Yr 
>dttoi^TSamanosu ke and Kaede hi tpe first 

attack from this position as easijgbjn the 

S amanos uke and Kaed( 

MAGIC FOUNTAINS 
Throughout the game/ you'll find Magical 

Fountains that release energy for your Orb 

spells. Often/ the Fountains are next to a 

Magic Mirror/ but some stand alone. Press and 

hold • to suck up the power and top off all 

your weapons. 

DOCUMENTS 
Strewn about the grounds in 

Onimusha: Warlords are books and journals packed 

with useful information. Mostly/ they point you in the 

right direction with clues and hints/ but the four code books - B-; 

Suzaku/ and Genbu - are essential to opening the Puzzle Boxes, 

When you don't press ;any 

stance: standing. They car 

fighting stance. A ' j 

The normal stance. 

Look for the brightly colored 

covers. The documents you caT 

pick up usually stand out from 
their surroundings. 

If you don't see any glowing balls 
floating above a Fountain/ then yc 
don't need any more power. 

All right/ that's enough book 

[earnin'/ let's get to the fightin' 
TIP:To pick up some extra 
Souls, find a Magic Fountain 

— near an area heavily populated 
by Demons - such as the Magic 
Fountain on the first floor of the keep, 
Fill up your energy, step into the 
Demon-filled area, and unleash all 
your magic on them. They'll be 
destroyed with no danger to you. 
Suck up the Souls and then run back 
to the Fountain to refill. Repeat this a 
few times and you'll make out with a 
tidy collection of Souls. 

This targeting can actually mess you upy however. If two Demons are a 

mately side-by-side and you hold (Ml/ the nearest standing enemy may 

the one you actually want to hit. 

Finally/ there's the block/ or guard/ stance/ in 

which you can completely block many attacks, 

Some/ however/ can smash right through your 

guard and damage you. You cant: Tnove or attc 

while blocking/ plus there are many attacks th 

can knock you off balance/ forcing you to drop 

your guard. Don't let that discourage you/ the 

block is mighty useful. 

COMBAT 
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TIP: Check out the attack tables 
for your enemies to find out which 

m strikes you can't guard against. 

The block. 

NORMAL MOVES 
Several button combinations get essentially the same results from both characters. 

COMBO CUTS: Press ■ rapidly with 1\ ■*, or by itself to get a combo cut. The number ofcuts changes depending on which sword 

you have equipped. Your character curves left or right when you press «■ or 4 and presses forward with *. For the Normal, Thunder and 
Bishamon swords, the order ofcuts you'll get each successive time you press ■ will be: 

i. Body Cut 2. Reverse Body Cut 4. Downstroke 

►The Fire Orb is a three-cut combo and the Wind Orb is a five-cut combo 

►Kaede's Knife and Sacred Knife are four-cut combos 

Kicks: Press 4>+B to kick at your opponent. 

The smaller foes will fall to the ground. 

Samanosuke does a 
forward kick. sweeping kick. 

SINGLE STROKES: Hold US and press *+■ to get single strokes. The type 

of attack differs depending on the distance from your opponent. The moves are the 
same for all weapons. 

makes a rising 
cut when close. 

thrust at a middle 
distance. 

Kaede flips over an 
opponents head 
when close in. This 
leads to another 

move described later. 

COMBAT 

1. Knock an opponent 2. Finish him off with 
down with a kick. a thrust. 

TIP: Whether it's from a kick, a combo cut, or a magic 
attack, as soon as a foe is on the ground, stand over 

■■ him and press ■ to deliver the blow. Be careful. Both 
characters pause after the strike and can take a hit from sur¬ 
viving enemies. Also, it isn't a guaranteed kill. Some Demons 
will get up after a final thrust. 

DEFENSE 

BLOCK: Press and hold E), and your character assumes a defensive stance. If the attack is weak, you can 

counterattack quickly. You can be pushed back with stronger attacks or, with the strongest attacks, your guard 

can drop, making you vulnerable to a secondary attack. 

SAMANOSUKE'S CRITICAL MOVES 

jjtessfte- 

Critical moves happen under specific conditions and result in attacks that destroy an enemy with one blow. Not only that, but a 

Demon killed with a critical move releases twice as many Souls and always releases Vitality. However, a failed attempt to make a 

critical move leaves you vulnerable to counterattack. Critical moves don't work against Bosses, so don't try them. 

Flash: The flash is an offensive critical move. Find what the timing is for each type of Demon. 

For example, when a Three Eyes is trying a jump attack, press ■ just as it reaches you. 

1. Let the enemy commit to his attack. 
Press ■ just as his attack is about to land. 

2. Time your critical move 
special after-image of your 
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Rebound: The rebound is a defensive critical move. It doesn't work against very strong 

attacks or Bosses. The rebound is easier than the flash and less risky. 

i. Await your enemy's attack; 
press O just as it's about to 
hit. 

2. Your opponent 
will bounce back. In 

some cases/ your 
character will slide 

forward a bit if you 
do it correctly. 

3. Press ■ immediately after 

the rebound/ and you'll see the 
after-image. Your enemy will 
release Vitality and twice the 
amount of Souls. 

KAEDE'S CRITICAL MOVE 
Kaede's critical moves are much easier than Samanosuke's/ 

z. Press T + ■. 

Kaede flips over 
and lands behind 

the Demon's back. 

3. Press ■ while Kaede is still 
in the air, and she'll slit the 
creature's throat. It's an 
instant death. 

and there's less risk of injury. 

TIP: Sometimes 
the foe will turn 

■■ as Kaede leaps 
over. If that happens 
she won't get the crit¬ 
ical move. Try again. 

TIP: Once Kaede has 
flipped over an 
enemy, you can press 
H] for a quick turn 
and continue on with¬ 
out further fighting. 

TIP: Because Kaede can't 
collect Souls, she doesn't 
have any incentive to fight, 

ile playing as 

SWORD CLENCH 
Against a handful of enemies/ Samanosuke could find himself in a sword clench. The samurai and his opponent will lock weapons 

until one or the other gives in. When in a sword clench/ press ■ rapidly. If you win/ you end up throwing your opponent. If you lose 

or draw/ immediately press (HI to block. 

During a sword clench/ Samanosuke can't move/ and he is vulnerable to any other opponent's attack. Press that button fast to get 

the sword clench over with as quickly as possible. 

NOTE: You can sword clench with Barabazuu, 
Oowassha, Long Arm Demons, Dark Armor 

Demons, the Volchiman, and the Stylado. 

i 
1. Attack when your opponent 2. .. .and you'll be in the sword 3. If you're successful/ you'll 4. A thrown Demon can tan- 
is prepared for the sword clench. Sparks will fly. Press throw your enemy. Follow up gle up other enemies in the 
clench - that isx when he's ■ rapidly. with a final thrust. area, 

holding his weapon in both 
hands... 

MAGIC ATTACKS 
In the "Weapons" section/ you'll find information about the various magic attacks that Samanosuke can make with his Orb swords. 

These spells will serve you well throughout the game. Familiarize yourself with their effects. 

TACTICS 
FTere's how best to use those moves you just learned 

WEAPON CHOICE 
For regular use/ the Thunder Orb is the fastest Orb sword/ and you'll pump up its power 

soonest. Its speed can get you out of tight spots by clearing gangs of enemies quickly or 

delivering multiple hits on a big beast before he gets off a single attack. 

That's not to say that the other Orb swords are to be ignored. When you're surrounded by 

hordes of Demons/ nothing gives you breathing room like a blast from the Wind Orb. The 

Fire Orb is a power hitter that can dispense major damage/ though it's pretty slow. All in 

all/ keep the Thunder Orb equipped as your primary weapon. 

NOTE: For more information on armaments, see the "Weapons" section. 
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BLOCK IT Jfc sYfg': S’ 

Don’t forget about blocking. You want to minimize the damage you take, and if you 

don't block you will take lots of damage. 

EQUIPPING YOUR CHARACTERS 
Vou'II need to switch weapons to deal with different threats. Press 

and the equipment screen pops up. Use the D-Pad to high¬ 

light the weapon you want to usey and press X to equip it. 

MOVE 

Take advantage of the sidestep and 

backpedal. Hold US in your fighting 

stance to shuffle around the enemy 

you're engaging. This moves you out of 

the line of attack and allows you to 

strike at unprotected areas. 
The best offense includes a good defense, 

Similarly, use your backpedal move to 

avoid attacks. It's very fast for the 

first few seconds. Darting in and out 

to take quick swipes at a strong enemy 

can save your Vitality. 
You'll become very familiar with this screen, 

or to strafe around 
enemies, 

USE THE FOUNTAINS 

Suppose you need more Souls to pump up your equipment. Go to the first floor 

Fountain and fill up your magic energy. Then find Demons to wipe out with Orb 

spells. Don't bother with normal attacks; empty your 

Magic Energy on them and gather the mystical loot. Race jll^. 

back to the Fountain and refill. Keep going back and k 

forth, finding nearby enemies and then refilling, , 

until you've cleaned out the nearest areas * W 

or collected enough Souls. Vafl SAMANOSUKE'S WEAPONS 

NORMAL WEAPONS 
This Fountain can be a Soul mine. Several of Samanosuke's weapons aren't dependent on the Soi 

have Soul-fueled attacks, but they do serve a specific purpose 

NORMAL SWORD 

This is Samanosuke's initial weapon. It takes several hits to destroy 

even the most basic Demon, but you'll soon pick up something with 

more punch. 

X mnna 

WEAPONS 

mrmrnRrrrar,,.* 

Sword 

Shlden 3 Ralzan 3 

This will enable 
you to use the 
sword with the 
power of thunder, 



BOW and ARROW 

The Bow helps out when you need to attack an enemy who is out of range of your 

sword. After you equip it, press and hold (H) to bring up the Bow and press X to 

fire the arrow. You can use the basic Arrows, or spend some Souls to Enhance reg¬ 

ular Arrows into Fire Arrows, which cause much more damage. 

THUNDER ORB 
Sword Aspect: Raizan 

Orb Aspect: Shiden 

This sword becomes available when you've picked up the Thunder Orb. Its magic attack focuses on 

a primary target, but it can harm others if they're very close to your victim. 

The main feature of the Thunder Orb is speed. You can get off a series of very quick strikes before 

your foe can react. It's not as powerful as the Fire Orb, but the rapid blows can keep your enemies 

off balance. 

Level Level : Level 3 

MATCHLOCK 

The basic Bullets The Soul-Enhanced 
Burst Bullets 

Late in the game you'll come across the Matchlock, a very early version of a rifle, 

They were notoriously inaccurate, but Samanosuke handles this one pretty well. Pres 

and hold LkU to aim the gun, press X to fire. The Bullets can be Enhanced into Burst 

Bullets at any Magic Mirror; their scatter shot can take down heavier Demons. 

FIRE ORB 
Sword Aspect: Enryuu 

Orb Aspect: Kouen 

Some doors have weird growths sealing them shut. They come in three 

colors - blue, red, and green - and they have either one, two, or three crys¬ 

tals on them. The color tells you what sword the seals will respond to - 

blue for Thunder, red for Fire, green for Wind - and the number of crystals 

corresponds to the level of the Orb that will open them. As long as the 

Orb is at the proper level, the seal will open. 

^jj^NOTE: Kaede can't open any door 
with active seals on it. Only 

Samanosuke can use the Orb swords. If 
Kaede's progress seems blocked, however, 
look for a plain door on which she can use her 
Shinobi Kit (her lockpicks). Only she can open 
those doors. 

The basic Arrow The Fire Arrow 

MAGIC WEAPONS 
Samanosuke gains several swords with mystical powers. When he grabs an Orb, his Gauntlet can form an elemental sword. Each h 

its own magical attack. You can boost the level of the sword itself and the sword's Orb by Enhancing each with Souls you've captun 

To boost their power, find a Magic Mirror and choose the Enhance feature. You have to pump up two attributes for each sword. Foe 

on the swords in the order you get them. Bring the Thunder Orb up to Level 2 in both of its 

aspects, then start adding Soul energy to the Fire Sword. Continue until all three Orb 

swords are at Level 2. 

Once they're all at Level 2 in both aspects, start to focus on boosting just the Orbs to Level 

3. In other words, for the Thunder Orb, pump up the Shiden to Level 3. Leave the sword 

aspect at Level 2 until all three Orbs are up to Level 3. This ensures that you can get 

through all the door seals you encounter. 

Enhancing your weapons not only gives you more power to play with, it also 

allows you to unlock doors. 
This door is only going to open for 
a Level 2 Thunder Orb Sword. 

This hefty sword's attack is a gout of flame that shoots from the tip of the sword and runs for a 

distance in a straight line. If the Demons are in a row, you can fry a few of them at once. 

The regular and magical attacks of the Eire Orb are slow to develop. Quick Demons can inter¬ 

rupt your attacks as you make them. The weight and power of the Fire Orb, however, makes for 

some devastating blows. Use it against heavy-duty Demons. 



WIND ORB 
Sword Aspect: Shippuu 

Orb Aspect: Arashi 

The Wind Orb sword is a good weapon for crowded areas. Its fast double bU 
amongst a group of enemies. The whirlwind magic is invaluable when you're 

Demons. Zap em with the wind blast; and you're sure to knock them back. 

BISHAMON SWORD 

The Bishamon Sword can only be acquired 

with the Bishamon Ocarina. The Ocarina 

is found in the last level of the Dark Realm 

(see the "Dark Realm" section for details). 

The Bishamon has a powerful magical 

attack that does not use magic energy. 

As long as you keep pressing A the 

Bishamon Sword will keep attacking 

with full force. It's invaluable in the 

final battle of the game. 

KAEDE'S WEAPONS 
NORMAL WEAPONS 
Kaede is a ninja who travels lightly. She only uses two types of weapons. Because 

she wasn't contacted by the Ogres; Kaede doesn't have access to a Gauntlet or the 

Orb weapons that Samanosuke does. Her weapons are limited; but her skills make 

up for it; as discussed in the "Combat" section. 

KNIFE 
Kaede is a fierce warrior with the Knife in her hands. It's fast and vicious; keeping 

your enemies staggering as she whips it around. 

KUNAl 

When you want to keep your distance from an enemy; 

use the Kunai. These throwing knives can tackle oppo¬ 

nents from afar. You don't have to equip them to use 

them; press A. and she'll fire off a Kunai. 

MAGIC WEAPONS 

SACRED KNIFE 

Kaede only has one magic weapon; the Sacred 

Knife. It acts like the regular Knife but is far more 

effective against the Demons. Equip it as soon as 

you find it. 

SHINOBI KIT 

Even though Kaede can't get past the glowing 

seals; her ninja skills allow her to get into doors 

that have broken locks. Samanosuke can't get past 

a busted keyhole; but Kaede's Shinobi Kit lets her 

through with ease. 

mm 
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ENEMIES 

SOLDIER DEMONS 

Attacks 

Attack Name Damage Can You Block? 

Left Slash 10 Yes 

Right Slash 12 Yes 

Bamboo Split 15 Yes 

Spinning Horizontal Cut 20 Yes 

These are the footsoldiers of the Dark 

Realm. They're everywhere and they're 

easy to kill. They have some tricks/ 

such as attacking in groups and a 

nasty dying slash that can catch you 

off guard. Attack with your strongest 

sword/ and guard yourself between 

attacks until they're where you want 

them. Watch out for a final slash after 

you've killed a Soldier Demon - they 

can attack as they fall to the ground. 

ARCHER 

Attacks 

•7" >-• 

Attack Name Damage Can You Block? 
Fire Bow 22 Yes (if facing archer) 

Archers are footsoldiers with Bows. They show up on rooftops/ but not 

exclusively. You hear them before you see them. They don't move/ so 

they won't chase you - if you keep moving/ they'll keep missing. If they're 

level with you/ zigzag toward them and kill them with a sword stroke. 

When they're on a different level/ hide/ wait until they fire an Arrow/ 

then pop out and nail them with the Bow/ the Matchlock/ the Kunai/ or 

the Wind Orb Spell. 

o' 
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Attack Name Damage Can You Block? 

Down Stroke 15 Yes 

Dash Attack 20 Yes 

Jump Attack 25 Yes 

Three Eyes are the low-level ninjas of 

the Demon world. These masked 

sneaks are fast and agile/ but easy to 

deal with. Keep your guard up and use 

the dS to keep yourself turned toward 

them. They jump and spin/ but if you 

stay locked on them/ they can't get 

away from you. If you deal with more 

than one/ the Wind Orb Spell comes 

in handy because you can hit them 

while they're jumping through the air. 

DARK SPIDER 

Attacks 

Attack Name Damage Can You Block? 

3-Level Strike 9 EACH Yes 

Kunai Throw 14 Yes (if facing thrower) 

Back Sweep 19 Yes 

Sweeping Downstroke 17 Yes 

Dash Attack 22 Yes 

Jump Attack 28 Yes 

Dark Spiders are dangerous opponents. They're 

fast/ they use ninja techniques to confuseyou/ 

and they throw Kunai to attack from a distance. 

If you're facing them/ your guard position keeps 

you safe from the missile attack/ but these are 

the first enemies who can hit you from behind. 

Keep moving and dispatch them quickly. They 

can't hit you while you're making a magic 

attack. If they blur and show two images/ pause 

until you're certain of where they are. 

- 
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Attacks 

Attack Name Damage Can You Block? 
During Headlock 4 EACH No 

Headlock Grab 8 No 

Sweeping Stroke 18 Yes 

Rising Stroke 20 Yes 

Hidden Cut 25 Yes 

Flip Reverse Cut 27 Yes 

Vertical Cut 28 Yes 

Attacks 

Attack Name Damage Can You Block? 
During Headlock 5 EACH No 

Headlock Grab 8 No 

Sweeping Stroke 20 Yes 

Rising Stroke 22 Yes 

Flip Reverse Cut 28 Yes 

Vertical Cut 32 Yes 

DARK ARMOR DEMON 

LONG ARM DEMON 

These Demons are [ike Long Arms, but stronger. They have black armor and carry shields. Use the Thrust attack to stab 

them under their shields. Also, attack as they wind up for a stroke or after you block their attacks. In either case, you can get 

past their shield. The shield makes these Demons time-consuming opponents, but [ike the Long Arms, they're slow and prone 

to killing their own allies. If you cut away a shield, watch out for the Headlock attack, which works the same as the Long 

Arm's Headlock. 

With heavy armor, a long reach, 

and a powerful swing, these red 

Demons are hard to kill and hard 

to avoid. Fortunately, they're not very 

fast or smart. If you maneuver other 

opponents between you and the Long Arm 

Demon, he may take them out for you. When facing 

a Long Arm alone, attack and watch for him to begin a swing. 

Block, then attack again as he recovers. Magic attacks knock him 

down - if they don't kill him outright - setting him up for a final thrust. 

Long Arm Demons can also grab you for a Headlock attack, sucking away your Vitality until you get away. Sidestep or 

backpedal when their free hand sweeps back. 

Attack Name Damage Can You Block? 

During Blade Biting Attack 5 each No 

Rolling Attack 5 EACH (UP TO 5 HITS) Yes 

Biting Attack 10 Yes 

Blade Biting Attack 10 No 

Hatchet Reverse Sweep 11 Yes 

Big Hatchet Stroke 12 Yes 

Hatchet Combo 12 EACH (up to 3 times) Yes 

ENEMIES 

This pig-like Demon appears out of nowhere and [umbers around slowly; he can't take much punishment and he's easy to kill 

if you're near him. However, be wary when the Bazuu is at a distance - he tucks himself up in a ball and rolls over you. This 

not only causes you damage, but also leaves you off balance against other, closer enemies. Fend off his rolling attack by keep¬ 

ing your guard up. If he hits you, he bounces off and you can kill him while he's recovering. Attack swiftly to prevent these 

foes from attacking, and the Bazuus fall quickly. 

BARABAZUU 
Attacks 

Attack Name Damage Can You Block? 

Slanted Sword Downstroke 20 Yes 

Sword Rising Cut 20 Yes 

Flying Stab 25 Yes 

Behind-the-Back Chop 28 Yes 

Two-Handed Chop 28 Yes 

One-Handed Chop 30 Yes 

Axe Sideswipe 36 Yes 

Axe Throw 45 Yes 

f 

The leader of the Bazuus, this bull-like Demon has enormous strength but no speed. He can throw his axe, but he's got lousy 

aim, so if you keep moving, he can't hit you. Blocking with your sword blunts all his attacks, but he can knock you off balance 

so other enemies can get to you. In the early stages of the game, use an Orb Spell to take out the Barabazuu. Later on, when 

your swords are more powerful, a feint-and-slash strategy is best. Wait until he's swung and is recovering from the stroke, 

dash in and hit him, then retreat quickly. If you don't let him corner you, you can pick away at him until he goes down. 
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OOWASSHA 

Attack Name Damage Can You Block? 

Flying Stab 25 Yes 

Behind-the-Back Chop 28 Yes 

Two-Handed Chop 28 Yes 

One-Handed Chop 30 Yes 

Behind-the-Back Slash 36 Yes 

Piggyback Sideways Strike and Slash 36 Yes 

Sideswipe 36 Yes 

Back Carry Chop 40 Yes 

Turning Chop 40 Yes 

This big; boy's long reach makes 

him a dangerous opponent. He 

doesn't need speed because he can 

get to you from anywhere/ and his 

axe takes a huge chunk out of your Vitality (and your head) if he hits you. Stay as far away from him as you can/ using magic/ 

Arrows/ or the Matchlock if you have it. Don't let him corner you - if he gets you down/ he'll hit you at least once more before 

you can get up and out of range. Use Orb Spells against this beast. 

GYARAN 
Attacks 

Attack Name Damage Can You Block? 

Suck Up Energy 4 No 

Absorb Souls 6 Souls Yes (with Holy Armor) 

Body Blow 7 Yes 

A Gyaran is a collection of old grudges that has accreted into what looks like a ball of skulls. It hovers around the fringes of 

battles sucking up the Souls of Demons you've killed. If you're careless about where you stand/ it grabs your arm and sucks 

away your Magic Energy. What's worse/ if it gets all your magic/ it starts sucking your Vitality/ too. Dispatch it with 

Arrows/ Matchlock Bullets/ op less easily/ by sword. It releases the Souls it has stolen after you hit it a couple of times. 

After a while/ however/ it spins and disappears/ taking the Souls with it. Your best defense is the Holy Armor/ which pre¬ 

vents it from stealing your rightful bounty. Remember that the Great Armor/ although better in a fight/ won't keep the 

Gyaran away from you. 

ENEMIES 

Attacks 

Attack Name Damage Can You Block? 

Sickle Attack 20 Yes 

Sickle Hook Attack 20 Yes 

Shear Attack 25 Yes 

Body Blow 28 Yes 

Sharks are insect-like Demons with slashing mandibles; they attack singly or in groups from land or water. A sword block 

protects you from one, but if you're attacked by a group, one can knock you off balance with a body blow so the others can 

damage you. 

When playing Samanosuke, keep moving, hit them with the most powerful sword you have, and block only if you're not being 

attacked on two fronts. When playing Kaede, avoid them if possible. If you can't get past them without a fight, use the Kunai. 

REYNALDO 
Attacks 

Attack Name Damage Can You Block? 

Ground Pierce Grab 5 No 

Ground Pierce Spin Attack 6 Yes 

Ground Pierce 12 Yes 

Hitting Attack when Whip Doesn't Grab 12 Yes 

When Whip Grabs 12 No 

Stop Whip Grab 20 No 

Left Whip Attack 22 Yes 

Right Whip Attack 24 Yes 
Reynaldo is the first of the scien¬ 

tist Guildenstern's Demonic cre¬ 

ations. He is a mollusk-like mon¬ 

ster with a tremendous reach. /\)ot only do his whip-like tentacle arms lash out and grab or pound you/ they can travel under¬ 

ground to come up to whip and grab at your legs. If you keep moving in a zigzag pattern/ they can t catch you/ but keep an eye 

out for the telltale dust trail they leave as they move toward you. 

Blocking isn't as effective against Reynaldo because of his Whip Grab. He wraps around your sword when you're blocking/ 

pulls you to himself/ then stabs you with spikes on his sides. Reynaldo's most insidious trick/ though/ is his ability to regener¬ 

ate. If you cut him in half with a vicious slash/ he regenerates from the cut halves/ and you'll find yourself facing two 

Reynaldos. Keep him at close quarters and keep slashing. If you find yourself with multiple Reynaldos to deal with/ use the 

Matchlock/ the Wind Magic attack/ or the Fire Magic attack to hit them all at once. 

TlP:The Wind Orb is fast against a group of Reynaldos, but it seems prone to slicing him in half 
so that more come at you. The Thunder Orb is fast and you're not as likely to get so many 
regenerated monsters. 



Attack Name Damage Can You Block? 
Combo Cut (Second) 12 Yes 

Combo Cut (First) 14 Yes 

Left Sideswipe 22 Yes 

Right Sideswipe 24 Yes 

Boomerang Attack 28 Yes 

Step-In Side Throw 28 Yes 

Thrust Down Attack 32 Yes 

Killer Ground Stroke 34 Yes 

Rising Dragon Blade 40 Yes 

The Volchiman can disappear into 

thin air, leaving you with no target 

and a false sense of security - until 

he pops up behind you, turns solid, 

and whacks you with a sword. He also sinks into the ground and moves around. Don't think you're safe while he's far away - 

not only can he suddenly appear right next to you, he can also throw his sword, which is apparently a boomerang. As usual, 

keep your guard up and attack when he's close. Magic works well against him, because once the attack has begun he can't dis¬ 

appear to avoid it. The guard position thwarts all his attacks, so use it liberally. Watch for the faint shimmer of his body while 

he's moving around invisibly, and turn to face his destination if you have time. 

VOLCHIMAN 
Attacks 

TIP: The Volchiman is a Boss for Kaede. 
Strategies for defeating him are in the "Kaede 

■ Goes to Prison" section of this guide. 

ENEMIES 

BOSSES 
Here's a quick rundown of the Bosses you're going to meet, just to get you 

acquainted. We'll provide specific details on how to deal with each of them in the 

walkthroughs. 

OSRIC 
A steel club and a vicious 

body slam technique are this 

ugly feller's best features. One 

of Princess Yuki's kidnappers, 

you meet Osric once in the 

beginning of the game, then 

again in the Drained Moat. 

MARCELLUS (PROTOTYPE) 
This early version of 

Guildenstern's "greatest 

creation" rules the roof of 

the keep until you show 

up and steal the Wind 

Orb out of his clutches. 

THE STY LAPP 
You meet the Stylado under 

the keep; he's Akechi's exact 

double, created by 

Guildenstern. He has a 

Phantom Bullet attack and an 

unfocused look in his eyes. 

BAGUWASSHA 

HECUBA 
Hecuba is a screechy 

Demoness shaped like a bee. 

You fight her in the turret, 

where she taunts you about 

what the Demons are going to 

do with Princess Yuki and 

Yumemaru. She uses her 

stinger attack and her Shark 

friends to harass you. She gets 

what she deserves. 

I 
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The Baguwassha is the 

"Bazuu di tutti Bazuu." 

When you meet him, he 

has three Oowassha 

with him, and they all 

want your head. He's 

mean, he has a giant 

axe, and he has some 

stuff you want. Fear not, 

though; he's just a barn¬ 

yard animal with a 

weapon compared to 

what's coming up. 

MARCELLUS 

FORTIN BRAS 
No body's bigger or badder 

than Fortinbras. He's the one 

behind it all - the kidnap¬ 

pings, the scheme to raise Nobunaga from the dead, and the plan 

to rule the world. He's a giant snake with arms, and he has an 

eyeball on the top of his head. He attacks with fireballs, thunder¬ 

bolts, wind magic, laser beams, and a good old-fashioned punch. 

As if those aren't enough, he can grab you and kill you in one 

attack no matter how much Vitality you have. 

This is the new and 

improved Marcellus, 

the penultimate chal¬ 

lenge in the game. He 

has a whirlwind magic 

attack, powerful tack¬ 

les, and double spinning 

sword blades. He also 

assumes two different 

physical forms, one 

based on power and one 

based on speed. He's 

the king of the bridge 

you meet him on. 



FINDING and USING ITEMS 

TlP:You have to be right on top of hidden items to pick them up. If you're standing where the map says an 
item should be but can't find it, move a bit to either side while tapping X. You will grab it eventually. 

FINDING and USING ITEMS 

LIST OF ITEMS 

The Trick Treasure Boxes require some brain power | 
to figure out. It's worth the trouble, though, to get I 
the important loot from inside. 

ARMOR (NORMAL) 

WHERE TO FIND THEM 
There are several ways to acquire items in Onimusha. The easiest way is 

to find them lying around. Sometimes they're easy to see, like the Magic 

jewel in the bucket in the keep - they glitter and catch your eye. Some 

aren't so obvious - Herbs are sometimes found among other plants, 

where they're hard to see because they blend in with their surroundings. 

Books, too, are often on shelves with a lot of other clutter that you can't 

pick up. Fluorite is invisible unless you have the Vision Staff, so you have 

to search every corner of some rooms until you find it. 

Sometimes objects are found inside item boxes. These knee-high lac¬ 

quered boxes are easy to see and easy to open. They can contain 

Medicine, Herbs, Fluorite, Arrows, Bullets, and other helpful things. 

Trick Treasure Boxes, which require you to solve a puzzle before you 

can open them, also hold objects you need. The items in these boxes 

are bigger and more valuable, like the Bow, the Holy Armor, the Great 

Armor, Kaede's Sacred Knife, and so on. The items in the Trick 

Treasure Boxes are either very valuable or absolutely imperative to 

progressing in the game. 

There are more difficult ways to get items, too. If you save the life of a 

soldier under siege by Demons, he often provides valuable assistance. 

You also can find helpful objects by destroying large ornamental 

vases, wooden crates, or wall hangings. Look for things that are more 

vividly colored or look more three-dimensional than the rest of a room. 

ITEMS 

This generic 

ARMOR IS COATED 

with Japanese 

LACQUER. 

Where Found: 

Basic Equipment 

Use: Protection 

FROM ATTACK 

The Ogres 

CREATED THIS ARMOR. 

It CAN HELP TO KEEP 

AWAY THIEVES. 

Where Found: Chest 

in Gate Trap Room 

Use:Increased 

PROTECTION FROM 

ATTACK, TO REPEL 

Gyaran 

ARMOR (HOLY) 

These boxes are usually visible. Walk up to them 
and press X to open them. 

USING ITEMS 

The tapestry can be cut to reveal a nook. That wooden crate can be smashed with a sword stroke. Keep 
your eyes open for such objects. 

Many items in Onimusha automatically activate when you need them, like the Vision Staff and the Rosary of 

Communication, but you must activate most of the rest. For instance, when you acquire a new set of armor, you have to Equip 

it. To use an item, press (star£>f then 153 to get to the items list, then use the D-Pad to scroll to the item you want to activate. 

Press X to select and confirm, then E3 to return to the game. 

, NOTE: Many items can't be used unless you're in the right place at the right time, like the Great Bow 
and the Great Arrow. Stand in exactly the right place to use items that have to go somewhere specific. 
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ARMOR (GREAT) 

This armor was used 

by the Ogres and is 

VERY POWERFUL. 

Where Found: Trick 

Treasure Box 

BEHIND WATERFALL 

BY LAKESIDE HOUSE 

Use: Maximum 

PROTECTION FROM 

ATTACK 

BISHAMON OCARINA 

The ocarina helps 

AWAKEN A SWORD ... 

Where Found: 

Level 20 of the 

Dark Realm 

Use: Unlocking 

Bishamon Sword 

ARROW (NORMAL) BLUE KEY 

This is a common 

weapon. The 

ARROWHEAD IS MADE 

OF IRON. 

Where Found: 

Various Locations 

Use: Killing 

ARCHERS OR 

ELEVATED DEMONS 

A KEY THAT HAS A 

BLUE CIRCLE DRAWN 

AT THE HANDLE. 

Where Found: 

Under the keep 

Use: Opening the 

DOOR MARKED WITH 

BLUE INK 

ARROW (FIRE) BULLETS (NORMAL) 

Avery powerful 

weapon. It burns its 

TARGET ON CONTACT. 

Where Found: 

Enhance Normal 

Arrows to make 

these 

Use: Killing 

ARCHERS OR 

ELEVATED DEMONS 

Ammunition for the 

Matchlock. It can 

PENETRATE ARMOR. 

Where Found: 

Various Locations 

Use: Killing 

POWERFUL, DISTANT, 

OR ELEVATED DEMONS 

FINDING and USING ITEMS 

BU LLETS [BURSTI These bullets are 
POWERFUL 

AMMUNITION FOR 

the Matchlock. 

Where Found: 

Various Locations 

or Enhance Normal 

Bullets 

Use: Killing 

powerful, distant, 

or elevated Demons, 

TAKING OUTGROUPS 

of Demons 

CREST PIECE (LEFT) 

The drawings on 

THE BACK MAKE IT 

LOOK LIKE A 

STARTER KEY. 

Where Found: 

Keep, second floor 

Use: Opening 

LOCKED ROOM ON 

FOURTH FLOOR OF 

THE KEEP 

CREST PIECE (RIGHT) 

The drawings on 

THE BACK MAKE IT 

LOOK LIKE PART OF A 

DEVICE. 

Where Found: Keep, 

SECOND FLOOR 

Use: Opening 

LOCKED ROOM ON 

FOURTH FLOOR OF 

THE KEEP 

DECORATED ARROW 

You can't seem to 

USE IT BECAUSE OF 

THE THICK 

DECORATIONS. 

Where Found: Trick 

Treasure Box 

Use: Substitute for 

Great Arrow, opens 

LATCHED DOOR AND 

Treasure Box 

DECORATED SWORD 

YOU CAN'T SEEM TO 

USE IT BECAUSE OF 

ITS THICK 

DECORATIONS. 

Where Found: 

Baguwassha's 

COURTYARD 

Use: Opens gateway 

TO EAST AREA 

EVIL PLATE 

A PART OF THE EMBLEM 

of Dark Gate, it may 

BE A KEY.... 

Where Found: Keep: 

Underground, 

AFTER STYLADO 

BATTLE 

Use: Opening door 

to Dark Realm 

GATEWAY ROOM 
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GOLD PLATE 
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This appears to be 

USED AS A STARTER 

KEY OR SOMETHING .. 

Where Found: 

Furnace room, 

WEST AREA 

Use: Opening gate 

to PRISON 

GREAT ARROW 

----—- - 

You NEED A BOW THAT 

MATCHES THIS ARROW 

TO USE IT. 

Where Found: 

Dragon pedestal, 

EAST AREA 

Use: Breaking seal 

on gate to Dark 

Realm. 

GREAT BOW 

YOU NEED AN ARROW 

THAT CAN MATCH THIS 

BOW TO USE IT. 

Where Found: 

Turret, east area 

Use: Firing Great 

Arrow to break 

SEAL ON GATE TO 

Dark Realm 

GREEN KEY 

A KEY THAT HAS A 

GREEN CIRCLE DRAWN 

AT THE HANDLE. 

Where Found: 

Locked Treasure 

Box, EAST AREA 

Use: Opening doors 

MARKED WITH 

GREEN INK 

FINDING and USING ITEMS 

HERB POWER JEWEL 

This Herb helps you 

recover a small 

amount of Vitality. 

Where Found: 

Various Locations 

Use: Healing 

This yellow jewel 

enhances your 
Vitality. 

Where Found: 

Various Locations 

Use: Makes 

Samanosuke's 

Vitality Bar longer 

MAGIC JEWEL PURIFIER BELL 

This blue jewel will 

ENHANCE YOUR MAGIC 

POWER. 

Where Found: 

Various Locations 

Use: Makes 

Samanosuke's Orb 

Magic Bar longer 

Ring this bell to 

PURIFY THE CURSED. 

Where Found: Under 

THE KEEP 

Use: Clears pathway 

THROUGH TORMENTED 

SOULS 

MEDICINE 

This Medicine helps 

YOU RECOVER A LARGE 

amount of Vitality. 

Where Found: 

Various Locations 

Use: Healing 

RED KEY 

A KEY THAT HAS A RED 

CIRCLE DRAWN AT THE 

HANDLE. 

Where Found: Keep, 

FIRST FLOOR 

Use: Opening the 

DOOR MARKED WITH 

RED INK 
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Where Found: Behind 

TRICK CUPBOARD, 

WEST AREA 

Use: Opening gate 

to PRISON 

ROSARY of 
COMMUNICATION 

This item allows you 

TO HEAR THE DECEASED. 

Where Found: Under 

THE KEEP 

Use: Hearing the 

SPIRITS OF THE DEAD 

SOUL ABSORBER 

This item lets you 

AUTOMATICALLY ABSORB 

a monster's Vitality. 

Where Found: 

Various Locations 

Use: Stealing souls 

from Demons 

WITHOUT COMBAT 

SHIN OB l KIT STATUE HEAD 

This kit helps ninjas 

UNLOCK DOORS AND 

DISARM TRAPS. 

Where Found: Basic 

Equipment 

Use: Allows Kaede to 

OPEN LOCKED DOORS 

The neck is shaped like 

a key. Maybe it could 

START .... 

Where Found: 

Baguwassha's 

COURTYARD 

Use: Lifting gate 

guarding Matchlock, 

WEST AREA 

■ 

FINDING and USING ITEMS 

talisman 

VISION STAFF 

The one who has this 

STAFF CAN SEE THE 

glowing Fluorite. 

Where Found: Statue 

of the West room, 

WEST AREA 

Use: Finding Fluorite 

This item lets you 

FULLY RECOVER YOUR 

Vitality if you're 

FATALLY WOUNDED. 

Where Found: Dark 

Realm; behind wall 

HANGING IN EAST AREA 

Use: Restoring you to 

LIFE IF YOU DIE 

WOOD LADDER 

A TYPICAL LADDER THAT 

IS USED TO CLIMB 

WALLS. 

Where Found: Under 

THE KEEP 

Use: Climbing up well 

IN THE KEEP 

FILlA*A£^WWfcES.CX>** 



There are six parts to the Journals. They were [eft 

Saimyou's Journals look [ike behind by an acolyte named Saimyou whose master 

this; he didn t have time to make was [^i[[ec[ \yy the Demons. Saimyou lasted a little longer 

and managed to record his experiences; including drawings 

of the Demons' activities. 

them fancy. 

The colored books and the code 
books are attractively bound. 

BOOKS and DOCUMENTS 
In your travels through Inabayama Castle and its sur¬ 

roundings; you find many documents that your prede¬ 

cessors have left behind - journals; books; and maps 

that give you clues about what the Demons are doing 

and how to thwart their plans. Some make sense 

immediately; and some may take a little longer to 

understand .... 

Less artistic but more durably bound are the colored books; of which you will find five - blue; red; green orange; and white. 

These are the journals of the Demon surs^on Gui[denstern; and they give you valuable information about what the Demons 

want with humanity and why they've kidnapped Princess Yuki and resurrected Lord Nobunaga. 

The most attractive books are the Apocalypses i and 2. Leatherbound and gilt edged; they describe the Dark Ceremony and 

what it means to the Demons. 

The most useful of all the documents you find are the Seiryu; the Suzaku; the Byakko; and 

the Genbu. Each of these code books has been torn into four fragments and scattered 

about the Castle and its environs. Each one; when reassembled; contains the answer to 

one of the questions posed by the Puzzle Boxes. 

The last category of documents you encounter is maps. All the areas into which you ven¬ 

ture are detailed in the Nanamagari Map; the Underground Temple Map; the South 

Area Map; the Keep Map; the Keep Underground Map; the West Area Map; the East 

Area Map; and the Dark Realm Map. 

TIP: Press down on the right analog stick of your con¬ 
troller to get a view of the map you're on. It's helpful to 

■ orient yourself without having to navigate the menus. 

The maps are in good shape 
despite the damp air and ram¬ 
paging Demons. 

WALKTHROUGH 

HOWTO USE THIS WALKTHROUGH 

-~/V t .A - 
- 

nimusha: Warlords - Prima's Official Strategy Guide is organized to give you 

fast and easily access to the information you need: find every item, view all 

the maps, and use our hints and tactics to help you defeat enemies. 

walkthrough 
The numbers on the maps correspond to the num¬ 

bers on the screens or text that comes after each 

map. They point out such things as important 

events, puzzles, and tasks you must complete. 

This guide does not take you step-by-step 

through every battle, door, and room in the 

game. Onimusha has an element of choice 

and randomness to it that makes the game 

new and entertaining every time you play. That 

element, however, means that you can choose to 

visit certain areas or solve certain puzzles in a dif¬ 

ferent order than your friend. Nonetheless, this 

guide provides maps that show you the location 

of every item and it gives you tactics for 

battling every enemy - the rest is up 

to you. 

BOSSES 
Each high-powered Demon Boss has its 

own section in the walkthrough. These 

sections describe the attacks each Boss 

has and explains; in detail; the best strat¬ 

egy for fighting them. 

The Boss sections include a table of 

information about their attacks. The 

table gives the name of each attack; 

how much damage 

it does; and 

' whether or not it 

can be blocked. If an 

attack has a No in the nCan You 

Block?" column; it means that you 

can't avoid damage by holding (HI 

and letting the attack hit. You can 

dodge or run away from an attack 

that can't be blocked; you just can't 

protect yourself with a sword. 

/Ylow you're as ready as you'll ever be to 

jump into the mythic world of feudal 

Japan. Strap on the lacquered armor; 

grab your sword; and make sure 

you've got your ninja companion 

handy. 

maps 
Each map has a quick list of general 

information about the areas shown. 

It reveals the items you can pick up; 

what enemies you'll face; how many 

Magic Mirrors there are; and what 

documents you can pick up in the 

areas shown on the map. Like so: 

You should also use this list as a 

legend, it shows what the icons on 

Tap symbolize. 

Items: Herbx2^?, Fluorite X3V/ 

Foes: Three Eyes, Soldier Demons, 

Long Arm Demons 

Magic Mirrors: 2 
Documents: West Area Map AA 

Suzaku Journal 5 

JEDOM. 



the BEGINNING 

ake time to watch the game's entire 
introduction in order to gain a basic 
understanding of the background story. 

Items: Herb /r 

FoeS: Soldier Demons, 
Three Eyes 

Magic Mirrors: i g 
Documents: Instructions 

It seems that war has been declared, Here's our hero, Samanosuke Akechi. 
He's gotten himself into a little trouble. 

You find a pair of Three Eyes 
carrying Princess Yuki. Thrash 

them around until they run away. 

Lord Nobunaga is not a nice fellow, so that This is Princess Yuki. Her brother 
arrow in his neck isn't the saddest thing in split away from her father's house 

the world. It's ironic, though, since he had and took Samanosuke with him. Yuki misses 
just won the battle. Samanosuke, who happens to be her cousin. 

START 
A big ugly demon named Osric The Ogre Clan gives you the means 
shows up and knocks you out. Say to defeat the Demonic hordes. Their 
goodnight, Samanosuke magic and your skills may be able to 

crush the evil fiends. 

NOTE: You also get the Instructions Document. 
It'll give you a quick rundown of the Gauntlet's uses 

After your first couple of fights, 
you have a conversation with a 

group of frightened soldiers. 
They point the way to the keep, 

where Princess Yuki may have 

been taken. 

Up the path and outside a 
cave, defeat the Three Eyes. 
Grab the Herb to the right 
of the cave. Go in the cave 
and head down the hole. Y°u 
can't go back out, but don't 
worry; there's nothing left for 

you here. 

Samanosuke knows something is Unknown to our hero, a dark army marches 
wrong, but he arrives too late to save on. Lord Nobunaga leads the horde, despite 

. Princess Yuki from the kidnappers. the sudden death he suffered earlier. And so 

. . our story begins.... 

beginning WALKTHROUGH 

Wm , riaM 
jp? Up' 



zmm. corner, 

this box must be 

turns. 

the THUNDER ORB 
\ z ~ 

Items: Underground Temple Map jS£| 
FluoriteQ, Thunder Orb ©, 
Rope Ladder 

Foes: Soldier Demons, Three Eyes 

Magic Mirrors: o 

Documents: Sougen's Note, Seiryu 
Vol. 1, Journal 1 

the THUNDER ORB 

Shift to the right set c f 

look [ike this. Now ju, 

them once to unlock 

tiles and move them once so they 

ist go back to the [eft set and movT 

e box. You'll get the Rope Ladde. 

You'll run into these Trick Treasure Boxes 
throughput the game. You must set the 
sliding tiles in the proper order with in the 
amount of turns indicated on the bo* 

IOTE:The Seiryu is the first of the code 
books that helps you open the Puzzle 

Boxes. There are four code books and four parts 
to each of the code books. See "Game Basics" for 
more information on the Puzzle Boxes. 

TIP: There are 20 pieces of Fluorite scat¬ 
tered throughout the game. Make an effort 

til to collect all of them. You'll get a prize at 
the end of the game if you do. 

Bust the pots to reveal a box with 
Journal 1 inside. It seems that 
Saimyou is going to record his 
fight against the Demons. 
However, that Mummified Monk 
was Saimyou's master, Sougen. 
What happened to Saimyou and 
Sougen? Head to the altar and 
pick up the Thunder Orb. 

The stones 
are dark gray 
when they're in 
the wrong posi¬ 

tion and light gray when they're in the right 
position. Luckjly, there are marks in the corners 
to help you out. Here are the first few moves to 
make in order to solve this box in the allotted 
turns START 

Start by highlight¬ 

ing the [eft set of 

four tiles. You have 

to move four at a 

time. Press X ar d 

they'd turn clock 

wise once. The 

result should look 

like the screen. 

Take out a few Three Eyes and grab the Map from 

the box by the stairs, then head up the stairs to the 
Mummified Monk. He guards Sougen's Note, which 
says that, with the Ogre Gauntlet, you'd have a 
chance against the Demons. 

The Seiryu Vol. 1 
rests in a cup¬ 

board in the 
corner. Make sure 

you grab the 
Fluorite in the 
second cupboard 

down from the 
Seiryu. 

NOTE: Congratulations, you now have the first of 
the special swords. You equip it automatically. Your 

next fight may be a bit smoother now that you have a more 
powerful weapon. 

2 -‘M 



BEYOND THUNDER ORB 

^/\)OTE:You don't have the proper 
W code books to solve the Puzzle Box 
We'll let you know when you've got the 

3er code books and lead you back later. 

Lo progress; you 
must fight your 

way past 
Barabazuu. Use 
your magical 
attack to whittle 
him down quick¬ 
ly. Slide through 
the door he was 
guarding. 

Save the soldier from the Soldier 
Demons; and he'll drop a bit of 
Herb for you. Then head to the 
break in the wall and use the Rope 
Ladder. Climb down. 

Break the box near the sealed door 
to get the Medicine. Save your 
progress and head through the 
double doors. Get ready for the 
first Boss battle. 

Z^JOTE: Once again, there's a Puzzle Box that you don't yet have the means to solve. We'll come back to this 
when you can solve it. 

Items: Fluorite Q , Fire Orb © 

Foes: Osric (Boss), Reynaldo, Gyaran 

Magic Mirrors: o 

Documents: journal 2 

START 

Osric is the big nasty 

Demon that made off 

with Princess Yuki in the 

beginning. He's tricky if you're 

unfamiliar with Samanosuke 

r and; at this point in the game; 

you don't have much experience 

playing the samurai. Here are 

W some tactics to try. 

You encounter your first Puzzle 
Box and door seal here. Before 

you pass through the door; 

make sure you equip the 
Thunder Orb. Then face the 

seal; and press X. It responds 
to the Level 1 Thunder Orb 

and lets you pass. 

the FIRST BOSS and the FIRE ORB 

Boss: Osric 
Attacks 

I 

Attack Name Damage Can You Block? 

Sideswipe 15 Yes 
Crazed Turning Sideswipe 20 Yes 
Underhand Stroke 25 Yes 
Overhand Attack 30 No 
Pound Attack (after Overhand) 30 No 
Crazed Charge Attack 35 No 

BEyOND TH UNDER ORB 
Items: Magic JewelG> Herb^\ Medicine^ 

FoeS: Bazuu, Barabazuu, Soldier Demons 

Magic Mirrors: 2 j| 
Documents: South Area Map i&k 

L 



spout some white Souls to pump your magic energy up so you can 

hit him once or twice more. As soon as the magic is gone, run awd 

Osric has a few attacks you can't block, his Overhand Attack and 

his Crazed Charge are the most common. If you see his arm swinJ 

up over his head, hold US and sidestep out of the way. If you get 

knocked flat by the Overhand, the beast will follow up with the 
Pound Attack. 

When Osric bellows and shakes, he's Crazed. If he then lowers his' 

head and stomps his feet, he's getting ready to charge, so run away 

STRANGE MEETING 

Items: Normal Arrows^, Herb^, Fluorite Q, 
Bow " 

Foes: Soldier Demons, Long Arm Demons 

Magic Mirrors: i £ 
Documents: Keep Map ®, Journal 3 ^7 

Suzaku Vol. 2 

The most difficult part is recognizing when Osric is going to hit 

you with a swipe of his club that can’t be blocked. You may take a 

beating your first time out, but as soon as you're familiar with his tactics, you'll be able to school him * 
the ancient art of samurai butt kicking. 

m 

Through the hole 
that Osric opens 
up when he falls, 
you'll find a box 
with Journal 2. 

Saimyou has a sad 
tale. Continue on 
and smash the 
pots in the next 
room to find a 
chunk of Fluorite 
in the corner. Who-what-is this thing? He 

doesn't look like a nice guy. 
He reveals that he operated on 
Lord Nobunaga, resurrecting him 
from the dead. In return, Nobunaga 
is going to serve the Demons. 
Dismissing you as weak, the crea¬ 
ture sets his newest creation, 
Reynaldo, on you. Fight for 
your life! 

After defeating the slippery Reynaldo, 
grab the Fire Orb from its stand in the cor- 

Now you have the second magic 
sword Samanosuke uses. 

TIP: Use the Thunder Orb when 
you're after the Gyaran. Get near 

m them and start swinging away. 
Eventually, you'll hit them. 

When you pass by the defeated 
Osric, a gang of Gyaran suck 
away his energy. Destroy the 
Gyaran and take back the bounty. 
Then use the Fire Orb sword to 
open the seal on the small door. 

a STRANGE MEETING 
Return to the courtyard of 
the South Area - where 
you first encountered the 
Minotaur. Use the Fire 
Orb to get through the 
door, and you'll see the 

battered main room of the 
keep and encounter your 

first Red Samurai Demon. 

NOTE: You'll find a Magic 
Mirror and a Fountain 

through the door in the northwest 
corner - and a strange man. He 
won't talk to you just yet, but 
remember where to find him. Go 
back to the main room and through 
the double doors to the north. 

Samanosuke meets the monkey¬ 
like Tokichiro Kinoshita - an 
actual historical figure of consid¬ 
erable power. He's trying to sub¬ 
due a young boy who gets away 
from him. 

VUMACAMESjCCm 

Otherwise, watch his arms. 

When he's about to attack, 

hold [53 to block his normal 

blows, then counter with a 

few fast hits. If he spouts 

some Magic Energy, make 

sure you get some space 

between you and him before sucking it up. If you get enough 

energy, hit him with magic attacks whenever you can. 

The little man attempts to win 
Samanosuke to his side, but 
fails. No worries, though, he'll 
try again later. 

- 
_

 



ONTO the 
SECOND FLOOR 

PRIMA'S OFFICIAL STRATEGY CU IDE ONTO the SECOND FLOOR 

Past a tight hallway stuffed with Demons/ 
you'll find this room under the stairs. Pick up 
the Suzaku - don't swing your sword around or 
you might cut the rope - and then check out 

the Trick Treasure Box. 

unlock this box. T 

Items: Power Jewel , 

Normal Arrows , 

Fluorite Q , 

Right Crest Piece \:j 

Foes: Three Eyes, Long Arm Demons, 
Soldier Demons 

Magic Mirrors: o 

Documents: Red Book ^ 

I IP: If you've followed our advice from earlier sec¬ 
tions, you'll have boosted the Thunder Orb to Level 2 

* and then started pumping up the Fire Orb. You 
should be very close to Level 2 on the Fire Orb. If you're 
short, spend some time destroying Demons and then 
Enhance the flaming blade. 

On the balcony/ equip the Bow 
and stand in the northeast cor¬ 
ner. From there/ you can 
destroy the Demons and save 
the soldiers. They'll leave 
items that you can pick up 
later. For now/ head through 

’th the Level i Fire 
it. 

Go through the Level 2 
Fire Orb door. You'll find 
the Red Book and the 
Right Crest Piece. Check 
out the wall next to the 
armor - it's a secret pas¬ 
sage. You'll find a way to 
use it later. 

Smash the boxes to find the 
Arrows and grab the 
Fluorite just to the left of 

the box. Now make your 
way up the stairs. 

After you get the Bow; climb the stairs in the 
cramped hallway and go through the door just 
to the right of the stairs. Examine the bucket to 
get the Power Jewel. Once you have it/ cut the 
rope for fun. 

solved in five turns. 
m 

Once again, you must set the tiles in the proper order tc 

Press X to turn the 
left set of four s 

it looks [ike this 

o that 

set, 

Go back to the 
set and turn it 
like so. That 
left side proper 
Now simply m 
the right side a 
turn it until the 
stones are set 

box clicks open 
find the Bow. 

left 
once/ 

:s the 

y- 
ove to 

id 

and the 
You'll 

his one must be 

Switch to the 
right set of four 

and turn them 
once so they look 
[ike this. 

Past a weird-looking door, you run into 
Kaede and Yumemaru. After a brief 
exchange, Yumemaru - a small boy - 
slips away from the highly trained duo 
of ninja and samurai. Kaede goes off to 
search for information on Yumemaru, 
while Samanosuke continues searching 
for the princess. 

Open the box with the Herb 
in it and get the Fluorite on 
the shelf above the box. 
Head up the stairs. 

Jfl 



The gates are contro led by the big levt 
Move Samanosuke to the first one and 
-SS X. He muscles it down and the firsl 

Items: Normal Arrows , Holy Armor 

Foes: None 

Magic Mirrors: 1 f 
Documents: ByakkoVol. 2 

Now you control 
Kaede for the first 
time. Have her 

run to the next set 
of levers and pull 
the one on her 

right. That keeps 
the gate open 

when Samanosuke 
lets go of his lever. 

Have Samanosuke pull 
-he lever next to Kaede. 
t opens up a new gate 

md returns your control 
:o Kaede. Run her to the 
ever next to the last 
jate. Press X and she 
duIIs it. Do not pull the 
middle lever! Trust us. 

NOTE:This is the most 
puzzle-intensive level of the 

game. Get your thinking cap on. 

Samanosuke can get to the bo^ 
in the corner now. Open it Ip 

find the Holy Armor. Go to 
your equipment screen and dcin 

the armor by highlighting the 
Armor slot and pressing X, 

You can then choose and equip 

the Holy Armor. It keeps the, 

Gyaran away from you arid 
gives bitter protection. Now, 
go to the lever two away from 

Kaede -not the middle lever 

and give it a puf| Now there's only one lever left 
next to the exit door. Guess 

what should 

NOTE: When you find the room with the Magic Fountain - -o---1, use Samanosuke's Fire Orb magic to shed some 
light on the area. Fill up on Magic Energy, and don't waste any until you get to the Boss fight on the roof. 

After entering the double-sealed As soon as you have the informa 
tion, though, a trap is sprung. 
You must find a way out. 

door, Kaede runs up and tells 
you about Yumemaru, 
It's a sad tale, but he 

l-~ seems like a nice 
enough kid. 
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[continued] 

Slide the two small 
blocks to the [eft. J 

Slide the horizontal 
)[ockright to fill the 
space created by 

Move the block at the 
bottom 

Move the vertical 

blocks on the right to 
here's the spike room of death. Some of th 
squares have one of two different symbols 
on them - x and +. In the upper-left corner 
are with a circle muYour goal is to get a 
cter onto that square; it shuts off the trap 

TIP: The pattern of squares changes with 
each replay of the game, so these screens 

m may not match up with what you see. Don't 
worry, though, these hints will get you through in 
one piece. 

far as it 
can go/ then move the 
bottom-right block 
left and up. 

mov- 
ng the vertical blocks, 

Then move the other 
horizontal block up. 

Samanosuke is 
standing on a + . \ 

Every square that 
lines up with the 
arms of the + 
is open. 

The symbols show which 
the spikes below when yc 
one of the + squares. Eve 
with the "arms" of the +1 
ter stands on it. 

squares will open pnto 
ou step on them. Look at 
iry square that lines up 
will open when a charac- 

Now slide the vertical 
blocks on the left as 
far right as they can 

go. Fill the space they 

were in by sliding the 
small blocks down 
and moving thediori- 
zontal block in the 
middle to the left. \ 

Maneuver the two 
horizontal bbcks at 
the upper left down as 
far as they cdn go. 

After that/ take the 
horizontal block at the 
top of the middle area 
and move it 'eft. 
YouVe almos t there. 

Move the two blank 
horizontal blocks - 
the two without the 
halves of the seal 
printed on them - up 
and left. Follow the 

arrows on the screen. 
Only one more move 
to the! end. 

Once you're through 

the water trap/ pull 
the tab on this dis¬ 

play. This drops a 
staircase that lets yo 
advance and clears 

the path behind you. 

Standi ig on an x square triggers the squares on 
diagonal lines that match up to the arms of {he > 

Start with Samanosuke and put him on the square farthest from the 
start that won't send Kaede into the spike pit. Then rpove Kaede onto 
the square closest to the start that won't hurt Samanosuke. 

Samanosuke is standing on an 

square/ and the open squares li; Items: Power Jewel <D, Left Crest Piece 
Fluorite Q , Normal Arrows 

Foes: Three Eyes 

Magic Mirrors: o 

Documents: Journal 4, SeiryuVol. 2, 
SuzakuVol. 1 47 

You go from one dangerous situation into another. Proving that samurai are noble, 
but not as nimble as tiinjas, Samanosuke sa^es^^debut is stuckh^^^^^^ 

First/ move the bot 
tom left block as fa 
right as you can. 

1 hen move the t 
vertical blocks tj< 
bottom, 

[continuedl 

CHASING yUMEMARU 



Pass the door with the Saito seal lock and go down this 

ladder in the corner. 

Climb back up to the door on the fourth floor. Use the 
Left and Right Crest Pieces/ and Samanosuke sets 
them in the lock. Go through the newly opened door. 

N OTE: You now have enough of the 
Suzaku to solve the Puzzle Box in front of 

where you fought Osric. You < 
but it's a bit out of your 
when there's a more 
to the box. 

Run down the path and climb down the [adder you find 
at the end. Find the box to Samanosuke's right and then 
head to the other end of this hidden passage, you’ll find 
the latch that opens the secret door to the war room on 

the keep's second floor. 

N OTE: If you leave the war room and 
save a soldier who's battling Demons in 

the hall, he gives you some Normal Arrows in 
thanks. 

Return to the ladder 

you took from the 
fourth floor and climb 
down one more level. I 
this room/ you find tfo 
Left Crest Piece. 5li# 

the tapestry on the 
west wall to find 
journal 4. Saimyou 1$ 

getting a little weird 

CHASING yUMEMARU 

/\ID l1: Watch for wall hangings like the tapestry hiding the journal. They often cover up little nooks with 
important items or documents inside. 

You see Yumemaru, but that creepy 
little Tokichiro blocks your way. After 
spouting off some madness about 
joining the Demons, he leaps away, 
promising that you'll meet again. 

Pick up the SeiryU/ Fluorite/ and 

Suzaku on your way to the stairs. 
After a sneak Three Eyes attack, 

grab the Normal Arrows in the 
box and head up the stairs. 



the WIND ORB 

Items: Medicine , Wind Orb Q , Burst Bullets 

FoeS: Three Eyes, Marcellus (prototype) 

Magic Mirrors: 1 J| 
Documents: SeiryuVol. 3, SeiryuVol. 4. 

\- 

Boss: Marcellus (prototype) 
Attacks 71 

The big guy's sword attacks are basic blows that you can deflect with a 

block. They're slow and easy to see coming. You can block any of them. 

However, be aware that the Two-Level Combo Cut is a horizontal blow 

with an immediate backhand. The first blow knocks down your defenses and the second wounds you. 

Attack either as you see him winding up for a sword strike or right after his first blow. You're quicker than 

him, so use that to your advantage. 

Start the fight by using all of your magic attacks. Hold ED so that you're 

facing the Marcellus prototype and hit him with everything you've got. 

Press • after every attack so that you 

suck up the Souls you shave off, then 

attack again. 

You'll bust his shield after a few good 

hits - a lot of Souls will fly out of him 

when this happens. Don't relax, though, 
you haven't defeated him yet. Attack after he does, then block. Attack 
and block, attack and block. 

the WIND ORB 

Attack Name_ 

Two-Level Combo Cut 

Upstroke to Two-Level Combo Cut 
Horizontal Cut 

Lunge Down Stroke 

Tackle to Thrust 

Thrust 

Tackle to Turning Cut 

Upstroke 
Tackle 

Back Turning Cut 

Down Stroke 

Turning Cut (Impact Wave) 

Tackle to Rising Cut 

Damage Can You Block? 

12 Yes 
18 Yes 
20 Yes 
20 Yes 
20 Yes 
26 Yes 

27 Yes 
28 Yes 
30 Yes 
32 Yes 
32 Yes 
36 (18) Yes 

24 Yes 

The Marcellus prototype has three basic attack types. The Tackle is mainly to knock you off balance. If 

you're blocking when he charges; you won't take any damage. The prototype Demon can follow up a Tackle 

with a sword swipe - like his Tackle to Thrust attack. The Tackle makes you drop your guard so that the 

swipe gets through and hurts you. You can block the Tackle, but if you see 

him charge, sidestep or back away since your defenses are down once you 

take the hit. It's his fastest attack, so be on your toes. 

H • 
The Turning Cut sends out a blast of air that acts like the Shield Rush. It'll 

knock you back a bit but won't damage you if you're blocking. Again, he can 

follow up with a sword swipe to tag you while your defenses are down. 

The enemy on the roof is easier 

to beat than Osric. You've 

got better weapons, and 

you're used to the mechanics of 

fighting. Keep your head and you'll 

be fine. Remember, however, that 

this is just a prototype. Think you'll 

ever meet the final product? 

Once you're up the stairs and on the balcony, you 
can hear Yumemaru's cries for help, but he's locked 
behind a door with a green seal. Y°u don't have a 
green orb yet, so go through the double doors. 

Free the souls from the glowing object behind the 
screen, pick up the books and the Medicine, then 
save your game at the Magic Mirror. You're ready 
for the next big fight. 

When you finally wear him down, he'll pitch off the roof. Press • to 

collect all the Souls he releases and then pick up the green Wind Orb. 

Congratulations, you now have three of the magic swords. 



Use the Wind Orb to open 
the seal on the room where 
Yumemaru is being kept. 
You'll find the little guy asleep. 
Samanosuke brings him 
downstairs. 

samurai tells Yumemaru that 
there's a whole world to explore. 
He tells of his travels and the 
things he learned outside Japan. 

A maid staggers in to tell them 
that Princess Yuki was taken 
underground. Samanosuke 
leaves Kaede to guard the 
two and leaves to find 
the princess. 

TRAVELING UNDERGROUND 

NOTE: Remember 
that there's a box in 
the room where you 
find Yumemaru. 
You'll have to go 
back for the Burst 
Bullets inside. Use 
the secret door in 
the war room on the 
second floor to cut 
your travel time. It's 
a detour that you 
can ignore if you 
don't want to make 
the trip. 

Items: Magic Jewel , Herb J01 X3, Power Jewel -Jj , Rosary of Communication Q , 

Purifier Bell ^ 

Foes: Soldier Demons, Three Eyes, Bazuu, Reynaldo, Long Arm Demons, Barabazuu 

Magic Mirrors: 2 J| 
Documents: Blue Book, Green Book, Orange Book, ByakkoVol. 3,^7Keep Underground Map g 

TlP:Your Thunder and Fire Orb swords should be Level 2 - in 
both categories - by now. After you get the Wind Orb, spend 
all the Souls you collect pumping it up to Level 2 as well. 

TROUBLE UNDERGROUND 

Items: Herb Blue Key sHS]o, Fluorite Q X2 

Foes: Long Arm Demons, Reynaldo 

Magic Mirrors: o 

Documents: White Book,Apocalypse 1, ByakkoVol.4 

TRAVELING UNDERGROUND 

NOTE: In the main lobby of the keep, you may find a soldier to save. Pick up his gift of two Herbs and a 
Magic Jewel. 

In the torture chamber/ you find a few 

documents/ an angry Long Arm 
Demon/ and a Trick Treasure Box. 
Don’t forget the Fluorite in the iron 

maiden by the door. 

In this room you must 
show the Orb swords 
to the three crystals. 
Hold the Thunder 
Orb and press X; the 
first section slides 
away. Repeat the 

process with the Fire 
Orb/ and then the 
Wind Orb. Head 
down the stairs and 
into the underground. 

TlP:The Rosary of 
Communication 

■1 lets you talk to the 
dead. Find a floating spir¬ 
it above a body and press 
X to see what it has to 
say. There are many of 
them throughout the 
game, and some of them 
provide clues. 

After dealing with a lot 
of Reynaldos/ head 

through the double doors. 
Run along the south side 

of the room and cut the 

rope so the weight falls 
on the scales. Go to the 

other side and pick up the 

Rosary of 
Communication. 

Head to the back of this room to find 
the Purifier Bell. Once you pick it up7 
huge swinging blades block your path. 

Time the swings and run past them. 
Don’t try to rush past all 

of them at once. Stop 
after each blade to collect 
your wits. 

At the door blocked 
by the lost Souls of 

the dead/ use the 
Purifier Bell to send 

the tormented spirits 

away. Then head 
through the door. 

Ypu now have the c 
in front of the south 

ode 

juicmif [ wow" 

Chant the name of a 
olon that has boon 

oubverted by the demons, 

: n ffl % 9 t3; 0 0 
<D <* m ® 0 

S e 9 K 
^ A • 

to 
for the Puzzle 

area. Head back 
and consult the 
Seiryu for the pro 
er answer. You'll 
find a Power Jewel 
inside. 

Box 
it 
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KAEDE ALONE 

Step out of the 
room and a 
wounded soldier 
tells you of mon¬ 
sters in the west 
prison area. He 
drops the Red 
Key and expires. 

Items: Red Key sHSSc, Power Jewel 

Foes: Soldier Demons, Three Eyes, Long Arm Demons 

Magic Mirrors: 1 g 
Documents: None 

As with the other Trick Treasure Boxes; 
solved in three turns. 

make the numbers line up in order. This one must be 

Move to the right set 
of plates and move it 
once. The result should 
look like this screen. 

N ow turn the left-most 
set of plates once to .; 

open the chest and 
reveal the Blue Key. 

TIP:There's really no point in having Kaede 
fight the Demons. She doesn't have a gaunt- 

■■ let for collecting their Souls. So, avoid fights 
to keep Kaede healthy. Flip over your opponents 
and run off. Use her ninja skills to keep her in one 
piece. The only advantage to fighting is to boost 
your kill score at the end of the game, but 
Samanosuke will probably make up for any fights 
Kaede dodges. Select the center set of plates and 

press X to turn them once so that 
trey look [ike this. 

Now's the best time to get the 
Puzzle Box outside t ie room where 

you fought Osric. Climt down the 
Rope Ladder and face the Puzzle Box. 
Use the information In the Suzaku to 

Fight the Long Arm Demon; grab the Fluorite in 

the cornep and use the Blue Key to unlock the 
door. Head through to meet that creep; Tokichiro. 

Use the Red 
Key at this 
door and 
you're ready 
to enter the 
west area. 

Tokichiro offers Samanosuke 
one last chance to join the 
Demons. Our hero refuses and 
pays the price. 

Meanwhile, Kaede is over¬ 
whelmed by treacherous Demons 
wearing familiar faces. Yumemaru 
is again in evil clutches. 

Kaede wakes up and decides to 
take action. Now's your chance to 
try out her ninja skills. 

KAEDE ALONE 

■<ii pm Thw" HW' *» ► 

Which is the equipment 

that was oreated by the 

clan of Ogres in order to 

destroy the demons? 
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Pick up the Fluorite pieces i 
these two corners. Leave 
them for Samanosuke if 

you're in a hurry. 

Items: Herb ft X2, Fluorite § X3, Soul Absorber an , Kunai- 

Wooden Gear Magic Jewel Silver Plate j|f!§, 

Gold Plate 3-iJ 

FoeS: Three Eyes, Soldier Demons, Long Arm Demons 

Magic Mirrors: 2 || 
Documents: West Area Map H , Suzaku Vol. 4, Journal 5, 

Byakko Vol. 1 

KAEDEFtNDSaWAy 
This is a nasty situation. 
Climb up the ladder and take 
out the archersy then climb 
down and help the soldier. 
He'll drop a Soul Absorber for 
you. Go through the door in 
the west wall. 

Find the wood Gear in the grass. Snap it 

up and then head back to where you 
destroyed the archer Demons. Climb the 
ladder to where those archers were perched 

and go through the door at the top. 

Pull the chain on 
the back wall (it's 
right against the 
wall). The door 
across the room 
opens. Time the 
bursts of flamey 
then cross when 

it's safe. 

NOTE: You pass a dry well with a ladder 
leading into it. Inside is a portal to the 

Dark Realm, but Kaede can't enter. Continue past 
it and press forward. 

TIP: The door 
closes after a short 

■ time. If you miss it, 
just go back and pull the 
chain again. The jets of 
fire are randomly timed, 
so you may have to give 
it a couple of tries. Look 
for the flare at the 
mouth of each furnace. 
That flare means it's 
about to send out a jet. 

Grab the Gold Plate from the walk bust the 
boxes; and pick up the Herb. Then pull the 
chain to open the door and make your way 
out. The flames don't flare up on your 

return trip. 

At the prison gate; place the Gold Plate to 
the left of the gate and the Silver Plate in the 
nook to the right of the gate. Now you can 

go to jail. 

COM 

A You 
here 

be fou 
document 
ed all the 
(Volumes 
find a Magi 

find a Puzzle Box 
, The answer can 

hd in the Byakko 
- if you've collect 
pieces up to now 
2, 3, and 4). You 
ic Jewel inside. 
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After collecting the Suzaku and 
journal 5; face the cabinet and 
press X. A door'opens to reveal 

some clockwork gears. Don't pull 
the string yet. Go to your Items 
menu and use the Gear. Kaede fits 

it into place. Now pull the string. 

In the hidden room; you find a 
Byakko; the Silver Plate; and a 

chunk of Fluorite in the shelves 

facing the box with the Silver 

Plate in it. 
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KAEDE GOES to PRISON 

Items: Fluorite Q , Sacred Knife , Kunai 

Foes: Soldier Demons, Three Eyes, Volchiman 

Magic Mirrors: o 

Documents: Genbu Vol. 2 

^ Ar other Trick Treasure Box awaits you it to advance in the game 

&0 It 
iles once^ Now m 

twice so 

Then m 
tiles twi: 
holds tli 

Love the [eft set of tiles 

it matches this screen, 
ove the right-most set 

e to open the box that 
e Sacred Knife. 

N OTE: Jackpot! The 
Sacred Knife is 

Kaede's only magical 
weapon and it's got a wicked 
edge. You can destroy 
Demons twice as fast with 
the red blade. Immediately , 
go to your E quip menu and 
arm her witi the new 
weapon. Highlight "Knife," 
press X, ar d then select the 
Sacred Knife. 

PtIMACAM£SXD»MI 

PRIMA’S OFFICIAL STRATEGY GUIDE 

Hqss: Volchiman 4 

KAEDE GOES to PRISON 

Smash the pots to reveal a fragment of the 
Genbu and a box of Kunai blades. 

Head down the stairs and find these 
disturbing growths. You can only cut them 
with the Sacred Knife. Slice through them 
and head into the door beyond. 

It's the princess! Kaede works to 
free her while Yuki explains that 
Samanosuke has already told her of 
his ninja companion. Yuki is restless 
and wants to see the world. 

Attack Name Damage Can You Block? 

Combo Cut (left-right) 12 Yes 
Combo Cut (right-left) 14 Yes 
Left Sideswipe 22 Yes 
Right Sideswipe 24 Yes 
Boomerang Attack 28 Yes 
Step-In Side Throw 28 Yes 
Down Thrust Attack 32 Yes 
Killer Ground Stroke 34 Yes 
Rising Dragon Blade 40 Yes 

But Guildenstern - that shell-headed 
Demon surgeon - has other plans for 
her. He spirits her away and leaves a 
playmate for Kaede. 

'he Volchiman is tough for Kaede/ but blocking and well-timed 

attacks will get you through. 

The Volchiman's biggest trick to become invisible. You can still see his 

outline/ but when you hold ODD Kaede won't target him while he's out of 

sight. The Volchiman also sinks into the ground and moves around down 

there. Watch his dust trail to see where he'll pop up. Hold (HI to keep 

Kaede blocking whenever the enemy is invisi¬ 

ble or underground. 

The Volchiman attacks with different types of 

sword tricks. He can perform a variety of sword strikes while visible - 

Sideswipes and Thrusts. Keep Kaede blocking and you'll be fine as he flails away 
at you. 

The Volchiman's weapon is a chain sword with a flexible blade. He can curl it up 

into a hoop and hurl it for the Boomerang Attack. It spins around the room and flies back to him/ cutting at 

you along the way. Again/ stay in your blocking position and you'll be fine. You <also can rush in after he 

throws the blade and get a few strikes at him as the hoop spins around the room. 

The other attack to watch for is the Killer Ground Stroke. Periodically/ the Volchiman pops out of the 

Sround and attacks overhand. The blade stretches out far in front of him. Despite the name of the attack/ a 

block can protect you. Also/ you can sidestep and then rush in to attack. 



SAMANOSUKE FIGHTS HIMSELF, 
FINDS HECUBA 

The best tactic for fighting the 

Volchiman is similar to the tac¬ 

tics used against the Marcellus 

prototype on the roof - block and 

attack. Hold the block until the 

Volchiman attacks,, then rush in 

with your own flurry of attacks. 

He may avoid a few of your sor¬ 

ties, but keep up that pattern 

and you'll get through the fight 

with hardly a scratch. 

Items: Medicines^, Evil Plate , 

Wood Ladder 1 i i i i i i i j 

FoeS: Stylado, Soldier Demons, Dark Armor Demons 

Magic Mirrors: 1 J| 
Documents: o 

Boss : Stylado 

t s 
Attack Name Damage Can You Block? 

SAMANOSUKE FIGHTS HIMSELF, FINDS HECUBA 

TIP: You might as well take advantage of that 
Magic Mirror and Enhance your weapons if 

■* you've got Souls to spare. Focus on working 
your Fire Orb's Kouen to Level 3. You'll need it to open 
a Level 3 seal soon. While you're at it, check to see if 
you have any Magic or Power Jewels that you should 
use. Save your game, too - you're in for a fight. 

hr I 

After walking down 
the path past the 
Magic Mirror 
and Medicine, 
Samanosuke gets a 
nasty shock. Out of 
the shadows 
comes...himself. Get 
ready for a fight with 
an identity crisis. 

Kick 4 Yes 
Normal Cut 10 Yes 
Thrust 16 Yes 
Rising Cut 24 Yes 
Strong Cut 28 Yes 
Phantom Bullet 30 Yes The Stylado isn't too heavy in 

the attacks category. He does¬ 

n't have an attack that can 

shake or break your defense. If you 

held Ell forever, he'd never get 

through to you. However, that would 

be boring. 

First, make sure you're using the 

Thunder Orb - its speed will make 

this fight easier. Hold your block and 

let the Stylado whack away at your 

defenses. Most likely, you'll get 

pushed into a corner. Every now and 

then, your evil twin will back off, 

I wind up, and send a Phantom Bullet 

I at you. It'll bounce off your defense 

I and turn into a white ball of Magic 

I Energy that you can suck up with 

I your Gauntlet. 

1 



The treacherous maid is waiting, 
holding Yumemaru like a sack of 
grain. She drops him and then 
drops to the ground. Don't get the 
wrong idea. 

She transforms before your very 
eyes into a huge Demon. Grabbing 
Yumemaru, she speeds off into the 
Demon Realms. 

A seal floats up and blocks the 
door to the Demon world. Kaede 
shows up and suggests the two of 
you find a way to break through. 

TIP: If at least two of your swords are Level 3, try tackling the Dark Realm. You can access it once you 
have the Evil Plate. Go to the Magic Mirror on the first floor of the keep and save your game. Then take 

m the plunge. You do not have to do it now. In fact, the longer you leave it, the more powerful you'll be. We'll 
give a shout when it's your last chance to dive in. Read the section on the Dark Realm now, however, for hints and 
tips about making forays in there to harvest Souls. 

Grab the Evil Plate and the Wood Ladder. 

Move to the deck overlooking the pit and use 
the Wood Ladder. Samanosuke sets it up. 
Press X to climb out. 

FINDING the DECORATED SWORD 

The Stylado is vulnerable during his wind up for the Phantom 

Bullet. Let him bang away at you, then, as soon as he backs off to 

blast at you, rush forward and hit him with the Thunder Orb 

magic. Then go back to your block and repeat the process. You can 

refill your Magic Energy from the energy left over from your foe's 
Phantom Bullet attacks. Be quick when you're sucking up the energy because the Stylado will dart in to 
attack when you drop your guard. 

Keep up the pattern - blocking then rushing in when he tries to blast you - and you'll get through the figU 
hale and healthy. 

FINDING the DECORATED SWORD 

TIP: Be warned! If you have missed anything in the keep and 
want to go back for it, you'd better do it before you go into the 
room that the Evil Plate unlocks. 

Face the door with the other half of 

the Evil Plate on it. Use the Evil 

Plate in your inventory and watch 

the seal unlock. Push through 

Items: Burst Bullets , Medicine UfL , 

Fluorite vy, Statue Head 0=^ , 

BulletsDecorated Sword 

Vision Staff , Matchlock 

Foes: Sharks, Bazuus, Oowasshas, Soldier Demons, 

Dark Spiders, Dark Armor Demons, Baguwassha (Boss) 

Magic Mirrors: 11| 
Documents: GenbuVol. 1 

After a brief cut 
scene; you're 
faced with a new 
type of Demon. 
Defeat the new 
Demons and 
then talk to the 
soldier. His tale 
points you in the 
direction of the 
west area. 
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Boss: Baguwassha 

Attack Name Damage Can You Block? 
Flying Stab 
Behind the Back Chop 
Two-Handed Chop 
One-Handed Chop 
Behind the Back Slash 
Piggyback Strike and Slash 
Sideswipe 
Back Carry Chop 
Turning Chop 

28 Yes 
31 Yes 
31 Yes 
33 Yes 
40 Yes 
40 Yes 
40 Yes 
44 No 
44 Yes 

TIP: Use your new found wealth of Souls to work on 
Enhancing your Wind Orb's Arashi - if your Fire Orb's 

■ Kouen is already at Level 3. There's a Level 3 Wind Orb 
seal in your future that you should prepare for. 

If you find yourself in a fix, here are some things to re member. 

You can block most of this creature's blows/ but if he does a 
Behind the Back Slash or a Back Carry Chop — that's when he holds his a.x over his shoulder and then 

brings it down on you - you're going to get hurt. Sidestep those attacks and block all others. Dart in to 
attack after a successful block until he falls. 

However/ it's best to just use the Orb magic. 

Pick up the Decorated Sword/ the Bullets/ and the Statue Head before leaving. 

Once they're all dead/ The big Baguwassha comes after you. 

Run. 

Dart out the door and get back to the Magic Fountain. Fill up 
your Magic Energy and then head back. 

Then use every Orb Spell you've got. If you're powerful enough/ 

you won't even run out of Energy before he crumbles. 

It's that easy. 

You can pass up 
the door locked 
with the Level 3 

Thunder Orb seals 
for now. Head here/ 
refill your Magic 

Energy, and then go 
through the Level 3 
Fire Orb door. 

his brutal looking Demon isn't technically a Boss, you can simply avoid him/ collect the item* 

scattered around his area/ and then leave. Real Bosses lock the door behind you. 

However/ the Baguwassha is enough of a threat to warrant Boss treat¬ 

ment. The first step is getting rid of his three Oowassha cronies. There's 

a quick and dirty way to do it. Wait near the door and let them move 

toward you. When they're in range/ unleash the Wind Orb magic on 

them. Let them get back up and then hit 'em again. Keep it up until 

they're all destroyed. Use your Thunder Orb magic if one of them is 
being stubborn. 

Find the headless 
statue in the south¬ 
east corner and use 
the Statue Head you 
just found. 
Samanosuke screws 
it on. You can now 
go into the back area 
of the room and col¬ 
lect the Matchlock. 

Open the Level 3 

Thunder Orb seals and 
walk into this calm 
room. Collect the 
Souls from the statue 
in the corner,, grab the 
Vision Staff from the 
box, and take the 
Genbu from the table 
by the door. 

TIP: Feel free to use your Orb magic on your way to the Level 
3 Fire Orb door; there's a Magic Fountain next to the door 
where you can fill up. 

TIP: The dry well past the Level 3 Thunder Orb door 
holds another portal to the Dark Realm. If you need to 

m collect more Souls, you may want to drop in on the 
creepy hanging guy and take a brief trip to the netherworld. 

Save the soldier from the 
Demons. Use your Bow 
or the Wind Orb magic 
to take out the archers. 

He'll drop a load of Burst 

Bullets for you. 

This is fun. Slice the rope hold¬ 
ing up the barrier and watch it 

crush the Demons at the bottom 
of the hill. Pick up the Medicine 

in the box and the Fluorite 
that's hiding in front of the post 

where the rope was tied. 

TIP: The Vision Staff causes Fluorite to flash, 
which makes it easier to spot. If you've 

m missed any Fluorite you can backtrack and 
see if the Vision Staff helps. 
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TOWARD the TURRET 

IteiTIS: Bullets.^;X3, 

Talisman ^ , Magic Jewel , 

Fluorite Q, Power Jewel J), 

Soul Absorber 
FoeS: Soldier Demons, Three Eyes, 
Dark Spiders, Dark Armor Demons 

Magic Mirrors: o 

Documents: Journal 6, Genbu 

Vol. 3, East Area Map pfrkj 

ow that you have the Decorated Sword/ 

fits neatly into the pedestal. It sinks 
td reveals a door. Before you go through 
[k to the spirit of the dead soldier near 

e pedestal. He has some interesting 

formation. 

TRAPPED in the TURRET 

TRAPPED in the TURRET 

Journal 6 hangs on this 
door. Read it carefully and 
examine the picture in the 
background. It shows a man 
with a large Bow, aiming at 
something that looks like 
the seal that you're trying 
to break. It's a clue. 

In the tower, take the steps to the 
ramp and follow it all the way to the 

roof, you'll find Fluorite (glowing if 
you have the Vision Staff), a Power 

Jewel by the dead soldier, and a Soul 
Absorber. Head back down and go 

through the Level 3 Wind Orb door. 

Use the Bow, the 

Matchlock, or a burst of 
Fire Orb magic to slice the 
rope holding up the bridge. 
It'll fall into place and you 
can go pick up the Bullets 
and the Talisman hiding 
behind a tapestry. 

Items: Great Armor &, 

Medicine jA, Fluorite Q) , 

Great Bow\^ 

Foes: Dark Spiders, Volchiman, 
Dark Armor Demons, Sharks 

Magic Mirrors: 1 
Documents: 0 

Fight off the Volchiman and soak up all 
the Souls kept in the shrine in the 
southeast corner. 
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ber what that deac 
) the nook behind t 
soldier spokwtos 

This is fun: run onto the bridge to lure the Dar[^ 
Armor Demon onto it. Then run back and cut 
the ropes holding it up. He plunges into the 
water. Don't forget to hold • to collect the 
Souls he leaves behind. 

KAEDE SEARCHES for SAM AN OS U 1<E 

soon as the Great Bow is in 
your possession, a gate blocks 
your retreat from the turret. 

After refilling at the 
Magic Fountain and 
saving your game at 
the Magic Mirror (and 
making any 
Enhancements you 
can), take Samanosuke 
down the stairs to the 
boat. Pick up the 
Fluorite, and then get 
into the small craft 
and ride to the turret. 

If that wasn't bad enough, several 
Sharks climb out of the water to 
say hello. What to do.... 

You're back in control of 

Kaede, and she's getting to 
know the Sharks. Fight your 
way to this room and grab all 
the loot. Don't forget to 
break the pots to get into the 
alcove at the back of the 

room. An interesting book 
awaits you there. 

fKIMAGMIESjCm 

TIP: Use all the Souls you have to Enhance 
your Arrows into Fire Arrows, then Enhance 

m as many Bullets into Burst Bullets as you 
can - even at the expense of Enhancing your Orbs. 
Just a hunch, but you may need those projectiles 
soon. 

^jjj^ NOTE: You don't have enough of the 
code books to solve the Puzzle Box just 

yet. Hang on, though, we'll get to it soon enough. 

^^Remem 
way intp 

treasure the 

soldier's spirit said? A treasure lies 
sheet of water, jit can be tricky to 

in this Trick Treasure Box. 

behind a waterfall, 
f^ind, so take your ti 

Make your 
me. The 

Highlight the lower left set of 

tiles and move them once so they 
look like this ai 

IOnce inside, walk across the ruined floor and grab the 
Great Bow - remember the picture from Journal 61 

I KAEDE 
SEARCHES for 
SAMANOSUKE 

screen. /slow move to the uppe' 
les and move them on 

sihould look like this. 

Don the armor immediately. It'll absorb 
much of the damage that Samanosuke 
akes. No samurai should ever tackle 
eater Demons without the Great Armor. 

Return to the 
tiles and movi 
go to the lower 
turn them on 
the chest. The 
awaits you. 

lower left set of 
them once. Then 
right set again, 

> and you'll ope^ 
Great Armor 

i ' 

right set of 
time. They 

: yourself on the lower right set of 

> and move them once. The result 
sho rid look [ike the picturi here. 

Items: Kunai"z=^°, Fluorite Q), Herb 

Foes: Sharks, Dark Spiders 

Magic Mirrors: i j| 
Documents: Apocalypse 2^ 



KAEDE FINDS SAMANOSUKE 

adder, you find this loft with a Trick Tfeasure Box. It imperative that you 

Remember that Kaede doesn't gain 
anything from fighting Demons. Run 
straight across these next few areas. 
Try not to play with the Demons if you 
can help it. 

Take a quick breather in the boathouse. 
If you've just saved the game with 
Samanosukey you can afford to let it 
slide this time. 

the middle set of tiles ow move t 

Items: Normal Arrows , Kunai^^°, Fluorite Qx2, Herl 

Decorated Arrow «■, Great Arrow Green Key sr 

FoeS: Soldier Demons, Dark Armor Demons, Dark Spiders 

Magic Mirrors: i J 

fou now have all the pieces 
)f the Genbu you need to 
;o ve the Puzzle Box in the 
>oathouse. Backtrack to it 
ind decode the riddle. You'll 
ret nice shiny Magilc Jewel 
Fyou do. 

Documents: Genbu Vol. 4, Suzaku Vol. 3 

After using the Shinobi Kit on 
the door in the boathousey 
Kaede gets into a fine mess. 
This fight can be hairy because 
of that Dark Armor Demon. 

Throw some Kunai as soon as 
you walk in. When you're 
throughy pick up the Normal 
Arrows and be on your way. 

After using the Green Keyy climb down to the 
small boat and then press X to ride it over to 
the turret. Run behind the large statue and you'll see the 

small dragon statue. Press X and Kaede 

jrabs the Great Arrow. This locks you in. 
Stay here and use the Decorated Arrow. It 
unlocks the door and opens the box. Grab the 
Green Key from the box and head out. 

filial 

As soon as you come through 

the door and end up on this 
walkway, hold (H) and press 
^ to throw a Kunai. You 
should hit the archer who's 
waiting at the end of the path. 
Carry on. 
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HECUBA MAKES HER STAND 

Hecuba attacks with long sweeps of her sword. If any Sharks are 

in the way, she'll hit them as well. You can block the blows as 
normal. 

The wasp-like Hecuba also has a Stinger Attack. She screams 

and then dive bombs at you. You can block that attack, too. 

Usually when she's about to attack, Hecuba lets you know by 

yelling beforehand. Keep an ear open so you know when to block. 

Hecuba is a nasty creature to 1 

fight because she's above the 

ground most of the time. 

Your swords can't reach her, but the 

Wind Orb Spell can. However, you 

have your trusty Bow and Matchlock 

And, if you followed our advice earli¬ 

er, you have a collection of Fire 

Arrows and Burst Bullets. 

Hecuba lets her babies do most of the work. Waves of Sharks 

climb out of the water to attack you. They're more a distraction 

than anything else, but don't let them surround you. Use your 

swords to clear them away. 

All right, so how do you get her? There are two ways to deal with the Demon lady. As mentioned above, 

your Wind Orb Spell can bring her down. Wait until she's above the walkway and then let her have it. 

Hecuba will be stunned for a moment, sinking within sword reach. Switch to another Orb Spell and hit 

her with it - start with the Thunder Orb. Repeat this until you're out of Wind Orb Magic Energy. Then 

keep slashing away until enough white Magic Energy balls show up that you can use the Wind Orb 
Spells again. 

The other option is to clear away the Sharks, then switch to your Bow 

with Eire Arrows or Matchlock with 

Burst Bullets. Fire away at Hecuba. 

She can't attack you while you're 

shooting because the blasts keep her 

back. More Sharks will appear, so 

switch back to a sword and clear 

them out to give yourself room to 

shoot. 

We suggest you start with the Wind 

Orb strategy until you're out of Magic Energy, then switch to the Bow 

and Matchlock tactic to finish her off. 

When Hecuba goes down, Kaede 
shows up to tell you she's planted 
gunpowder around the turret. 
Time to leave. 

Hecuba pops up again but is 
almost instantly crushed like 
a...like a bug. Kaede and 
Samanosuke make their escape. 

Samanosuke seems fine, but 
Kaede is hurt. The samurai brings 
his companion into the keep and 
vows to put an end to the 
Demons' terror. 

Items: None 

Foes: Sharks, Hecuba (Boss) 

Magic Mirrors: o 

Documents: o 

HECUBA MAKES HER STAND 

press X. Kaede sees Samanosuke 
in trouble. 

she hears an ominous sound. 
Kaede shouts a warning to 
Samanosuke, then notices a 
boat full of barrels. What could 
be in them? 

Samanosuke is surrounded. It 
looks bad, and then it gets worse. 
The Demon lady Hecuba shows up 
and praises the samurai's 
tenaciousness. 

Hecuba reveals the plans the 
Demons have for Yumemaru 
and Princess Yuki. It's a pretty 
gruesome ceremony. Then she 
orders her babies to consume 
you. Get ready for a tussle. 

Boss: Hecuba 
Attacks 

2 

Attack Name Damage Can You Block? 

Combo Slash 22 Yes 
Sword Swipe 32 Yes 
Stinger Attack 48 Yes 
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the DARK REALM 

/vJEMlES 
NOTE:The number of Reynaldos 
listed is the total number that start 

on a level or rise from the ground. The num¬ 
ber doesn't include any that regenerate from 
being split in half. 

the DARK REALM 
The Dark Realm is something; of a mini-game within Onimusha. Once 

you find the Evil Plate, a strange little man invites Samanosuke to 

travel into the otherworldly area where he promises the samurai will 
find treasures. Kaede is not allowed into the 

Dark Realm. 

The Dark Realm is made up of 20 levels. Each 

one is filled with different Demons to fight. 

When you destroy all the creatures on a level, 

you have the choice of being sucked back to 

the real world or sucked down deeper into the 

Dark Realm. 

The Gatekeeper has been waiting 
for you. Will you travel to the 
place he seems so fond of? 

RJOTE: You don't have to finish the 
Dark Realm to finish the game. 

However, if you don't at least collect all the 
Fluorite, you won't be able to get some of 
the special features at the end of the game. 
It's not absolutely necessary, but we do sug¬ 
gest it. 

Stand in the shaft of light to the 
left and press X to wade further 
into the mayhem. U se the shaft of 
light on the right to go home. 

ere's a ton of Demons in the Dark Realm. Destroy each and every 

|orle if you want to get the Bishamon Ocarina. The following lists 

,how you what enemies to expect on each level. Usually they aren't all 

|jefe at once. As you defeat your foes, more come up from the ground. 

y0u must kill all the Demons on a level to open the exits. There are 

,n[y two ways out of a level - kill or be killed. 
f 
:ach section has notes with tips on dealing with the foes you'll meet. Demons that you found easy to beat in the main game 

Wy become difficult to handle when they're paired with allies. For example, Sharks and Reynaldos make a good team. A 

keynaldo can hold you still while the Sharks bite you._ 

TRATEGy 
.emember that you can go into the Dark Realm and then leave without defeating it. Just visiting for a few levels is a good way to 

[ather a lot of Souls. If you need to boost a sword or other item and are just a few Souls short, jump into the Dark Realm and clear 

iree or four levels. Go crazy with your Magic Energy to keep yourself safe and then cut and run when you have what you need. 

mating the Dark Realm is no small feat. The easiest way to go is to make sure all three of your Orb swords are at Level 3 in both 

ispects. Take at least five Medicines to keep you healthy. Fire Arrows and Burst Bullets aren't bad ideas either, but the area you 

fight in is so small that you might not get to use them. 

Use your Magic Energy sparingly in the beginning. The Reynaldos tend to release some when they go down, but don't waste your 

,pells until you get to the heavy hitters in the later levels. Also, don't stab your enemies when they're on the ground unless they're 

big guys. The death stab leaves you wide open to every enemy on the board. Use it if you knock down an Oowassha, but don't use 

it on the likes of a Bazuu. 

Finally, we suggest using the Thunder Orb for most of the Dark Realm. Its speed is helpful against Demons in close quarters. 

ITEMS 
The Gatekeeper is right about one thing, treasures do await you in the dangerous Dark Realm. A very, very important one sits 

in a box on Level zo. The Items you find are always the same, but where you find them can differ from game to game. For exam¬ 

ple, you may find the Talisman on Level 13 on one play-through, but on Level 14 during another. 

The Items in the Dark Realm are: 

Fluorite X3 

Medicine 

Soul Absorber 

Talisman 

Herb X3 

Bishamon Ocarina (always on Level 20) 

FHE LEVELS 

Soldier Demons - 10 
Nothing too hard here. The Soldier Demons go down 

fast when they feel the sting of a Level 3 Thunder Orb. 

Three Eyes - 7 
The Three Eyes use their speed to attack when 

you're busy. As you're chopping one up, another zips in and 
fakes a swipe. Stay aware of them and make use of your 
block when you see one coming in. Otherwise, they'll fall to 
strong sword. 

Soldier Demons - 5, Long Arm Demons - 2 
Take out the first two Soldier Demons and then 

backpedal to get out of range. You can beat the Long Arm 
^mons without too much hassle when the Soldier Demons 
aren't around to take cuts at you. 

Long Arm Demons -4 
Concentrate on one Long Arm Demon at a time. It's 

best if you can maneuver them so that one is behind the 
other. If they're side by side, then one will attack while 
you're busy with the other. 

LLv t.L 5 

Long Arm Demons - 2, Three Eyes - 5 
Deal with the quick Three Eyes before you tackle the 

Long Arm Demons. If you get into trouble, a quick blast of 
Wind Orb magic can help. Try to get as many foes as you can 
in the spell area. 

Bazuus -12 
With Level 3 swords you can carve through the 

Bazuus without any trouble. Hold (M] and just start swing¬ 
ing. You'll be done in no time at all. 
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Sharks - 7 
The Sharks can be problematic if they're all facing you. Try 

to get around to the side of one so that none of the others can 
attack while you're dealing with it. You can also just start cutting 
and take a few hits. 

Bazuus-11, Gyaran -4 
Go to your Equip menu and don the Holy Armor so the 

Gyaran won't bother you. Then take out the Bazuus - who will put 
up very little fight. Whenever you have a free moment, go after the 
floating Gyaran. 

Barabazuus - 3, Bazuus - 6 
The Barabazuus can knock you around. If you have to, use 

the Wind Orb Spell and then do a finishing stab on the fallen 
Barabazuus. We suggest holding onto your magic for the next level, 
though. 

Oowasshas - 4, Gyaran - 4 
Once again, the Holy Armor keeps the Gyaran off your back. 

Use a spell or three on the Oowasshas to take them down. Don't 
waste much time with those bruisers, get 'em down quick. 

Reynaldos - 5 
Slashing and hacking with the Thunder Orb clears this level 

in no time. Keep GD3 held down and attack. The Reynaldos are 
legion, but your Thunder Orb can handle them all. 

Revelh 

Reynaldos - 4, Gyaran - 4 
Get back into your Holy Armor and then slash the Reynaldos 

to ribbons. You can deal with the Gyaran later. 

; level « 
Sharks - 5, Reynaldos - 3 

This team can be devastating. The Reynaldos wrap you with 
their tentacles while the Sharks bite you. Start things off with a 
Wind Orb Spell and then just keep attacking. Once you knock a few 
of them down, the going gets easier. 

Volchimen - 3 
One Volchiman is no problem. Three are a nightmare. Make 

use of your HI] button and try to strike when only one or two of 
them are visible. A Thunder Orb Spell can help even things up. 

LEVEL 15 
Reynaldos - 5, Volchimen - 2 

You're going to take some damage here. If you use magic, 
make sure to use it on the Volchimen - they're the main threat. 
Reynaldos can be defeated without spells. A Fire Orb Spell can hurt 
the Volchimen and any nearby Reynaldos. Try one out. 

LEVEL 16 
Dark Spiders-7 

The Dark Spiders are deadly. Use your Wind Orb magic but 
make sure that there are several of them in range. You don't want to 
waste energy on just one. The Thunder Orb and Wind Orb are both 
effective for slicing them up when you don't want to use magic. 

Long Arm Demons - 2, Dark Armor Demons - 3 
You're almost to the end. Thunder Orb Spells can clear out a 

Dark Armor Demon or two, but don't waste too much energy 
because there are still three more levels. Check how many 
Medicines you have. If you've got a good supply, don't use magic at 
all, take some hits, and heal up later. 

Volchimen - 2, Dark Spiders - 4 
The Dark Spiders should be your first target. The speedy 

little jerks can wreak havoc, so deal with them quickly. Two 
Volchimen aren't too bad to deal with. Use your block and make 
swift, patient strikes. 

Dark Spiders - 5, Dark Armor Demons - 3 
Almost there. Once again, the Dark Spiders are your first 

concern. If you have the magic to spare, use it on the Dark Armor 
Demons. Try to keep some energy in reserve for the final level. 

LEVEL 20 
Oowasshas - 3, Volchimen - 3 

Bishamon Ocarina 
This is it, the final level. Use all the Orb Spells you can to 

clear some space. Focus on the Oowasshas first. They can knock 
you down and leave you wide open to attack. Once they're gone, 
it's a matter of dealing with the three Volchimen. Patience (or 
magic) gets you through. Use your Thunder Orb for its speed 
against the Volchimen. Once the level is clear, open the box and 
grab the Bishamon Ocarina. 

MAP APPENDIX 
ere are the maps and item locations at a glance. Remember: You can only find 

some items at certain times in the game. For example/ you can't find the Red 

Key until after Samanosuke travels into the underground area of the keep. Kaede 

receives the Red Key from a dying guard. So, if you see an item listed on the map/ but 

don't encounter it on your first visit to an area/ you may have to wait until later to grab it. 

Also/ soldiers often drop items/ such as the Soul Absorber in the West Area. If you don't save the 

soldier from the Demons/ you won't get the item. 

Finally/ the letters on the maps show how they connect to one another. The hole on the 

RUnamagari map marked with an "A" leads to the "A" marked on the Underground Temple map/ 
and so on. 

/ROTE: And what is the Bishamon Ocarina 
good for? We'll tell you later.... 

Icon Item Name Map Found 

Arrow (Normal) Various 

0 Bishamon Ocarina Dark Realm (mini-game) 

Bishamon Sword Dark Realm 

Blue Key Keep: Underground 

% Blue Seal 1 Various 

% Blue Seal 2 Various 

% Blue Seal 3 Various 

Books/Documents Various 

V Bow Keep: First Floor 

Bullets (Burst) Various 

Bullets (Normal) Various 

i Crest Piece (L) Keep: Second Floor 
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Item Name 

Vision Staff 

Wind Orb 

Map Found 

West Area 

Keep: Fifth Floor and Roof 

Nanamagari 

Wood Ladder Keep: Underground 

Underground B 

South Area 

*«« 

Keep: First Floor 

MAP APPENDIX 



MAP APPENDIX 
Keep: Fourth Floor 

Second Floor 

Keep: Fifth Floor and Roof 

Keep: Third Floor 
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West Area 

0 

T 

East Area 



East Area: Tower 

East Area 

V 
MAP APPENDIX 

Dark Realm 
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Items: Medicine 

Bishamon Sword '==^k. 

Foes: Dark Armor Demons, Dark Spiders, 

Soldier Demons, Marcellus (Boss) 

Magic Mirrors: ij| 
Documents: Dark Realm Map fiMal 

TIP: Here's your last chance to 
defeat the Dark Realm. Save your 

“ game, Enhance your weapons and Herbs 
(if you can), then step into the Demon-filled abyss 
It's a very good idea to get through the whole 
thing before you face the final level of the game. 
See the Dark Realm section for more details. 

TlP:You're about to face a large, scary set 
of monsters. Backtrack to the Magic Mirror 

■“ on the first floor of the keep. Enhance all 
Herbs to Medicine, save your game, and fill up your 
Magic Energy. Then make your way back to the Evil 
Plate door. Dodge the Demons in your way and go 
through the door. 

THROUGH the DEMON DOOR 

Move as close to the floating seal as you can and 

use the Great Bow to trigger the next cut scene. 

With a mighty pull, Samanosuke fires 
the Great Arrow into the center of 
the seal. It bursts, allowing him access 
to the Demon world. 

Guildenstern is waiting on the bridge, 
Samanosuke is very rude to him. 

The Demon surgeon summons his 
greatest creation, Marcellus, to 
crush Samanosuke. 

Boss: Marcellus 
Attacks 

Marcellus is the final version of the 

prototype Demon you took the Wind 

Orb from. This Marcellus is much 

tougher than the first one. He has a 

Shield Charge that can knock your 

defense down and sword swipes that 

knock you around. Unlike the earlier 

Marcellus you faced, this one has a 

bunch of strikes that can't be 

blocked. 

As the saying goes, the best defense 

is a good offense. As soon as the 

fight starts, use your Orb Spells on 

him. Empty each of your swords in 

turn, pausing only to suck up the 

Souls that Marcellus loses. 

Once Marcellus loses his shield, he 

generates a second sword and comes 

after you with lightning-fast strikes. 

As soon as you see him wind up, 

hold Ell to block. When he stops, go 

after him with your Thunder Orb. 

You won't have any Magic Energy 

left, but the Thunder Orb is a fast 

weapon. You also can use the Wind 

Orb, which keeps Marcellus off 

balance. 

Marcellus has so many attacks that you can't block, you shouldn't be shy 

about using Medicine. By now, you should have plenty. If you need to use 

more than three, though, you're taking a heck of a beating and may want t 

restart and try again. After enough strikes, you wear Marcellus down and 

he disintegrates. Suck up the energy he releases, grab the Medicine in the 

corner, and then make your way deeper into the Dark Realm. 

Attack Name Damage Can You Block? 

Two-Level Combo Cut 14 Yes 
Upstroke to Two-Level Combo Cut 21 Yes 
Horizontal Cut 24 Yes 
Lunge Downstroke 24 No 
Tackle to Thrust 24 Yes 
Tackle to Rising Cut 28 Yes 
Thrust 31 Yes 
Tackle to Turning Cut 32 Yes 
Upstroke 34 Yes 
Back Turning Cut 36 Yes 
Tackle 36 No 
Downstroke 38 No 
Turning Cut (Impact Wave) 43 (2 a) No 

Attack Name Damage Can You Block? 

Right Horizontal Cut 14 Yes 
Left Horizontal Cut 16 Yes 
Combo Horizontal Cut 20 Yes 
Left Upstroke 22 Yes 
Right Downstroke 22 Yes 
Right Upstroke 24 Yes 
Back Turning Cut 36 Yes 
Dash Cut 36 Yes 
Jumping Cross Cut 44 Yes 



Items: Medicine X2 

FoeS: Reynaldo, Volchiman 

Fortinbras (Boss) 

Magic Mirrors: None 

Documents: None 

PRIMAL OFFICIAL STRATEGY GUIDE 
NOTE: 
in your arsenal for the final battle. Its special attack 
is limitless and very powerful. If you haven't gotten 

Bishamon Ocarina from the Dark Realm, we think you're 
brave - if slightly foolish. We suggest restarting a little 

ler back and getting it. 

Stand in front of 

this gate and use 

the Bishamon 

Ocarina. 

Samanosuke plays 

a tune and the 

gate lifts. Step 

inside. 

Stand in front of the 

creepy statue and 

press X. The 

Bishamon Sword 

floats down to you. 

This weapon will 

make the coming 

battle much easier. 

Save your game and 

fill up at the Magic 

Fountain. Then 

press on. 

the FINAL DEPTHS 

This long; spiraling 

path leads past a dis¬ 

turbing sight. Now 

you know where 

Reynaldos come from. 

A single swipe of the 

Bishamon Sword 

takes care of them. 

Don't hang around 

too long' you've got 

places to go. 

You’ll find a final 

Volchiman here. 

Again/ press A and 

the Bishamon Sword 

sends him packing. 

Pick up the two 

Medicines and then 

go through the door 

in the hall. 

There they are! You've found 
Princess Yuki and Yumemaru 
They're in a bad situation. 

A booming voice cuts in. 
Fortinbras, king of the Demons, 
reveals himself and calls 
Nobunaga to drink Yuki's blood 

After toying with Princess Yuki, 
Fortinbras turns his attention to 
Samanosuke. Now it's time for the 
final fight. 

Boss: Fortinbras 
Attacks 

Fortinbras is the king of Demons/ and he's a very powerful creature. We'll tell you how to deal 

with him with and without the Bishamon Sword. 

I All right/ whether you have the Bishamon Sword or not/ the first step in fighting this fiend is to 

> hit him with all the spells you have. Rush up to his coils and start unloading your Orbs. 

When Fortinbras leans forward/ make sure you hit him in the head. A flash goes off when you dc 

It hurts him more than a regular hit/ so take advantage of that. 

f Once y°ur Magic Energy is exhausted/ you can do one of two things. If you have the Bishamon 

Sword/ switch to it immediately and - while you're still up against Fortinbras' coils - press A as 

t fast as you can. Because you don't need Magic Energy to get the special attack from the 

I Bishamon/ you can just stand there slashing away. 

Be careful/ however/ when you see Fortinbras pull his hands 

It could be his Wind Hook or Thrust/ but it also could be the Final \ \ WR 

5 fast as you can when his hands come down. If you get caught in J f/Qr VV 

Keep striking with the Bishamon special attack until the king dies. It's a very straightforward 

strategy/ but it's effective. Your constant hits keep Fortinbras off balance. More often than not/ 

you'll interrupt his attacks. Plus/ if you have a lot of Medicine and the two Talismans/ you can 

afford to take damage. 

All the time you're firing at Fortinbras/ he's sending one attack after ar 

Thunder Blast is easy to dodge because you can see where it's going tc 

sure you aren't standing on a pink spot. The Fire Breath is a bit harder 

one of the corners in the back - you should be able to avoid the blast fr 

Laser is fast and deadly. When Fortinbras drapes one of his wings in fi 

know the laser is coming. Hold ED and sidestep back and forth to av 

During all of this/ watch for more Magic Energy coming off Fortinbras. Collect it in the 

Gauntlet and keep checking to see if you have enough for more Orb Spells. When you 

do/ use them. 

If you run out of Bullets and Arrows/ equip your trusty Thunder Orb and keep slashins 

at the beast. Again/ be very careful of his Final Fortinbras Grab/ but you must take the 

risk if you're going to defeat him. 

Monitor your health/ watch for Grabs/ and collect Magic Energy. With patience and 

luck you'll beat Fortinbras. 

When you win the battle/ a cinematic begins showing you the final moments in Onimusha: Warlords. Watch it 

through/ read the credits/ and then see what your rating is. Congratulations/ you've just finished the game. 

Attack Name Damage Can You Block? 

Final Fortinbras Grab 10 No 
Eye Laser 34 (50 percent with Bishamon equipped) No 
Thunder Blast 36 (50 percent with Thunder Orb equipped) No 
Wind Hook 38 Yes 
Fire Breath 40 (50 percent with Fire Orb equipped) No 
Thrust 52 Yes 
Fortinbras Silencing Fire (during Final Fortinbras Grab) Death No 
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Onimusha features a system of earned points, which are added up at the end 

of a game. You also earn awards by picking up chunks of Fluorite. Based on 

the points you score and the number of Fluorite pieces you grab, you earn 

different awards. 

THE SCORING 
Three aspects of your game contribute to the final score: your play time, the number of Souls you collect, and the number of 

Demons you slay. 

PLAYTIME 
How long did it take you to play the game? 

NUMBER OF SOULS COLLECTED 
How many Souls did you trap in the Gauntlet? 

NUMBER OF DEMONS SLAIN 
How many Demons did you defeat? 

NOTE: 
v--4jN; ‘ number of Fluorite 

and the number of 
reached. Neither of these 
your final ranking. 

FINAL EVALUATION 
What is your rank? Add together your scores for 

play time, Souls collected, and Demons slain. 

THE PRIZES 
There are three prizes that are awarded for finding Fluorite 

and one that is given out for a high score. 

With a score of 30 points (an "S" ranking), you unlock the special Kaede 

costume change. 

COSTUME CHANCES 
Both characters can get a change of clothes. You can play the whole 

game in the new duds. 

THE TRAILER 
You're treated to a few images from the upcom¬ 

ing sequel to Onimusha: Warlords. It has us on 

the edge of our seats. 

Samanosuke is looking sharp 

that suit. Notice his passeng 

and the styling Gauntlet. 

Kaede is looking good in her cos¬ 

tume. Then again, she'd look good 

in anything. 

Total Score Rank 

30 points S 

25 - 29 points A 

18 - 24 points B 

10 -17 points C 

0 - 9 points D 

Number of Souls Score 

0 - 34,999 3 points 

35,000 - 44.999 5 points 

45.000 - 54.999 7 points 

55,000 or more 10 points 

Number of Demons slain Score 

0-399 3 points 

400 - 499 5 points 

500 - 599 7 points 

600 or more 10 points 

Time Taken Score 

00 Hours 00 Min. - 03 Hours 00 Min. 10 points 

03 Hours 01 Min. - 04 Hours 00 Min. 7 points 

04 Hours 01 Min. - 05 Hours 00 Min. 5 points 

05 Hours 01 Min. or longer 3 points 

Pieces Collected Prize 

0-9 Onimusha 2 trailer 

10 -19 Samanosuke costume change 

20 Unlock Oni Spirits mini-game 

» « 1% 1 
% 1 - - - A ,f • 

STAGE / 

A- 
RELEASE ONI 28 

* k * . 

\ ‘ ’ 

BREAK VASES 20 

START * 

Here's the set up for the first stage. 

\ # \ 

m • 

y ** Air /' 

' ' » ,«5 • ’ ■' •I p 

• • 

^: 

•\ 
RELEASE 9 

Don't let the Souls distract you until 

you've cleared the level. 

ONI SPIRITS 

This mini-game challenges all the skills you've honed in the main game. The object 

is simple - break vases and release the Souls within before the Demons can. 

You have a goal of how many Souls you need to release and how many vases you 

need to break, and these numbers change from stage to stage. You must meet these 

goals before the Demons smash the vases first. 

Some of the vases hide boxes containing items. Y°u can find Orbs, ammunition, 

and items to increase your Vitality inside the boxes. 

The blue and white vases not only house Souls, but also a small amount of 

Vitality. Smash the vases and collect the yellow Vitality. Collecting Souls boosts 

your score, but balance that against the fact that it wastes precious time. Leave 

them floating around until you've released the required amount of Souls, then 

collect them. 

Don't use the (Ml button to target an enemy until you've cleared away some of the 

vases between you and your foe. If you 

start by holding (HD and pressing M, *£!*#»' 
you'll just do thrusts, which are slow \T H *1 f/ft* 

and don't cover much ground. ' ' 

Some levels require you to use a fast T- * * # ‘ i L 

Orb Spell attack to knock down a \ E . ' * v| * * * J 
Demon. For example, in Stage 5 you \ \ C ’ AC' 

meet two Long Arm Demons that can 

smash three vases with a single swing. 

Aim at the nearest Long Arm Demons 

and blast them with a Thunder Orb RELEASE 28 
Spell (assuming you collected the 

Thunder Orb from Stage 2), then give Act quickly against these Long Arm 

them a final stab. Demons. 

Gathering the different Orbs also helps 

immensely. 

RELEASE 28 

Act quickly against these Long Arm 

Demons. 

Orb Stage 

Thunder Orb 2 

Fire Orb 4 

Wind Orb 7 

In the end, you have to play this minigame over and over to get through it. The later stages have no margin of error. Make a 

mistake and it's over. Keep playing to learn the ins and outs of each stage. 

Get through all twelve levels of this minigame, and another mode will unlock. Choose that mode and you ll start the game with 

the following equipment in your inventory: 

Bishamon Sword 
99 Soul Absorbers 
Unlimited Normal Arrows 
Unlimited Bullets 

Plus, your Magic Energy will replenish itself automatically every time you use a magic attack. The Bishamon Sword alone will 

make things easier for you. Remember, though, you have to beat Oni Spirits to get this bounty. And that is one tough minigame. 
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entertainment system 

U Detailed 3-D Maps 

v o Complete game walkthrough 

^ Hardcore game secrets 

Solutions to all puzzles 

Locations of all powerful gems 

Thorough descriptions of all 

fighting moves and weapons 

Essential tactics for all 

boss battles. 
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