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NPEAYNPEK\EHVE 
AaHHbI ANCK npegHasHayeH ana cucTembi PSP™. He nbitaittecb BOCNPOM3BOAMTb ero Ha 
APyrux CHCTeMaX, NOCKONbKy 3TO MOET NPMBECTH K NOBpexAeHMIO OOOpymoBaHua. Nepeg, 
VCNONb3OBaHMeM BHUMATENbHO NPOYTUTe AOKyMeHTauMlo cucTemb| PSP™. He octapnaiite 
AMCK BONM3M MCTOYHMKOB Tenna, B MeCTAX, He SaLMLeHHbIX OT NPAMbIX CONHEYHBIX nyyeli, 
MB YCNOBMAX NOBbIWEHHOM BNakHOCTH. He NbiTaiTech BOCNPOMSBOAMTb NOBpexseHHbIe, 
AecpopMuposaHHble wiv CKNeeHHbIe AUCKH. 

   
Npv vaenevenun AMCKa ReprkuTe cuctemy BcTaBbTe AMCK TaK, KaK NOKasaHo Ha cxeme, 
PSP Tak, Kak Noka3aHO Ha CxeMe. W Ha@kumaiite Ha Hero 40 Tex nop, Noka He 
4pesmepuoe ycunue moet npusectn NposBy4vT WeN4OK. HenpaBynbHar ycTaHoBKa 
Kk NOBpekgeHMIO AMCKa. AMCKa MOKeT NPMBECTH K ero NOBperxkpeHNIO. 

MEAMUMHCKVE PEKOMEHAALIM 
Urpaiite TonbKo B XOpOWO OCBeLeHHbIX nlomewjeHusx. [enavite 15-muHytHbie nepeppissi 
flocne Kaxkgoro Yaca urpbi. BosgepxuTecb OT Mrpbi, ECM BbI ycTann vn He BbICnanuc. 
Benbilikn cBeTa, MepuaHne M reoMeTpu4eckne chopmbl, noABnarowMeca Ha okpaHe Npu urpe 
WM MpOCMOTpe TeneBU3z0pa, MOFYT BbISBaTb y OTAENbHbIX NOMEN anunentuyeckuiA 
Npwnapok. Ecnw y Bac ecTb npegpacnonoxkeHHocTb K snunencuu, nepen Hayanom Urpbl 
NPOKOHCynbTupyiTecb C Bpaiom. HemegneHHO npeKpalaiite urpy npn BOSHMKHOBeHMM 
mioGoro M3 NMepe4MCMeHHbIX CMMNTOMOB: romOBOKpyxkeHne, HapyweHne 3peHna, 
HENPOMSBONbHbIE ABMKEHMA MM COKpalleHMA MbILUL, NoTepA cOsHaHMA, noTepa 
OpvexTaymu, cygoporn. 

NPEQYNPEK EMME 0 NMPATCTBE 
Cuctema PSP™ wy jaHHbiit aMcK comepkaT TeXHM4eCKNe CPeACTBa 3aLMTbI OT 
HeCAHKUMOHMPOBaHHOrO KONMPOBaHMA MaTepMaNOB, 3alljMUeHHbIX ABTOPCKMM NpaBOM. 
KonmposaHne Taknx MaTepmanos B O6XOf AaHHBIX cpegcTs, a TakKe HeCaHKUMOHMpOBaHHOe 
MCNONb3OBaHMe 3apPerMCTPMPOBaHHbIX TOBaPHbIX 3HaKOB, ABMACTCA HapyweHveM 
AevcTByIOWero 3akOHOgaTeNbcTBa. 

Ecnu Bbl pacnonaraete uHcopmaumeh o mmpatcKux npopyKTax unu cnocobax o6xona 
NpeAYCMOTPEHHbIX HAMM CPeACTB SaLMTbI OT HeCAHKMOHMPOBAHHOrO KONMpOBaHMA, NPOCKM 
BaC COO6WWMTb 06 3TOM NO aneKTpOHHOM no4Te (anti-piracy @ eu.playstation.com) unu 
Tenedory cnykObl NOARep KKH nonbsoBaTenel, yKasaHHOMy Ha nocnegHe cTpaHMue 
O6N0KKM JaHHOrO pyKoBogcTBa. 

POMTENIbCKMM KOHTPOSIb 
Ajatomy aucky UMD™ npvceoeH onpepeneHHbiit YPOBeHb pOgMTeNbCKOrO KOHTpons, 
COOTBETCTBYIOLUMM ero COAep»xKaHMiO. BbI MOrKeTe HACTpOMTb cucTemy PSP™ Takum o6pazom, 
4TO BOCMPOMsBeAeHHe AUCKOB UMD™ c yposHem poguTenbcKoro KOHTpoNA, NpeBOcXopALMM 
OnpefeneHHoe SHayeHve, CTaHeT HEBOSMOXHbIM. 3a Gonee nogpobHon undopmaynen 
o6pawjaiitect kK AOKyMeHTauiMM cucTembI PSP™. 
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PAN EUROPEAN GAMES INFORMATION (PEGI) 
AGE-RATING SYSTEM 
The PEGI age-rating system protects minors from games unsuitable for their particular age 
group. PLEASE NOTE it is not a guide to gaming difficulty. 
Comprising two parts, PEGI allows parents and those purchasing games for children to 
make an informed choice appropriate to the age of the intended player. The first part is an 
age rating:- 

3 12: 
The second is icons indicating the type of content in the game. Depending on the game, there 
may be a number of such icons. The age-rating of the game reflects the intensity of this 
content. The icons are:- 

VIOLENCE BAD LANGUAGE FEAR SEXUAL CONTENT DRUGS DISCRIMINATION 

     

   
For further information visit http://www.pegi.info 

  

PARENTAL CONTROL LEVEL 

This game is classified according to the PEGI rating system. The PEGI rating marks and 
content descriptors are displayed on the game package (except where, by law, another 
rating system applies). The relationship between the PEGI rating system and the Parental 
Control Level is as follows: 

PARENTAL CONTROL LEVEL PEGI RATING AGE GROUP 

   



 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

  
 
   

 
 

 
 

 
 

 
 

      
        
 
 

 
 

 
 

 
 

 
 

 
 

 
 
 
 

  
  

 
 

 
 

      
 
 
 
 

 
 

 
 

 
 

 
 
 
 

          
        

  
  

  
  

  
  

    
      

  
 
 
 
 
 
 

 
 

    
  

  
    

  
        

  
  

  
    

  
  

  
 
 

 
 

 
 

    
    

  
  

 
 

 
 

  

 
 

 
 

 
 

 
 
 
 

 
 

 
 

 
 
 
 

 
 

  
 
 

 
 

 
 

 
 
 
 

 
 

 
 

 
 

  
  
 
 
 
 

  
 
 

    
 
 

 
 

 
 

  
  

  
  

  
  

    
    

  
 
 

 
 

 
 

 
 
 
 

 
 
 
 

 
 

 
 
 
 

 
 
 
 

 
 

  
 
 

 
 

 
 

 
 

 
 

 
 
 
 
 
 

 
 

 
 

      
 
 
 
 
 
 

 
 
 
 

 
 
 
 
 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 
 
 

 
 
 
 

 
 
 
 
 
 

 
 

 
 

 
 

  
 
 
 
 

 
 
 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 
 
 

 
 

 
 
 
 
 
 

 
 

 
 

  
 
 

 
 

 
 

 
 
 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

  
  

        
    

  
  
 
 

 
 

      
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 

 
 
 
 

 
 

 
 
 
 

 
 
 
 

        
  

  
  

          
    

    
    

  
  

  
 
 
 
 
 
 

 
 
 
 
 
 

 
 

  
 
 
 
 

    
    

  
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 

 
 
 
 

 
 
 
 
 
 

 
 
 
 
 
 
 
 

 
 

        
  
 
 

 
 
 
 
 
 
 
 

 
 
 
 

 
 

                
  

  
      

  
 
 

 
 
 
 

 
 
 
 

 
 

 
   

 
 
 
 

 
 

 
 

 
 

 
 

 
 

  
          

      
    

    
  

      
  

        
 
 
 
 

 
 

 
 
 
 

 
 

 
 
 
 
 
 

 
 

 
 

 
 
 
 
 
 

 
 
 
 

 
 

 
 

              
        

  
    

    
  

 
 

  
  

  
 
 

 
 

 
 

 
 
 
 

 
 

 
 
 
 

 
 

 
 

 
 
 
 

                                      
  

  
  

  
    

 
 

 
 
 
 

 
 
 
 

    
 
 
 
 

 
 

 
 
 
 

  
 
   

  
  

  
  

 
 
 
 

    
 
 

  
 
 

 
 

 
 

 
                 

    
 
 

 
 
 
 

 
 

                                    
 
 
 
 

 
 

 
                                 

         
 

 
                                  

 

 
 

                   
 

 
 

 
       

 
 

 
 

 
 

  
 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
  
 

 
   

 
 

 
 

  

 
 

 
 

 
 

 
 

    
 
 
 
 

 
 

 
 

 
 

 
 

      
        
 
 

  
 
 

 
 

 
 

 
 

 
 

                    
     
 

  
  
 
 

    
 
 

 
 

 
 

 
 

  
 
 

 
 

 
 

  
 
 

 
 

  
 
 

 
 

      
  

 
 

  
 



  

Thank you for purchasing Super Monkey Ball Adventure™. 
Please note that this software is designed only for use with the 

PSP™ system. Be sure to read this instruction manual 

thoroughly before you start the game. 

  

   

   

   

          

    

  

   

    

       

  

   

CONTENTS 

  

  

      
  

  

  

SETTING UP ae 04 
MEMORY STICK DUO™ 04 
WIRELESS (WLAN) FEAT! 05 
CONNECT TO PlayStation@2 VIA US 05 
START UP : 06 

Z MENU CONTROL 06 
BASIC GAME CONT ROL an 06 
STORY MODE 06 

Head Up 2 Za 
Puzzle Gate Challenges —____________08 
Ball Abilities — : 
Characters — 
Enemies 

PARTY GAMES 
Monkey 26... 
Monkey Target — : : 
Monkey Fight 
Monkey Ca 
Monkey Boun 
Monkey Tag — 

Monkey Trum 
CHALLENG 

OPTIONS 
WARRANTY/PRODUCT ‘SUPPOF 
CREDITS 

  
  

  
  

  

   



  

  

  
  

  
  

  

  

     
  

  

      
  

    
  

  
  

          

  

  

, S
eee

ita
eit

 

  

€ = SETTING UP ee 

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

disc cover. Insert the Super Monkey Ball Adventure™ disc with the label sid, 
facing the rear of the PSP™ system and then securely close the disc cover. 

     
   

    
  

Select the #& icon from the Home Menu and then select the @ icon. An 

image of the software will be displayed. Select the image and press ® to 
commence loading. ¢ 

PLEASE NOTE: The information in this manual was correct at the time of 

going to print, but some minor changes may have been made late in the 
product’s development. All screenshots for this manual have been taken 

from the English version of this product, and some screenshots might have 
been taken from pre-completion screens that differ slightly from those in the 
finished product. 

    

  

  

        
  

  

  

  

    

                  
       
       

~ MEMORY. STICK DUO™    

  

To save System Data and progress, insert a Memory Stick Duo™ into the 
Memory Stick Duo™ slot of the PSP™ system. Saved Game Data can be 

loaded from the same Memory Stick Duo™ or any Memory Stick Duo™ 
containing previously saved Game Data. Super Monkey Ball Adventure™ 
requires up to 704KB free space to save Game Data and System Data. 
Please ensure there is enough free space on your Mer 
before commencing play. Select your preferred langu: 
PSP™ system's Home Menu before commencing play 

Note that Super Monkey Ball Adventure™ utilises an Autosave system, 

so inserting a different Memory Stick Duo™ after the game has started 
may result in it being overwritten. Follow the on-screen prompts to save 

your Game Data. 

   

__ When Game Data is “ours saved, manually or automatically, a message “ 
will be displayed to notify that such action is taking place. Do not swit¢h 
the power OFF or remove Memory Stick Duo™ while Game Data is being 

saved or loaded. = [7 
‘ | 

    
  

  

  
  

  

    

  

        

    
  

    

  

                                      
  

 



    

  

  
    

  

  

      

  

     

Software titles that support Wireless (WLAN) functionality allow the user 
to communicate with other PSP™ systems, download data and 

compete against other users via connection to a Wireless Local Area 

Network (WLAN). 

Wireless Compatible 

      

Wireless Compatible 

AD HOC MODE 
Ad Hoc Mode is a Wireless (WLAN) feature that allows two or 

more individual PSP™ systems to communicate directly with 

each other. : 

GAME SHARING 
Some software titles feature Game Sharing facilities which 

enable the user to share specific game features with other 

users who do not have a PSP™Game in their PSP™ system. 

INFRASTRUCTURE MODE 
Infrastructure Mode is a Wireless (WLAN) feature that allows 

the PSP™ system to link to a network via a Wireless (WLAN) 

Access Point (a device used to connect to a Wireless 

network). In order to access Infrastructure Mode features, 

several additional items are required, including a 
subscription to an Internet Service Provider, a network 

device (e.g. a Wireless ADSL Router), a Wireless (WLAN) 

Access Point and a PC. For further information and setting 

up details, please refer to the PSP™ system Instruction 
Manual. : 

PLEASE NOTE: The PSP™ system uses its “nickname” for 

multi-player games. Some characters are not supported and 

will be replaced by the ? symbol. 

       CONNECT T0-PlayStation®2-ViA USB. 

If you own both the PSP™ system and PlayStation®2 versions of the game, 

you can transfer a saved game across to the PlayStation®2 to play on the 

big screen or vice versa. 

To use this option first ensure you have a 

Memory Card (8MB) (for PlayStation®@2) inserted in the PlayStation®2, 
and a Memory Stick Duo™ inserted in the PSP™ system. 

Connect your PSP™ system to your PlayStation®2 with a USB cable. Select 

Game Data on from the Options Menu on the PSP™ system and select Send 

Game Data (to send Game Data to the PlayStation®2) or Receive Game Data 

(to save Game Data to the PSP™ system). Then select which save file you 

wish to send on the PlayStation®2 or PSP™ system. The game will then 

transfer the Game Data from one console to the other. Once the Game Dai 

has been transferred please select a save file to which the Game Data shoul 

be saved.     
Please note that the only data saved will be the individual save Game Data. Sy 

‘All items unlocked in both of the systems will be merged. 

  
        

  
  

  

      
  

  

   

“ 

 



  

  

    

During the title screen, press the START button to display the mode 

select screen. Select from the following four options. 

pent Mode (see page 5} 
Game (see page 10) 

cha allenge Mode (see page 22) 
Options (see page 23) 

MENU CONTROL C 
/ = OR Analog Stick : Choose menu items, change settings. 

®: Select. 
©: Cancel / go back. 

Highlight the option you wish to change and use left and right to change the 

setting. Press ® to proceed. 

BASIC GAME CONTROLS 
With the exception of certain party games, use the Analog Stick to move the 
monkey in a ball. Press the. START button during Gameplay to pause the 

game and display the pause menu. 

PAUSE MENU: 
At any time during the game you can press the START button and access the 
pause menu. The available items in the menu will change according to the 
game mode and situation you are in. Please refer to the pause menu section 
of each particular game mode for specifics. 
From all pause menus you can select the options menu that has the following 
options: 

Sound: Here you can "change the outpat type and adjust the music and effects 
levels. 

Camera: Here you can choose whether the camera tilts (on) or remains 

horizontal (off). 

  

Guide Aiai, Meemee, Gongon and Baby on an epic quest across the five 
kingdoms of Monearth! Strange forces are afflicting each of the lands 
and you must discover what is at the heart of each unique problem. By 
spreading joy, defeating the Naysayers and uniting the feuding kingdoms 
you can allow true love to flourish and help the greatest wedding ever 
seen take place! 

Each of the five poe is split into two realms respectively known as the 
_ ‘Adventure Realm’ and the ‘Puzzle Realm’. In the Adventure Realm, you / 

must solve tasks and unique challenges set by the characters of the 

Kingdom to increase the joy in the land. The Puzzle Realm can only be 
accessed through the Puzzle Gates located in the kingdoms of the Adventure 
Realm. Completing the Puzzle Gate Challenges unlocks doors that t 
other areas in each kingdom. / /\ 

  

  

    
  

  

  

  

    
  

  
  

  
                      

  
  

 



  

  

  
  

      

  

  
  

  

  

    

  

    

  

  

        STORY MODE 

  

CONTROLS: 
Analog Stick: Movement. 

DIRECTIONAL BUTTONS / GG: Camera Control. 
®: Context Sensitive, activates Chant mode. 

When in chant mode, pressing ® again will redial the previously called 
chant. 

O: Talk to characters. 
®: Brings up your Banana Counter and Joy Meter. 

®: Returns the monkey bail out of any gant mode and 
returns from the Puzzle Realm. 

START button: Pauses the game and goes to the pause menu. 

From here you can select the following options. 

World: Here you can check your progress and view the area map. 

View Chants: This shows a list of all the ball abilities the user knows. It will 
be grey and unselectable if the user has not learnt any chants. 

Options: Change the game options here. 

Load / Save Game: This allows the user to load a previously saved game or 
save their current progress. 

Quit Game: Exit to the main menu. 

-HEADUP_ DISPLAY. (HUD) 

  

_________ BANANA COUNTER 

- ALTIMETER 

  

  

            
  

RADAR & COUNTDOWN 
TIMER 

SPEEDOMETER 

  

          
  

  

  

HINT TEXT 
    JOY RAISED IN 

THIS KINGDOM 

_ CONTEXT SENSITIVE 
_ ACTIONS    

  

Bananas can be collected in the realms and can be given as a 

donation or swapped with the shop keeper found throughout the 

kingdoms. 

Cards of all the monkeys have been made and littered around 

the kingdoms. Only certain characters will be able to find them. 

You never know, you may be able to play someone at them if 

you find them all. SE 

Joy is gathered by helping the inhabitants of each kingdom. If you get stuck 

in a task, use the radar and hint text to help you overcome whatever 

problems are in your way. ~ 

a 

     



  

% 

    

  

  

  

  
  

  
  

  

  
  

  

          
    

    
  
            
  PUZZLE GATE ) 

PUZZLE GATE CHALLENGES: 
A puzzle gate is a mystical device invented to allow entry to only those with a 
steady nerve. There are a number of fiendish puzzles to choose from. 

    
  

  

  

    Complete most of them and the gate unlocks. Complete all of them if you 

want to collect every banana that's available to you. 

PUZZLE GATE 

PUZZLE PADS 

  

To select a puzzle, roll your chosen monkey onto the pad and press & to be 
whisked away to the puzzle realm. Those puzzles still to be completed will 

have a bright flame alight in their centre. The door will have glowing jewels on 
it, indicating how many puzzles still need to be completed for the gate to 
open. 

     BALL ABILITIES 
BALL ABILITIES: 7 
The Super Monkey Ball is a magic device that can change its properties 
to suit its user’s needs and to help them accomplish tasks. If a monkey 
combines the correct incantations into a chant, the ball is temporarily 
given a new ability. To recite a chant you must stand perfectly still and 

press &. At this point four magical monkey words appear: 

You select the desired word by moving the Analog Stick or relevant 
DIRECTIONAL BUTTONS in the direction it appears on screen. 

®: Redials the last chant used. 
®: Exits the chant mode. - 

          
  

  

  

  

SELECTED 
MAGIC WORDS 

INDIVIDUAL 
MAGIC WORDS 

_ {fa correct chant is made, the letters will blink to show it has been . 

_ successful. Once in a ball ability you can press @ to return the ball to its 
original properties. This same system can be used to travel between 

realms. Once you have learned a chant it is available to be used ‘ 

anywhere at any time, you are not restricted to only using chants in the 
kingdom where they were learnt. / 
If you press the START button to pause the game you can look at @ lists / 
of all chants in the pause menu that are available for you to use. 

\ \ a iy \ 

  

  

        
  

  

  
  

    
  

  

 



  

  

  

    
  

  

  

    
  

  
  

  
    

  

  

  

  

              
    
  

  

  
  

  
  

  
  

< Gongon 
Gongon’s strength complements Aiai’s brains. He is the brawn behind the 
Super Monkey Ball team and will always help out a 
friend in need. 

Aiai is the hero of the game, and keeps the Super Monkey Ball team 
together. He is courageous and daring and the brains of the operation. 

  

< Baby 
The super intelligent time travelling baby from the future is wise well 
beyond his years. He rarely cries but when he does Meemee can always 

quiet him down. 

  

Meemee > 
Meemee is Aiai’s childhood sweetheart. She tackles all problems in a kind 

and sensitive way but is never one to shy away from a challenge. 

  

ENEMIES ) 
Naysayers represent all the misery that plagues each of the monkey 

kingdoms. While they cannot hurt people they are a huge annoyance. Each 

Naysayer must be beaten in different ways that the player needs to discover. 

  

   

    
Spinning Naysayer 
Vulnerable when dizzy. 

Wind Naysayer 
Sometimes eats more than it can 

swallow. 

  

‘ Fire Naysayer 
Its own worst enemy. 

  

Boxing Naysayer 
Wait till it drops its guard. 

  

  

    

  

  

  
  

  

    

  

  

  

  

  

  
  

  
  
                    

  
  

    
  

  

  

  

  

  
  

  

  

  
      

  
  

      
  

       



  

  

  

  

  

          

  

          
  

  

  

  

  
  
            
  
  
        

  

Various Party Game Modes, Levels and Characters can be unlocked by 
purchasing them with bananas from Paipai who appears throughout the 
Adventure Realm. 

MONKEY RACE 1-4 PLAYERS 
A high speed race where the only rule is to win at all costs! Use the 
powerups scattered across the track to boost your speed or hamper your 
opponent. 3 

  

CURRENT ¢ 
LAP TIMES 

LAPS 
CURRENT/ TOTAL 

POSITION 

OPPONENTS 

POWER UPS 

COURSE MAP 

  

GAME MODES: 
Single Race: Race around a single track to win this event. 
Grand Prix: Beat your opponents over a number of events to end up top of the 
leader board. 
Time Attack: You'll need all your wits about you to complete the event in the 
quickest time possible. 

GAME SETUP: 
You can choose from the following settings: 

Number of laps: This is the number of times you have to go round the track 
before you finish. - 

Computer players: This toggles computer opponents on and off. 

Handicap: This makes it easier to catch up when you are behind, and more 
difficult to stay in front when you are leading. : 

Items: This toggles items on and off. 

        

  

         



             
  

  

  

      
  

  

  

  

  

  

€ PARTY GAMES cont. 
      

  

  

  

  

  

  

        
          

Banana Peel: Drop a banana peel on the ground and other players 
s rolling over it will slip. 

  

   
   
@ ) Bounce: This causes you to bounce, sending out shockwaves 
Bae knocking your opponents away from you wherever you land. 

= Bowling Bomber: Roll a bomb that will explode on contact with an 
| opponent. 

  

BoxingBall: This will automatically punch all opponents that come 
near. 

  

        
  

      

  

EggBall: Turn your opponent’s ball in to an unwieldy egg-shape. 

  

$4 Hunter Missiles: Fire missiles at all opponents in front of you. When being 
pe tracked by a Hunter Missile the screen will display “Incoming Missile”.    

Ice Cube: Turns an opponent's ball in to ice making it very hard to 
control. 

| PolygonBall: Your opponent’s ball becomes polygonal for a limited 
# time 

  

ie! Protection: This will protect you from most attacks including Hunter 

| Missiles. dl 

   

   
| Speed Star: Increase your speed for a limited time. 

ie TetherBall: This will slingshot you past a nearby opponent within 
ie range 

CONTROLS: 
Analog Stick: Moves the monkey round the track. 

©,®,@ and O: Use power ups. 
START button: Pauses the game and goes to the Pause Menu. 

From here you can select the following options: 

Options: Change the game options here. 

Quit Game: Exit to the main menu. 
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[ =. PARTY-GAMES-cont,» 

MONKEY TARGET 1-4 PLAYERS 
A great challenge to your monkey flight skills! Guide your monkey to islands 
with varying targets. Hit the high score targets but be careful not to risk 
everything just for a maximum score! Sometimes caution can bring rewards. 

   

  

SCORE 

SPEED 

  

    
  
  

  

  

  
      

  

  

    
WIND SPEED   

  

  

      
  

  

  

  

    ALTIMETER     

    
  

                            
  

  

  
  

  

  

          COLLECTED 
POWERUPS 

ROUND 

RADAR 

GAME SETUP: 
You can choose the following settings: 

Number of rounds: Determines the number of rounds to be played. 

Items: When this is OFF, the items other than bananas will not appear. 

POWER UPS: 

MagnetBall: You will stick to the exact spot you land on. 

ff BrakeBall: Slows you down quicker upon landing, with less roll. 

scored    Lucky Star: Multiplies the point     
BANANA BUNCH 
Adds 10 points to 
your score 

  

  

  
  
  

  

  COLLECTED 
POWERUPS 

GEYSERS 
Give you a height boost f 

  

      
  

  

      
  

  

  

  

  

    
  

  

 



  

  

  

  
  

  

  

    
  
  

  

  
  

      

  

CONTROLS: 
Pushing forward on the Analog Stick will make the monkey dive, pulling 

backward will make the monkey climb, pushing left or right will bank the 

4 monkey accordingly. Roll down the ramp, then press ® to open the wings of 

} the monkey ball after passing through the wing ring. Press ® again whilst in 

    

flight to close the ball and land. 

@: Press and hold to view directly down 
START button: Pauses the game and goes to the pause menu. 

From here you can select the following options: 

Options: Change the game options here. 

Quit Game: Exit to the main menu. 

MONKEY FIGHT 1-4 PLAYERS 
A frantic monkey fight! Use boxing gloves to batter your opponent around the 

ring and knock them into the abyss! In the event of a tie it’s sudden death, 

with the last monkey standing being declared the winner. 

PLAYER 1’S 
SCORE 

TIME 
REMAINING 

PLAYER 2’S 
SCORE 

    

  

   

  

   

    

COLLECTED 
POWER UPS    
COLLECTABLE 
POWER UPS 

  

PLAYER 4’S 
SCORE 

PLAYER 3’S 
SCORE 

GAME MODES: 
Normal Mode: Punch your opponents out of the ring to score the most amount of 
points. : 

Survival Mode: Be last monkey in the ring by punching out your opponents whilst 
avoiding areas of the ring that are falling away. 

GAME SETUP: 
You can choose the following settings: 

Number of rounds: The amount of rounds you play. ‘ 

Player 1 - 4 handicap: This applies a handicap to the player. 

| 
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[PARTY GAMES cont] 

  

POWER UPS: 

    

  

62 ron Punch: Your punch becomes harder, increasing your punching 

Ad power. 

  

   
Long Punch: The reach of your punch extends allowing you to punch 
opponents farther away. 

Spinning Punch: Hold down & to spin around punching all opponents 
within your spinning area. 

  

§ Rapid Punch: Hold down & to machine gun punch your opponents. 

  

CONTROLS: 
Analog Stick: Moves the player around the level. 

®: Press to punch. 
Q: Press and hold to charge up and release for a more powerful punch. 
START button: Pauses the game and goes to the pause menu. 

From here you can select the following options: 

Options: Change the game options here. 

Quit Game: Exit to the main menu. 

MONKEY CANNON 1-4 PLAYERS. 
A brand new Super Monkey Ball challenge! Fire monkey balls at an 

opposing castle in order to steal bricks from them. 

Powerups can give you improved attacks or a more secure defence. 

GAME MODES: 
Top Gun: The winner is the person who collects the most bricks before their 

castle is destroyed. 

Last Man Standing: This consists of two phases; Fight and Fortify. Knocking off 
opponents’ bricks allows you to use them to build up your own during the 

Fortify phase. The last person to have their castle destroyed is the winner. 

GAME SETUP: 
You can ‘choose the following settings: : 

Number of Rounds: The amount of rounds you will play. 
Castle Type: Choose the type of castle you will use. 

     

  

  

  
  

  

  
                        
  

        
  

      
  

  

  

 



        
  

  
  

           [PARTY GAMES cont. 

  

POWER UPS: 
Power-ups are only available in the last man standing mode. 

Offensive Power Ups: 
These are gained by hitting the floating balloons with your monkey ball. 

BlastBall: This sends out a blast range that blows a big amount of 
| the castle away. 

  

Time Warp: This increases your firing speed whilst slowing down all 
SS) the other players. 

ScalarBall: This makes your ball bigger so you can do more damage. 

WreckingBall: This tethers the ball to the flag of another castle, 
; bumping into it and causing damage. 

  

Defensive Power Ups: 
These can be won by knocking them off from opponents’ castles, or 
collecting from balloons that fall from the oe All of the defensive bricks 

deplete over time. 

= Steel Bricks: These reinforce your castle making it harder to destroy. 

  

g Fan Bricks: Blows away incoming balls diverting them from their 
"path. 

Fae BoxingBall Bricks: These punch away any balls that come near. 

(izzy Force Field Bricks: These guard areas of your castle. 

  

| Spikey Bricks: Any ball hitting these bricks will become stuck for a a 
"certain period. Wiggling will help. a them. . 

These bricks are placed during the Fortify pase. 

     



  

      

  

        PARTY GAMES cont, 

  

FIGHT PHASE: 

BRICKS 
COLLECTED 

WARNING 
CASTLE LOW 

TIME 
REMAINING 

  CASTLE 
HEIGHTS 

COLLECTABLE 
POWER UPS 

  

  

  
  

  

        
  

    
      

  
  

  

  

  

    
    

  

  

  

  
  

            

      
  

  

          
  

    

COLLECTED 
POWER UPS 

CONTROLS: 
Analog Stick: Moves the cannon’s aim. 

GG: Goes to a zoomed intarget. 

MEE: Looks at your own castle. — 
®: Fires the ball. 
To use powerups press the associated button whilst in flight if available. 

Experimentation could provide some interesting results! 

®: Blast Ball 
®: Wrecking Ball 
®: Rapid Fire 
©: Scalar Ball 

    

    
  

  

    

  
          

  

  

 



  

   

  

BUILD PHASE: 

BRICKS 
COLLECTED 

TIME REMAINING 
THIS ROUND. 

CASTLE 
HEIGHTS 

  

    

  
          
  

      
POSITION OF 
OTHER CASTLES 

CONTROLS 

  

    

  

__ SPECIAL BRICK 
URSOR 
jPECIAL BRICKS 

CONTROLS: 
Analog Stick: Moves the castle round and highlight individual bricks. 

®: Adds layers to the castle using the bricks you have collected. 

©: Cycles through collected special bricks in the highlighted position. 

©: Quit the Fortify phase and you’re Ready for action! 

O: Rotates the castle. 
START button: Pauses the gan) and goes to the pause menu. 

    

  

  

From here you can select the following options: 

Options: Change the game options here. 

Quit Game: Exit to the main menu. 

      
  

                                
 



    

[ == PARTY. GAMES cont, 

’ “MONKEY BOUNCE 1-4 PLAYERS 
A rubbery monkey challenge! Bounce along with up to four opponents as 
you attempt to turn game squares into your colour. The winner is the one 
with most squares! 

       

  

PLAYER 1S 
SCORE 

PLAYER 2’S: 
SCORE 

COLLECTED 
POWER UPS 

COLLECTABLE 
POWER UPS 

PLAYER 4’S 
SCORE 

PLAYER 3’S. 
SCORE 

  

GAME SETUP: 

You can choose the following settings: 

Number of rounds: The number of rounds you will play. 

Player 1 - 4 handicap: This applies a handicap to the player. 

POWER UPS: 

Repel: All the other players are repelled from your ball. 

  

VY > ScalarBall: Increases your ball, making it possible to land on more 
(ay) squares. : 

YS ShrinkBall: Decreases your opponents’ balls, making it easier for you 
Eel to push them around. 

Shockwave: Ripples all the panels. 

  

Freeze: All opponents are frozen where they are. 

  

Bomb: A 3x3 area of the grid explodes. 

Swap: Change all the tiles associated with the colour of the tile th 

power-up is found on to your colour. a 

  
    

  
    
  

    

  

  

  
  

  
  

    
  

  

  

                  

 



  

PARTY. GAMES cont. )    
  

CONTROLS: : 
Analog Stick: Moves the bouncing ball round the level. 
START button: Pauses the game and goes to the pause menu. 

From here you can select the following options: 

Options: Change the game options here. 

Quit Game: Exit to the main menu. 

MONKEY TAG 1-4 PLAYERS 
Roll around a huge globe, collecting balloons and passing through goals 

in a ball game like no other!. 

GAME MODES: 
Balloon Bump: In this game you have to pick up or steal balloons and get them 
to the goal before they are stolen from you by one of your opponents. 

Balloon Burglar: In this game you have to get as many good balloons as 
possible without picking up the bad balloons. 

j 

SCORES 
  

COLLECTABLE 

POWER UPS 

TIME 
REMAINING 

GOAL 

  

  

  

  

  
  

  

  

                      

                  

  
  

  

COLLECTED 
POWER UPS 

GAME SETUP 
You can choose the following settings: 

Number of Rounds: The amount of rounds you will play. 

Player 1 - 4 handicap: This applies a handicap to the player. 

POWERUPS: 
You get powerups by running over the power up boxes. 

Banana Blast: Fire bananas at opponents. A direct hit will cause them 
to release any balloons they are holding. 

  

   
© Bowling Bomber: Roll bombs towards opponents. Once a Bowling 

| Bomb explodes it will damage all players within a small radius and 
cause them to drop any balloons they are holding. 

| Boost: Temporary increase of speed to escape pursuers or catch up 

with those holding the balloons. 

  

_ 
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       PARTY GAMES cont. 

  

CONTROLS: 
Analog Stick: Makes you move around the level. 

OQ: Uses Banana Blast if available 
®: Uses Bowling Bomber if available 

©: Uses Boost if available 
START button: Pauses the game and goes to the pause menu. 

From here you can select the following options: 

Options: Change the game options here. 
Quit Game: Exit to the front end menu. 

MONKEY TRUMPS 1-4 PLAYERS 
This entire game is a network game that involves the cards collected from the 
kingdoms that state the attributes of each of the characters you meet along 
the way. You must collect at least ten cards from the adventure realm before 
you will be able to play. 

All players start with a set number of playing cards each and the aim of the 
game is for one person to get all of them. 

CHARACTER 
NAME 

CHARACTER 
STATISTICS 

SELECTED 
STATISTIC 

OTHER CARDS 
IN HANDS 

SELECTED CARD 

RULE SET 

   
GAME MODES: 
Chief Chimps: This is a classical trump game, where one person picks the 
attribute of their chosen card. If this attribute trumps al other opponents (is 
either higher or lower dependent on the rule set), they win the card and add it 
to their deck. If an opponents card beats theirs, the opponent gets the 
chosen card to add to his deck. Also they then become the controlling player 
This goes on until one person has all the cards in their deck. 

_ Monkey Mayhem: In this version the top cards are each assigned to a 
different attribute, and these are then compared with opponents’ : 
attributes. For each attribute, whoever has the best card wins opponents 
card. If one person has less than six cards they have to pick which of 
their cards they use for each attribute. Attributes with no card assign 
will count as a loss. This goes on until one person has all the cards in 

their deck. 

  

  
    

  

    
  

  
  

    
  

     



[ PARTY. GAMES cont. 2 

GAME SETUP: 
When hosting the game, you can choose from the following options: 

Number of players: Choose from two to four players. 
Deck: If playing Knockout, you continue until one person has won all the 

cards. When playing Exhaust, you play through the deck once and the 

winner is the person who has won the most cards. 

Call: This is the Rule Set and dictates what attribute wins. For example if 
you play with the call set to high, the person with the highest selected 

attribute wins. This can also be set to random making the call change 
randomly between high and low (this is the only option available for 

Monkey Mayhem). : 

Hand Size: Sets the number of cards you get to pick from. 
Ante: Play for keeps - if you lose, your card will go to the other player(s). 

Stack Size: The number of cards the player starts off with in their hand. 
Last Card: If you have one card left you get to select the attribute (only 
applicable in Chief Chimps). 

        

  

Also there are options to view and swap car 

mode sections respectively. - 

CONTROLS: 
Analog Stick: Scroll between cards. 

®: Selects card and attribute 
START button: Gives you the option to quit, ending the game. 

     the Options and Game 
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[CHALLENGE MODE = 
Challenge mode is the ultimate test of your monkey ball abilities. You must 
complete the Puzzle Realm levels before the time runs out. If the time runs 
out or you “Fall out” of the stage you will lose a life. Once all lives hav 
been lost it will be game over. 

    
    

Collecting 50 bananas in this mode will give you an extra life. Times, 
banana counts and score for each level will be recorded. 

SCORE ( 

GOAL 

BANANAS: 
COLLECTED 

POWER UPS 

SPEED 

TIME 
REMAINING 

LIVES 
REMAINING 

MAP 

  

  

  

PUZZLE REALM CONTROLS: 
Analog Stick: Moves the player around the level. 
START button: Pauses the game and goes to the Pause Menu. 

From here you can select the following options: 
Options: Change the sound options here. 
Quit Game: Exit to the main menu. 

  

  
     



    

    

When selecting options from the front end, the following features are 
available. 

RANKINGS: 
Here you can check all your highscores and best times 

GAME DATA: 
Here you can move your saves to and from PlayStation®2 

VIEW TRUMPS: 
Here you can view all the trump cards you have collected. 

SYSTEM OPTIONS: 
Here you can save and load System Data, and turn autosave on and off. 

SOUND: 
Effects Volume: Here you can change the volume of the effects, from 0 to 
10. 

Music Volume: Here you can change the volume of the music, from 0 to 10. 
Output Type: Here you can select whether to output the sound in Mono or 
Stereo. 

  

   

   



  

    
  

  

  
  

  

  

  

    
  

  

  

      

  

  

== WARRANTY ) 

WARRANTY: SEGA a Limited warrants to you, the original purchaser of the 
Game, that this Game will perform substantially as described in the accompanying 
manual for a period of 90 days from the date of first purchase. If you discover a 
problem with the Game covered by this warranty within the 90-day period, your 
retailer will repair or replace the Game at its option, free of charge, according to the 
process identified below. This limited warranty: (a) does not apply if the Game is used 
in a business or for a commercial purpose; and (b) is void if any difficulties with the 
Game are related to accident, abuse, virus or misapplication. This limited warranty 
ives you specific rights, and you may also have statutory or other rights under your 

local jurisdiction. 

RETURNS WITHIN A 90 DAY PERIOD: Warranty claims should be made to the ¢ 
retailer from where you bought the game. Return the Game together with a copy of 
the original sales receipt and an explanation of the difficulty you are experiencing 
with the Game. At its option, the retailer will either repair or replace the Game. Any 
replacement Game will be warranted for the remainder of the original warranty period 
or 90 days from receipt, whichever is longer. If for any reason the Game cannot be 
repaired or replaced, you will be entitled to receive your direct (but no other) 
damages incurred in reasonable reliance but only up to the amount of the price you 
paid for the Game. The foregoing (repair, replacement or limited damages) is your 
exclusive remedy. 

LIMITATIONS: TO THE FULL EXTENT ALLOWED BY LAW, NEITHER SEGA 
EUROPE LIMITED, ITS RETAILERS OR SUPPLIERS ARE LIABLE FOR ANY SPECIAL, 
INCIDENTAL, PUNITIVE, INDIRECT OR CONSEQUENTIAL DAMAGES ARISING 
FROM THE POSSESSION, USE OR MALFUNCTION OF THIS GAME. 

  

Information in this document, including URL and other Internet Web site references, is subject 
to change without notice. Unless otherwise noted, the example companies, organizations, 
products, people and events depicted in the game are fictitious and no association with an 
real company, organization, product, person or event is intended or should be inferred. 
Complying with all applicable copyright laws is the rely of the user. Without limiting 
the rights under copyright, no part of this document may be reproduced, stored in or 
introduced into a retrieval system, or transmitted in any form or by any means (electronic, 
mechanical, photocopying, i or otherwise), or for any purpose, without the express 
written permission of SEGA Europe Limited. 

PRODUCT SUPPORT 
Please check www.sega-europe.com for details of product 

support in your region. 

Register online at www.sega-europe.com for exclusive news, 
competitions, email updates and more. 

Visit SEGA CITY today! 

Be the Best. 
Hints, Tips and Strategy , 

for the latest SEGA games. / 

09065 558877 
£1 per minute at all times, please ensure that you have the bill 

payers permission before dialling. Over 16s only. UK only. 
Prices subject to change without notice.       
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CUSTOMER SERVICE NUMBERS 

  

Australia 1300 365 911* 
*(Calls charged at local rate) 

Belgique/Belgié/Belgien 011 516 406 
Tarif appel local / Lokale kosten 

Ceska republika 222 864 111 
Po - Pa 9:00 - 17:00 Sony Czech. 

Tarifovano dle platneych telefonnich sazeb. Pro dalsi informace a ptipadnou dal&i pomoc kontaktujte prosim 

www.playstation.sony.cz_nebo volejte telefonni Cislo +420 222 864 111 

  

  

  

Danmark 70 12 7013 
support@dk.playstation.com_Man-fredag 18-21; Lor-sondag 18-21 

Deutschland 01805 766 977* 
*(0,12 Euro/minute) Montag bis Freitag, 10.00 bis 20.0 

EAAGda 801 11 92000* 
*EOviKh Xpéwon 

Espana 902 102 102 
Tarifa nacional 

France 0820 31 32 33 
Prix d'un appel local - ouvert du lundi au samedi 

Ireland 0818 365065 
All calls charged at National Rate 

Israel 09 971170 

Italia 199 116 266 
Lun/Ven 8:00 - 18:30 e Sab 8:00 - 13:00: 11,88 centesimi di euro + IVA al minuto 

Festivi: 4,75 centesimi di euro + IVA al minuto. Telefoni cellulari secondo il piano tariffario prescelto 

  

  

Malta 23 436300 
Local Rate. 

Nederland 0495 574 817 
Interlokale kosten. Gesprekken kunnen voor trainingsdoeleinden worden opgenomen 

New Zealand 09 415 2447 
National Rate 

Norge 81 55 09 70 
0.55 NOK i startavgift og deretter 0.39 NOK pr. Minutt 

support@no.playstation.com Man-fredag 15-21; Lor-sondag 12-15 

  

  

  

Osterreich 0820 44 45 40* 
*(0,116 Euro/Minute) 

Poccua +7 (095) 238-3632 

Portugal 707 23 23 10* 
*Servico de Atendimento ao Consumidor/Servico Técnico 

Suisse/Schweiz/Svizzera 0848 84 00 85 
Tarif appel national / Nationaler Tarif / Tariffa Nazionale 

Suomi 0600 411 911 
0.79 Euro/min + pym_fi-hotline@nordiskfilm.com _maanantai - perjantai 15-21 

Sverige 08 587 822 25 
support@se.playstation.com Man-Fre 15-21, Lor-sondag 12-15 

UK 08705 99 88 77 
National rate. Calls may be recorded for training purposes 

Please call these Customer Service Numbers only for PSP™ Hardware Support. 
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