WM-01

Starting the Game
Game Flow
Web Manual

P.4

Basic Controls

Shenmue Introduction

P.2

P.1

P.8

Shenmue II Introduction

P.2

Starting the Game
Installation

Old Save Bonus and Storylines

Insert the game disc into your Xbox One console to start
installation.
Shenmue and Shenmue II game icons will display within
My Games & Apps once the games have been installed and
are ready to play. Select a game to start.
*For the digital release, installation will start automatically
after downloading the games.

The storylines of Shenmue and Shenmue II are related, but
you can play the games in any order.
If you have already completed Shenmue, you can load a
cleared game file from that game in Shenmue II. This will
allow you to keep your money, items, and learned skills from
the first game.
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Shenmue Introduction
Year 1986, Yokosuka, Japan.
An unexpected visitor brings chaos into the previously peaceful life
of Ryo Hazuki, age 18.
A mysterious man in traditional Chinese clothes appears amidst the
company of shady individuals in black.
His fighting style is unlike anything Ryo had ever seen before, and
his strength is overwhelming.
Ryo's father Iwao engages this fearsome opponent in combat.
Seeing that his father is about to lose, Ryo joins the fray, but he is
no match for the stranger.
He is defeated. The man approaches Iwao.

"You haven't forgotten Sunming Zhao, have you?"
Iwao would not meet his eyes nor say a word. The man continues
talking. He speaks of Iwao's crimes from a past that Ryo had been
ignorant to.
Did his father really kill someone...?
Iwao does not say a word. The man strikes him down.
Ryo runs to his father's side and tries to help him up, but Iwao is
about to breathe his last.

"Where's the mirror?" he demands.

"Lan Di..." he whispers.
The man called Lan Di leaves. What sticks in Ryo's mind is an
ornately embroidered dragon on the back of his jacket.

Iwao has no choice but to tell him.
Once the man obtains what he had come for, he turns to Iwao again.

What was the mirror Lan Di came for?
Who is he, and what was his connection to Iwao?
Swearing to avenge his father, Ryo sets out on a journey seeking
answers to these questions.
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Shenmue II Introduction
In Yokosuka, Ryo tries to track down Lan Di but has no clues as to
his whereabouts.
However, a letter addressed to his father comes into his possession.
The letter sent by Yuanda Zhu warns Iwao of danger and advises
him to contact Yaowen Chen just in case.
Ryo finds out how to contact Chen and goes to meet him.
From him he learns that Lan Di is a high-ranking member of a
Chinese crime syndicate called Chi You Men.
He is also told that the stolen mirror was one of a pair.
Ryo finds out that the other mirror is known as the Phoenix Mirror,
and that Lan Di is in Hong Kong.
Ryo decides to head there.

Hong Kong - a bustling, crowded city.
An introduction letter from Chen in hand, Ryo searches for Master
Tao who is said to know where Yuanda Zhu is.
Alas, Ryo lets his guard down and is robbed of his belongings by a
local gang.
Joy, an influential lady, comes to Ryo's aid, helping him find a place
to stay. He continues his search for Liu and Zhu while taking on
various jobs to pay for his accommodation.
And that is barely the beginning of his Chinese adventure.
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Game Flow
You play as the protagonist,
Ryo Hazuki, trying to obtain
information from various
people that would lead him to
the answers he seeks.

Game Screen
Gameplay when Ryo can be freely controlled is displayed in
16:9 aspect ratio, and cutscenes in the original 4:3 ratio.

Passage of Time
Time passes in the world of Shenmue, and the seasons
change with it.
Although there is no need to particularly hurry, the final
objective must be completed by the time cherries bloom in
spring in Shenmue, and by summer in Shenmue II.

Controlling the Character

Cutscene
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Game Flow
There are three main parts of gameplay.

Free Quest Mode
This is the main part of the
game where you explore the
areas and talk to characters.
Besides gathering information
needed to progress the story,
you are free to play minigames,
search for collectibles and
enjoy the world of Shenmue
any way you like.

Free Battle Mode
Battle single or multiple
opponents. Combat controls
are simple and allow for
immersive battles.
Certain characters you meet
through quests can teach you new skills. Once you learn
them, you can use them in battles.

QTE
Quick Timer Events.
Press the buttons shown on
screen with the right timing to
progress.
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Game Flow
Notepad and Help

Saving Progress

Press  to read Ryo's memos
containing information he has
collected and story events.
If you ever get stuck and don't
know what to do next, check
the notepad for hints.

You can save your progress by
selecting SAVE when resting
in a bed or from the system
menu.
There are 10 save slots for
each of the two games.

Press Menu button icon to
pause the game and view
explanation of basic controls
available on that screen.
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Game Flow
System Menu
Press  to open the system menu where you can check
your current funds, tokens and date.
Use / to toggle between the following screens.
Story Items
These are important items
related to the story. Select
an item to see it in detail.
Collection
View your toy capsule items
and other collectibles. Select
an item to see it in detail.

Moves
View a list of learned skills.
You can also check skill
names and commands.
Save
Save your progress in one of
the 10 save slots available.

Options
Controls, audio and graphic
options.
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Basic Controls
Left Trigger:
Zoom In (Movement/Camera)
Assigned Move (Fight)
*Shenmue 1
Reverse (Vehicle)

Left Stick:
Walk forward
(Movement/Camera)
Turnaround
(Movement/Camera)
Turn left (Movement/
Camera)
Turn right (Movement/
Camera)
Steer left (Vehicle)
Steer right (Vehicle)

D-Pad left:
Turn left (Movement/
Camera)
Steer left (Vehicle)

Menu button:
Pause/Help (General)
Menu (Vehicle)
D-Pad up:
Walk forward
(Movement/Camera)

Right Trigger:
Run (Movement/Camera)
Run (Fight)
Accelerate (Vehicle)
Y button:
Inventory/Menu (General)
Block/Evade (Fight)
Camera/First Person (Vehicle)
B button:
Cancel/Back-Out
(General)
Throw (Fight)

A button:
Talk/Action (General)
Kick (Fight)
Raise Lift (Vehicle)

D-Pad down:
Turnaround
(Movement/Camera)
D-Pad right:
Turn right
(Movement/Camera)
Steer right (Vehicle)

X button:
Notebook/Action
(General)
Punch (Fight)
Map (Vehicle)

Free Quest

Free Battle

D-Pad/Left Stick

Walk

Walk

Right Stick

Change view

Change view



Look Zoom

Use set move



Run

Run



System menu

Dodge



Cancel/Stop

Throw



Confirm/Action

Kick



Open notepad

Punch

Menu button

Show Help

Show Help

*Some controls can be changed in Settings in the System Menu.
**START button means the Menu button on Xbox One.

Right Stick:
Look around
(Movement/Camera)
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Basic Controls
Selecting Actions

Movement

While doing quests, you will see
icons on the bottom right of the
screen with , ,  and 
buttons assigned to them.
Depending on the situation, each
icon represents a function and the button it is assigned to.
Press the corresponding button to perform it.

Use the left stick or D-Pad to move.
Left stick C

Move forward

Left stick ZX

Move left/right

Left stick V

Move backward

Left stick +
Hold down 

Change direction faced
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Customer Support
Please check: www.sega.com/support or call 00 44 845 301 5502 (UK)* 1-800-613162 (AU)*
*International call rate may apply, please consult your phone provider.
Register online at www.sega.com for exclusive news, competitions, email updates and more.
Customer support is available in the following language(s): English

Warranty
WARRANTY: SEGA Europe Limited warrants to the original buyer of this Game (subject to the limitation set out below), that this Game will perform under
normal use substantially as described in the accompanying manual for a period of ninety (90) days from the date of first purchase. This limited warranty
gives you specific rights, and you may also have statutory or other rights under your local jurisdiction, which remain unaffected.
WARRANTY LIMITATION: This warranty shall not apply if this Game is used in a business or commercial manner and/or if any defect or fault results from
your (or someone acting under your control or authority) fault, negligence, accident, abuse, virus, misuse or modification of the Game after purchase.
WARRANTY CLAIM: If you discover a problem with this Game within the warranty period (including a problem with the activation of the Game, using keycodes or otherwise), you should contact the retailer from where you bought the Game. Please ensure that you have a copy of the original sales receipt as
you may be asked to provide this to the retailer. If you discover a bug or error in the Game, please contact the technical support team at SEGA (details set
out in this manual) and inform them of the difficulty you are experiencing with the Game. The retailer or SEGA will either repair or replace the Game at their
option. Any replacement Game will be warranted for the remainder of the original warranty period or ninety (90) days from receipt of the replacement Game,
whichever is longer. If for any reason the Game cannot be repaired or replaced, you will be entitled to receive an amount up to the price you paid for the
Game. The foregoing (repair, replacement or the price you paid for the Game) is your exclusive remedy.

LIMITATION: TO THE FULLEST EXTENT ALLOWED BY LAW (BUT SPECIFICALLY NOT LIMITING ANY LIABILITY FOR FRAUD OR DEATH OR PERSONAL
INJURY CAUSED BY SEGA’S NEGLIGENCE), NEITHER SEGA, ITS RETAILERS OR SUPPLIERS SHALL BE LIABLE FOR ANY SPECIAL OR INCIDENTAL
DAMAGE, DAMAGE TO PROPERTY, LOSS OF PROFITS, LOSS OF DATA OR COMPUTER OR CONSOLE FAILURE, ANTICIPATED SAVINGS, BUSINESS
OPPORTUNITY OR GOODWILL WHETHER ARISING DIRECTLY OR INDIRECTLY FROM THE POSSESSION, USE OR MALFUNCTION OF THIS GAME EVEN
IF IT HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH LOSS.
Additional information if you are based in Australia: The benefits under this warranty are in addition to other rights and remedies under a law in relation to the
goods. Our goods come with guarantees that cannot be excluded under the Australian Consumer Law. You are entitled to a replacement or refund for a major
failure and for compensation for any other reasonably foreseeable loss or damage. You are also entitled to have the goods repaired or replaced if the goods
fail to be of acceptable quality and the failure does not amount to a major failure.
WARRANTOR: This warranty is provided by SEGA Europe Limited. You can contact SEGA to discuss your warranty claim as follows:
1.	Post: For UK/Europe: SEGA Europe Limited, 27 Great West Road, Brentford, Middlesex, TW8 9BW, UK
	For Australia: Five Star Games, Suite 1.11, 55 Miller Street, Pyrmont NSW 2009, Australia
For US: SEGA of America, Inc. 6400 Oak Canyon, Suite 100, Irvine, CA 92618
2. Email: Please check http://www.sega.com/support for more details.
3. Phone: 00 44 845 301 5502 (UK) 1-800-613-162 (Australia)
International call rates apply if calling from outside of these locations. Please consult your phone provider for further details.
Unless otherwise noted, the example companies, organisations, products, people and events depicted in the game are fictitious and no association with any
real company, organisation, product, person or event is intended or should be inferred.

Produced under a license from Northrop Grumman Systems Corporation. F14D Tomcat is a trademark of Northrop Grumman Systems Corporation.
CYBER TROOPERS VIRTUAL-ON ORATORIO TANGRAM © SEGA CHARACTER DESIGN: KATOKI HAJIME
© SEGA. SEGA, the SEGA logo and SHENMUE are either registered trademarks or trademarks of SEGA Holdings Co., Ltd. or its affiliates. All rights
reserved. SEGA is registered in the U.S. Patent and Trademark Office. All other trademarks, logos and copyrights are property of their respective owners.

Unauthorised copying, reproduction, rental, pay for play, public performance or transmission of this game is a violation of applicable laws.

