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WARNING TO OWNERS OF PROJ ION TELEVI ‘

Do not conneﬁt your Ple to put first consulting the user
manual for your proj t may permanently damage your
TV screen. J

HANDLING Yﬂ
« This comp

» Do not bend it, crus!
« Do not leave it in di
* Be sure to take an oc€a
« Keep this compact disc

es@nd lgaei; it in its protective case
n straight lines from center to
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3.Elements of your Quest
5.3D Action Mode
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Upon your dying lips, you beq your hopeless plea to an almighty power in order to spare
your life...

As the Angel of Death descends upon you, a power, an Evil power, snatches your hie by
the clutches of i

IM: ‘Mke

Satan. This is your
_ Damned. Itis
' _that you may d
For ages, the
kriown in fol
Many will come T
You must thwart/each invader and spurn their efforts té kil you. You will capture, offer
sacrifice for, and.create monsters from, their precious souls...

. «As you make your decisions and
game, and more importantly, the
Without a moment to.wait, you must accept this

,.,INVITATIQN T@ DARKNE SS...

O
*

THE"‘EASTLE ©F THE
DAMNED...

own demom: hand...

ed,... but at what price?
retched castle of the unholy, you have made a binding covenant with
t repaid... You are to become the new Master of the Castle of the
e you will draw from the Dark Power granted to you by the Evil Lord so
is diabolical biding.

il has been sealed safely in his castle’s Altar by a group of fabled men
as "The Legendary Braves”.

yollt 'inew castie home...: For riches.:.

‘For power... For peace...

lect ygyr actions, you will define the course of your
fa* of | your new life... ‘Choose with caution..

Getting Started 2. Uslng the

4.Strategy Mode

6.Between Chapter Missnons



. Satan - :
- the resurrection of this Ev

use of his Dark power.
You must first make an unholy covenant
become the Master of the Castle.

As you seek to
vited castle in
sacrificing their ob
e the, value of their soul for.profi

. Souls

cious souls. Up

A ohce united Kingdom of tWo differin
- o lgpes] e 9 / ng
; ___ nations grows restless. The sword wielding
nation of Angai nd the magically powerful nation of Zemekia
had peacefully émerged from a war ridden past, however...
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GETTING STARTED

Set up your PlayStation™ game console according to the instructions in its Instruction
Manual. Make sure the power is off before inserting or removing a compact disc. Insert
the TECMO'S DECEPTION™ disc and close the disc cover. Insert game controllers and
turn on the PlayStation™ game console. Follow on-screen instructions to start a game.

(NEW GAME )

This will be your selection the first time you
play. With this option you will be asked to
input your name as player and new Master of
the Castle of the Damned. With this option
you start from the beginning of the game.

:
i

s

Top View

This option will allow
you to begin your
game from a previously
saved position. 9
blocks are required to

OPENBUTION

SAVE.

(LOAD )
N

These will be your currencies throughout your
= GOld/ 'MP quest. Gold al¥ows you to buy items, construct
new rooms to your castle, and upgrade your
traps. Your MP will be primarily spent on setting your traps. Spend both
your Gold and MP wisely!

Front View

J

b
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USING THE CON+ROLLER)  strategy |

L)) There are TWO main modes of game-
play: STRATEGY MODE and 3D ACTION MODE.

IEEE Button

Button Scales Map OUT

shows 1F of

Castle Map —‘-/ m Button
Scales Map IN

Button

shows 2F of Buttons

Castle Map Confirm

Diectional |

PAD Cancel

Moves Cursor

= Picks up a trap
= See parameter of an
enemy (selecting traps)

©

_/'® Rotates room/trap by 90°
= Selects width of a con-
structed Hallway

= Selects door location for

L.
seLect brings
up HELP menus while

¢ is not d
viewing Map. sTART IS NOt use

o

a constructed room i
4 . Jé L
¢

m There are three configurations which you may select

for this mode. /, (default) 2 and C. You can switch between the
three from the option menu (see page 13).
£ e EH Button

Button

m;}éﬂ m’zwm iﬂ%
Sidestep (C) RIGHT

b/ IEXN Button

este ) RIGHT
'i"wm {B) RIGHT
Look DOWN (C)

Look L B)
Sidestep (C) LEFT Y4

Button
LEFT
2) LEFT
Look UP (C)
Directional
PAD

Directional PAD

Turs

Buttons

X
= Search/Pick up Items
= Talk
= Open Doors
- ® Run (hold down)

mm Brings up the Main
seLecT Menu r

Moves you forward

Moves you
backward

turns (A, C} or
sidesteps (B) Left

= Map

\ = Activates a trap
£

e

sTarT Pause game "
(When you pause the game,
push the SELECT button to
display the option screen to
quit the game.)

turns (A,
sidesteps (B) Right

) or

= Changes the active
trap cursor




N The Map Screen

.Reading Your 3D ACTION MODE Screen

Furniture

Normal Room

Strategy
Room

:i - ‘g'?
'If-;'l ":

Trap Area W ;

| CopperCgl j’g” F
. SetUp

Door

Bi.

SLUS 00340

Nloor |

Invader

" Your Field

of Vision
) m =

ELEMEN+S ©F YOUR QUES+

You will play through several Chapter Missions during your quest.
Your choices and actions shape your quest outcome. The basics:

Castle.

invaders by cleverly po
You may also constru
pages 8-11). '

Once you have done away with an enemy,

you may pass a Final Judgment on his eternal fate...What shall

you chose?

® DEATH ....coeciveearse A Kill for the Gold value of his life?

= SACRIFICE...........An offering of his soul to Satan as a sacri-
fice to be rewarded with MP?

= CREATION ..........A collection of his rotting flesh to have the
remains be used for your own Monster Creations? (see page
12)

After you complete a Chapter Mission

' choose: - SAVE

- Body Collect
- Continue on to the Next Chapter Mission
7



" STRA+EGY MODE | V

" You can access this mode by entering the DemonGate Room PLANNING YOUR STRATEGY

Button while facing the Force Crystal

’t and pressing the
there. In this mode, you will plan your strategy for setting
up your traps, construction of new rooms, creating and

developing traps and/or monsters, etc. Icons for each task ﬁ:xzet;::sm:r:“ of gvciing at your enemins.
HP DAMAGING: You can kill your enemy by tak-

| ing all his HP with traps of this kind. They

;’ inflict varying forces of damage.

| THE PLAYER'S STATUS BAR CAPTURING: You may capture and defeat your

) enemy by using these kind of traps. Once you

have done so, you make your choice about
your captive's final fate, selecting from 3 choic-
es (page 7).

*NOTE: Not all enemies may be captured (see page 20). f'

will navigate you in this mode.

ST ma
b 19550}

iy Current

‘wawwsy: . Number of HP Meter Gold Total

Invaders ] - e b 3!
: ‘ il il e A
]x“ ETATN % 30 350 * = TE Your Castle of the Damned is an evolving
T E 5 B0 =="a—= | source of life, Dark Life. The larger you
o ) @ | make it grow, the greater the presence of
Evil. :
: Current Date and Time MP Total 5 As new master and owner of its grounds,
\ J e you must make wise decisions in adding

i i rooms to its floors.
8 . ]
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wish to add. Then select its location, and press
must follo

A RED flashing
shows you can NOT
place room yet.

—

-

=

Add new hal
differing steps:
Select the width of your hallway with the O Button.

A NORMAL color
. shows a room may be

ﬁg@&éﬁ%ﬁm«%

4

A NOTE ON ROOMS

REMOVING
\_ CONSTRUCTED ROOMS

You can remove rooms
added to the Castle of
Damned. You can NO
remove its original roo

REMOVING ROO

Select the Removal Ico
encircle the room yo
You must NOT, however,
ed"” rooms this way.

have‘

-

Select the Removal Icon
hallway you wish to rem
NOT, however, create *

The room in which you can carry out your trap setting strategy is
called a "Power Room". You can access your powers to do so here.
Additionally, there are "Prison Rooms" that house the coffins of the
your dead victims and "Bed Rooms" which allow you to revitalize lost

Select an origin After desired width

Extend your

and length have

hallway with the

HP/MP. There are other room types of use to you as well.

been made, press




CONSTRUCTION

This option will allow you to develop/upgrade your existing
traps and/or create monsters. You can do so as you progress
in the game.

When you receive use of the upgrade/development option in the
game, select the trap you wish to upgrade/develop from your list.

Provided you have sufficient Gold to do so, press the X Button
and witness your trap transformation!

When you receive use the "Monster
Creation” option in the game you must
highlight the individual monster you wish
to create from your list. Be sure to have
the correct "formula” for your monster.

Provided you have the required bodies
to do so, press the X Button to create
your new monster.

SLUS 00340
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SYSTEM ICON

The following are some important system features for
your game.

You can LOAD your previously saved data from either
of your two memory card slots on your system.

SOUND...Select either STEREO or MONO sound.
CONTROLLER SETTING...Select TYPE A, B or C
configuration for the 3D ACTION MODE.

SAVE

You can SAVE your game provided you have AT LEAST
9 blocks available on your memory card. You'll have a
chance to SAVE between Chapter MISSIOI“IS or with a
visit to the DemonGate Room.

13



3D ACTION MODE

The majority of your quest will be played in this manner.
You will play this sequence of the game in the 1st person,
"through the eyes"” perspective. Your tasks will include
scouring the halls of the Castle of the Damned, seeking out
your uninvited enemy invaders, talking or perhaps taunting
them in some cases, and KILLING THEM!

PLAYER i)
STATUS 3D ACTION PLAYER STATUS BAR |

Current Number
of Invaders

Number of
Set Traps

Number of Monster
Unleashing Gems

Current Date
and Time

HP Meter Your HP

Compass Directional
Indicator

SLUS 00340
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CAPTURING YOU
ENEMY INVADE

i{ﬂ
g

]
My

o |

Entice your enemy
and lure him into
one of your set
traps.

In Strategy Mode,
find your enemy
and set traps for
him.

If you have used a
Capturing Trap, approach
him to initiate his success-
ful capture (see page 20).

The places you've set traps will be indicated with
colored triangles. YELLOW shows a trap is “inac-
tive”, while shows a trap is of “active” sta-
tus. As enemies come into its range, active traps
spin and chime. This is the cue to activate the
trap! In an area where you have a few traps set
(triangles), you can press @ to change a traps
status from YELLOW to RED and vice versa.

15



\ PLAYER MAIN MENU

WP 38400 Y
58100 )

With this selection in 3D Action
Mode, you can survey the castle.
This may be useful, for example, in
checking room layout.

You can call up your Main Menu at |
anytime during the 3D ACTION
MODE by pressing SELECT. Your
current status will be shown along
with the following menu options:

_ ‘\

This will call up your current inven-
tory of items. You may use an item
by highlighting it and pressing the

Button.

+ This brings up the current list of Monsters
you have created. Unlike the traps, which
work in a specified area, you can unleash
monsters (in certain rooms) to seek out a
nearby enemy invader. You may unleash a
Monster only if you have:

Successfully made him by the neces-
sary captured bodies.

A sufficient amount of "Monster Unleashing Gems" in your
current total (see page 14 "STATUS") to summon him.

*NOTE: You may also Develop/Upgrade a Monster (see page 21).

You can call up this list of enemy Ilur-
ing tools that may have varying
effects on invaders. Select, and
press X to echo its horrifying
sounds. Each use will cost some MP.

A recorded chart of your
captured enemies.

You can warp to a floor's
Power Room.



( YOUR CAPTURED ENEMY

| Upon a successful capture, you must decide ONE of the following:

| As an offered sacrifice to the Evil
Lord Satan, you are rewarded with

. the gain of MP. The amount of MP

. that you obtain is determined by the
 value of that enemy's soul.

" You can obtain the Gold value for the life of your cap-

. tured enemy.

. Store their rotting flesh remains with the other coffins
~ in one of the "Prison Rooms” to keep them fresh for
~ making monster mutations.

SLUS 00340
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OBTAINING ITEMS

You will be able to buy common items from merchant invaders
by talking to them. You can attain important items from
defeating certain enemies, or (in some cases) by discovering
them yourself. i

HP AND MAGIC RECOVERY

Sleep in a Bedroom or use a select item to gain lost HP or MP.

BETWEEN CHAPTER MISSI®NS

You will go on immediately You can record DATA

This option will present you with a list of additional enemy
invaders that you will select to come to the Castle. They are extra
opportunities to gather needed Gold, MP and/or bodies that may
be required for particular Monster Creations. They may arrive as
welcomed (or unwelcomed) guests...?

*NOTE: You won't be able to after all Intermissions. (see page 21)

19




Since this game's quest and ultimate outcome are determined by 4

your actions and/or decisions throughout the Chapter Missions, it | = Choose to go "Body Collecting” at every opportunity.
may be useful to have a few general helpful tips. These will help * Select only those enemy invaders that best serve your Monster
you to successfully play and enjoy all 6 different endings. making formula needs.(i.e.ones you need to create them)

p 2 i . | = Once you have successfully created r Monst , kee|
*NOTE: EACH of the SIX different endings in this game is totally unique and | large zupplya:f “Mon:tse:" Uynleasheingyz:ms" o:. :;‘:’d of a[')'a

differing from the others. Thus, it is worth your time to times
seek out and replay this game for each of them. Furthermore, as you know = You must be at a short distance from your enemy target in
by now, there are many other fun and original elements (creating Monsters, order to unleash your monster on him.

constructing Rooms, etc.) to playing this game. = Use your Created Monsters frequently! They can/will develop
With the following tips, you should further enjoy ALL of this game. experience and raise/upgrade similar to traps.

= Experiment with the use of different monsters on different ene-
* Try to capture as many enemies as possible. ;

= Walk up to a captive enemy immediately upon his capture.
Each trap hold is timed, and you MUST deplete his entire life
bar. You can press X repeatedly to help rid his life bar quicker.

= Use combinations of HP Damaging (to weaken) and Capture
Traps (for final capture) for stronger enemy invaders, or for
any invader you have trouble capturing "in one shot".

SLUS 00340

Keep careful watch of Gold and MP consumption."

Sell off the unimportant items in your inventory.

Experiment with constructing new rooms in various locations.
Develop Traps and Monsters as quickly as possible.

Build Bedrooms in strategic locations for HP/MP recovery.
Experiment with different techniques and choices in the game.

20 21
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for it. He has seized th
throne and your fiancee.

C

el

Satans Messenger

She is the rigm E’ X

hand of Satan

who spared your

life in its dying The pawns in

moments. .
the Demonic
game of

Satan...

She is your
fiancee who is unvlmllng-
ly held by your brother.

ontractor

He is the current Master of
the Castle of the Damned.
He will be your first

nemy test. Defeat him to

become new Master.

‘Filled with ominous powerful

might, ancient wisdom of
Black Magic, and the signa-
ure of all that is evil, they

22
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Cursed with the very core of

Darkness and contaminated by
of |

SLPS 00249

i

By the sinister creations
of a forsaken man, they
are reincarnated and
formed from the very







Staff
Director Takeshi Ohmori 90-Day Limited Warranty Tecmo Products

Planner Hiroyuki Goto
gy 90-DAY LIMITED WARRANTY:
Motohiro Shiga - . p— . :
Tocmo, Inc. (“TECMO”) warrants to the original consumer that this Tecmo Product (“TPR”) shall be free from defects in material and

Makoto Shibata - workmanship for a period of 90 days from date of purchase. If a defect covered by this warranty occurs during the 90-day warranty

Chief Programmer Keisuke Kikuchi per |od,‘ Tecm‘o will repair or .rep|qce the TPR, at its option, free of charge.
. . . To receive this warranty service:

Programmer Naoki Hayashl 1. DO NOT return your defective TPR to the retailer.

2. Notify the Tecmo Consumer Division of the problem requiring warranty service by calling: 1-310-787-2900
Our Consumer Service Department is in operation from 8:00 A.M. to 5:00 PM. Pacific Time, Monday through Friday.

Hiroki Nakajima

‘ MASATAKA 3. If the Tecmo service fechnician is unable to solve the problem by phone, he will provide you with a Return Authorization number.
Simply record this number on the outside packaging of your defective TPR, and return your TPR freight prepaid, at your risk of loss or
damage, together with your sales slip or similar proof-of-purchase within the 90-day warranty period fo:

| Yuji Simada

] Shinichiro Yamamoto
Tecmo, Inc. Consumer/Service Department:
s i il Sequoia Commerce Center

| Animaror Satoru szakr - 19260 S. Van Ness Avenue
Torrance, CA 90501

| Modeller Masaya Tkarashi

Texture Design Yuichi Nagumo

Makoto Komatsu Ihis warranty shall not apply if the TPR had been damaged by negligence, accident, unreasonable use, modification, tampering, or by
Junichi Nishimura alhor causes unrelated to defective materials or workmanship.
Youichi Hirose
b : REPAIRS AFTER EXPIRATION OF WARRANTY:
Ryuji Nouguchi Il tha TPR develops problems after the 90-day warranty period, you may contact the Tecmo Consumer Department at the phone number

it above. If the Tecmo service fechnician is unable to solve the problem by phone, he may provide you with a quote for the repair
Shivekivo Okud cost and a Return Authorization number. You may then record this number on the outside packaging of the defective TPR and return the
SMUECRLY O Haa dolactive TPR “freight prepaid” to Tecmo, enclosing a check or money order for the amount quoted payable to Tecmo, Inc. Tecmo will, at
) Taku)'a Hanaoka it option, subject to the conditions above repair the TPR or replace it with a new or repaired TPR. If replacement TPRs are not available,
‘ Art Work Kenji Harada ihe defoctive TPR will be returned and your payment refunded

‘1 Supervisor NOISE WARRANTY LIMITATIONS
| Producer MAX NAKA ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR
PURPOSE, ARE HEREBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET

Sound Composer Takashi Kanai

Executive Producer Yoshihito Kakihara [ FORTH HEREIN, IN'NO EVENT SHALL TECMO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE
U.S. Project Director and Scenario Matthew F. Humaciu BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES
. : Il provisions of this warranty are valid in the United States only. Some states do not allow limitations on how long an implied warranty
Manual Matthew F. Humaciu s o exclusion of consequential or incidental damages, so the above limitations and exclusion may not apply to you. This warranty

you spacific legal rights, and you may also have other rights which vary from state fo state.
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