


NPEAYNPEXAEHUE

[aHHbIA AUCK npepHasHayeH Ana cuctembl PSP™. He nbiTaiiTecs BOCNPOM3BOAUTL €ro Ha
APYTUX CucTemax, NoCKOMbKY 3TO MOXET MPUBECTH K NMOBPEXAEHUIO 060PYA0BAHNUS. lepen
UCTONb30BAHUEM BHUMATENbHO NPOYTUTE AOKYMEHTaUuio cuctemMsl PSP™. He ocrasnsiite
QUCK BONU3N UCTOYHWKOB TENna, B MECTax, He 3aliMLLEHHbIX 0T NPAMBIX COMTHEYHbIX NTy4eH,
M B YCNOBUAX NOBbILIEHHON BNAXHOCTU. He nbiTaiiTech BOCMPOM3BOANTS NOBPEXX/1eHHbIE,
Ne(DOPMUPOBAHHBIE UK CKNEEHHBIE IUCKN.

[pyu U3BNEYEHUN ANCKA NEPXKUTE CUCTEMY BcTasbTe AMCK TaK, KaK NOKa3aHO Ha CXeMe,
PSP TakK, Kak nokasaHo Ha cxeme. U HOXXWMaiATe Ha Hero [0 Tex Nop, NoKa He
Hpe3aMepHoe YCHNUe MOXET NPUBECTH NPO3BY4MT LLEN4OK. HenpaBunbHas ycTaHOBKa
K NOBPEX/EHUIO OUCKa. AMCKa MOXET NPUBECTU K 8ro NOBPEXKAEHMID.

MEAWLUWHCKWUE PEKOMEHALIUW

irpaiiTe TONbKO B XOPOLUIO OCBELUEHHbIX nomeLLeHusx. [lenante 15-MuHyTHbIE nepepbisbl
M0CNe KaXAaoro 4aca urpbl. Bo3nepXuTech OT Urpbl, CNIM Bbl YCTaNU UAW HE BbICTIANMUC.
BCMbILWKNM CBeTa, MepLaHie U reoMeTpuyeckue hopml, NOABAAIOLLMECA HA IKPaHE NpU Urpe
Wik NpOCMOTpe Tenesm3opa, MOTyT Bbi3BaTb Y OTAENbHbLIX NIOAEN 3NUNENTUYECKMIA
npunazjok. Ecnu y Bac ecTb NpeapacnonoXeHHOCTb K 3MUNENncum, nepei Ha4asnom Mrpsl
NPOKOHCYNbTUPYIATECH C BPa4YOM. HeMeaneHHO npekpailaiTe Wrpy npu BO3HUKHOBEHWM
NO60T0 W3 NEpPEeYUCNeHHbIX CUMNTOMOB: rONIOBOKPYXEHME, HapyLUeHUe 3peHus,
HEMIDOU3BONbHBIE ABWXEHUS WAN COKPALlEHMs MbILL, NOTEPA CO3HaHUS, noTeps
OpWeHTauuu, cyfoporu.

NPEOYNPEXAEHKUE 0 NUPATCTBE

Cuctema PSP™ yu paHHbI [UCK cOAEpXaT TeXHWUYEecKue CpeacTBa 3auluThbl OT
HECAHKUWOHNPOBAHHOr0 KONUPOBaHWA MaTepuanos, 3alMLIEHHBIX ABTOPCKMM NpPaBOM.
KonnpoBaHue Takux Matepuanos B 06X0/ AaHHbIX CPEACTB, a TaKKe HEeCaHKLUMOHUPOBAHHOE
UCNONb30BAaHWE 3aPErMCTPUPOBAHHBIX TOBAPHbLIX 3HAKOB, SBNAETCH HapyLIEHUEM
AeNCTBYHOLLEro 3aKoHo4aTenbCTRa.

Ecnu Bbl pacnonaraete MHOpMauuein 0 NUPaTCKMX NnpoAyKTax unu cnocobax obxopa
NPEAYCMOTPEHHbIX HaMU CPE/ICTB 3aLLNThI OT HECAHKLIMOHMPOBAHHOIO KONMMPOBAHMS, NPOCKM
BaC coo06WMTL 06 3TOM NO 3NEKTPOHHOM MOYTe (anti-piracy @ eu.playstation.com) wnu
TeneoHy cnyx6bl NOAAEPXKW MONb30BaTeNeil, YKa3aHHOMY Ha nocneaHei CTpaHuLe
00/10)XKM AaHHOrO PYKOBOACTBA.

POAUTENbCKUA KOHTPONb

HanHomy aucky UMD™ npucBoeH OnpeaeneHHblii ypoBeHb POAMTENbCKOr0 KOHTPONS,
COOTBETCTBYHOLLMM €r0 COAEPXKaHMI0. Bbl MOXETE HaCTPOUTL cucTemy PSP™ Takum 06pasom,
“TO BOCMpou3se/eHme auckos UMD™ ¢ ypoBHeM poauTenbCcKoro KoHTpons, MPEBOCXOAALLUM
OMpeAeneHHoe 3Ha4eHue, CTaHeT HEBO3MOXHbIM. 3a 6onee Moapo6HON MHMOpMaLMeH
obpallaiTech K JOKYMeHTalUun cuctemsl 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:-

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:-

SEXUAL CONTENT

.-'i":t

VIOLENCE BAD LANGUAGE

FEAR 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
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Thank you for purchasing Super Monkey Ball Adventure’”“
Please note that this software is demgned only far use wrth_ the
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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 sidga=
facing the rear of the PSP™ system and then securely close the disc cover. ™

Select the M icon from the Home Menu and then select the ® icon. An

image of the software will be displayed. Select the image and press X 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.

before cﬁmmencmg play. Select your praferreci ianguage fmm ynur
PSP™ gsystem'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 bemg nverwntten Follaw the on-screen prompts to save
| -gyour Game Qata s

the power OFF or remove Memory Stick Duo™ while Game Data is be g
saved or loaded. :




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

F Network (WLAN).

AD HOC MODE

————— more individual PSP™ systems to commumcate dtrectiy with
Wireless Compatible each other. o

GAME SHARING

Some software titles feature Game Sharing facilities whlch
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 Mﬂde |5 a Wireléés (WLAN) feature that ailuws

wirelss Competite | -~ Access Point (a devme usad tf} cunnect to a ereless
network). In order to access Infrastructure Mode features
severai addttluna{ items are required mcludmg a .

up details, please refer tﬂ the PSPT’“ systern Instructlﬂn
Manual. | o |

PLEASE NOTE: The PSP™ system uses its “nicknamé" for

multi-player games. Some characters are not supported and
wm be replaced by the ? symbul '

Ad Hoc Mode is a Wireless (WLAN) feature that aliows twcr or

......

Connect your PSPTY system tD Yﬂur PIayStatmn@Q W|th a USB cable Se!ect

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 consnle ’tn the other Once the Game




e ———"

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

select screen. Select from the following four options.

Stury Mode {see page 6&
Game see page 10)
llenge Mode (see page 22)
Uptwns (see page 23)

MENU CONTROL (

4= /= OR Analog Stick : Choose menu items, change settings.
X): Select.
©: Cancel / go back.

Highlight the option you wish to change and use left and right to change the
setting. Press X 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 buttnn during Gameplay to pause the

game and dlspl&y the pause menu

PAUSE MENU

________________ :_ ess the START button and access the
pause menu. The avaifabie ltems m 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 yﬁ:u can s&ie:::t the options menu that has the following

options:

Sound: Here yuu can change the ﬂuigut type and adjust the music and effects
levels. - |

Camera: Here yﬂu can chnase whether the camera tilts (on) or remains
horizontal ({Jff) o

H .:f:_:ji}’OU can ajiaw true love tn flnurlsh and help the greatest wedding ever
. ';:j-':;_;??aeen take placal

: Each of tha ﬁve ktngﬁﬂms is split into twn 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 Adventi ire
Realm. Completing the Puzzle Gate Challenges unlocks doors that | -::-_i.:'
other areas in each kingdom.

c_.
]



CONTROLS:

Analog Stick: Movement.

| DIRECTIONAL BUTTONS / B Camera Control.
E X: Cuntext Sensitive, actiuates Chant mude

F chant.

©: Talk to characters.
O: Brings up your Banana Cnunter and Joy Meter.

From here you can select the--fall.cjwmg ﬂpt‘mns.

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

View Chants: This shows a list of all the bali abilities the user knows. It WI”
be grey and unselectable if the user has not iearnt any chants.

Load / Saue Game: This allows the user tu Er.:-ad a prewnusiy saved game or
save their current progress. . '.::;:== ------
Quit Game: Exit to the main menu.

= :ZEHAHANA COUNTER

 ALTIMETER
 RADAR & COUNTDOWN

_ , Ti'MEH
. ?:BF‘EEDDMETEFI

HINT TEXT

___ JOYRAISED IN - -
.. = ~ THISKINGDOM
v - e cummseusmve |

donation or swapped wnth the shop keeper found throughout the
Kingdoms. . -
Cards of all the monkeys have been made and Ilttered around
the kingdoms. Only certain characters will be able to find them.
You never know, you may be able to play snmenne at them if
you find them all.
Joy is gathered by helping the mhabttants nf each kmgdam If you get stuck
in a task, use the radar and hint text to help you overcome whatever
_problems are in your way. '




'PUZZLE GATE CHALLENGES:

A puzzle gate is a mystical device invented to allow entry to only those with a b

steady nerve. There are a number of fiendish puzzies 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.

il PUZZLE GATE (
| ’ = PUZZLE PADS

AL

To select a puzzle, roll your dhﬂsen monkey onto the pad and press X to be
whisked away to the puzzie 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 puzzfes stﬂl need to be completed for the gate to
open. - |

BALL ABILITIES:

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 X. At this point four magical monkey words appear:

You select the desired wéfd by fﬁﬂﬁihg the Analog Stié'k or relevant
X: Redials the Iast chant used -
@) Exits the chant mnde

INDIVIDUAL
MAGIC WORDS

- _If a cnrrat:t c.hant 15 made the Ietters will blink to show it has been
 successful. Once in a ball ability you can press @ to return the ball to i S
‘original properties. This same system can be used to travel between |

realms. Once you have learned a chant it is available to be used
i anywhere at any time, you are not restricted to only using chants
kingdom where they were learnt. T
If you press the START button to pause the game you can lopk at'a ;.
of all chants in the pause menu that are available for you to use. '
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< 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.

F Aiai >
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.

<ty =

 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.

..........

Naysayers represent all the misery that plagues each nf the monkey
kingdoms. While they cannut hurt pec:ple they are a huge annoyance. Each

.....................

2 Spinning Naysayer
Vulnerable when dlzzy

Wmd Navsayer
Sﬁmetirnes eats m:::re than |t can:




~ Various Party Game Modes, Levels and Characters can be unlocked by E
” 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 S0
powerups scattered across the trar.:k to boost your speed or hamper your
opponent.

CURRENT (
i LAP TIMES

| LAPS
| CURRENT/ TOTAL

POSITION

OPPONENTS

POWER UPS

COURSE MAP

GAME MODES:

ﬁrand Prix: Eeat ynur ﬂppunents GVEI" a number nf events to end up top of the
leader board. | --

Time Attack: You'll need all yt::ur wuts abaut ynu to cnmpiete the event in the
quickest time pnsmble | o

GAME SETUP:

Number of Iaps This is the numhar of tlmes you have to go round the track
% before you finish.

Computer players: This toggles cnmputer Opponents on and off.

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

Iltems: Thrs tﬂggles items on and nff - - -




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

} near.

e EggBall: Turn your nppnnent"s ball in to an unwieldy egg-shape.

f= Hunter Missiles: Fire missiles at all opponents in front of you. When being
& tracked by a Hunter Missileftha' screen witl display “Incoming Missile”.

P Ice Cube: Turns an opponent’s ball in to ice making it very hard to
&8 control. .

Protection: This will protect you from mnst attacks including Hunter
B Missiles. .

ry | TetherBaII Th:s will slingshot you past a nearby opponent within
338 range -

CONTROLS: . =

Analog Stick: Moves the monkey ruund the track.

©,X,8 and @: Use power ups. - -
START button: Pauses the game and goes to the Pause Menu -

,Fram here yﬁu can select the faﬁowmg ﬂptlnns

Options: Change the garne apt;nns here
D"lt Gamﬂ Exit to the malﬂ menu o




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.4

SCORE

SPEED

WIND SPEED
ALTIMETER
COLLECTED

POWERUPS
ROUND

RADAR

GAME SETUP

..............

. Bl _ BANANA BUNCH
i e - Adds 10 points to
 your score

COLLECTED
POWERUPS

e e e GEYSERS
. Give you a height boost s




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

E monkey accordingly. Roll down the ramp, then press X to open the wings of

the monkey ball after passing through the wing ring. Press X again whlist 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 fo}l_ﬂwiﬁg options:

ﬂptluns Ghange the game DptlDﬂS here.

MONKEY FIGHT -4 PLAVERS

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
| ZSEDHE

TIME
'REMAINING

o imLLECTED
: ;:FﬂWEH UPS

_ COLLECTABLE
 POWER UPS

PLAYEH 4'S

GAME MODES: . = =
Normal Mode: Punch your ﬂppﬂnents ﬂﬂt nf the nng ’tﬂ scﬂre the mnst arnount mf
points. - = - | b

Survival Mode: Be last monkey in the rmg by punchmg Gut your nppnnents whilst
avoiding areas of the ring that are falling away.

GAME SETUP:

‘r’eu can chodSe the following settings:

Player1 4 hanﬂlcap This applies a handlcap to the pl'ayer




¥ POWER UPS:

BZEZ Iron Punch: Your punch becomes harder, increasing your punching &
= POWEer.

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

. @« Spinning Punch: Hold down R to spin around punching all opponents
©°8 within your spinning area. §

L _® Rapid Punch: Hold down X to machine gun punch your opponents.

CONTROLS:

Analog Stick: Moves the player around the level.

X: Press to punch.

O 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 challengel Fire monkey balls at an
opposing castle in order tct steal bricks frnrn them




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

Offensive iner UpS'

aty* WreckingBall: This tethers the bali to ‘the flag of another castle,
k. bumping into it and causmg damage

T




, YG #\M ESW

" FIGHT PHASE:

BRICKS
COLLECTED

WARNING
CASTLE LOW

TIME
REMAINING

CASTLE
HEIGHTS

COLLECTABLE
POWER UPS

S COLLECTED
POWER UPS

@ BfESt Ball |
®: Wrecking Ball
©: Rapid Fire

©: Scalar Ba_ﬁ;_g:ﬂf?

..............

....................




BUILD PHASE:

BRICKS
COLLECTED

TIME REMAINING
THISROUND

CASTLE

-
-

POSITION OF
OTHER CASTLES

CONTROLS

__ SPECIAL BRICK

...........

CONTROLS: . .

_ CURSOR i

HEIGHTS -

Analog S’nck Moves the Caatle rnund and====hlgh[|ght indlwdual bricks.




" 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 1’'S
SCORE

PLAYER 2'S
SCORE

COLLECTED
POWER UPS

COLLECTABLE
POWER UPS

PLAYER 4’S
SCORE

PLAYER 3'S
SCORE

GAME SETUP:

You can Gﬁﬁnse t_he follﬂwi:ng s"ettihgé':': -

Number of rounds: The number t::f rounds you W|Ii play
Player 1 - 4 handicap: This appitas a handicap to the player.

POWER UPS:

sna[arBall Increases yﬂur I:}afl making it pusmbie to land on more
squares . = |

é“:;.ﬁ ” Swap Change all the tiles associated with the colour of the tile th
'~ §4 4§ power-up is found on to your colour.




; 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:
F Options: Change the game options here.
Quit Game: Exit to the main menu. |

MONKEY TAG 1-4 PLAYERS

in a ball game like no ntherl

GAME MODES:

Balloon Bump: In this game you ha‘ve to pic:k up or steal balloons and get them
to the goal before they are stolen from you by one of your opponents.

Balluun Burglar In thls game you have to get as rnany good balloons as

iR | SCORES

___ COLLECTABLE
. POWER UPS

= “EHEMmmNﬁ
. GOAL

 COLLECTED
 POWER UPS

29" Banana Blast: Fire bananas at opponents. A direct hit will cause them
{4k to release any balloons they are holding. P

- cause them to drop any balloons they are holding.

..........

3 Boost: Temporary increase of speed to escape pursuers or c:atch up 55
} with those holding the balloons.




 CONTROLS:

Analog Stick: Makes you move around the level.
0): Uses Banana Blast if available

X: 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 a’t teast ten cards from the adventure realm before
you will be able to play.

All piayers start with a set n';u:rﬁbei' 1:-1‘ playing cards each and the aim of the

CHARACTER
NAME

CHARACTER
STATISTICS
SELECTED
STATISTIC

o OTHER CARDS
= | o IN HANDS

e - . SELECTED CARD
€ . ~  RULESET

card If one persnn has less than six cards they have to pick which of |
their cards they use for each attribute. Attributes with no card assugn d

will count as a loss. This goes on until one person has all the cards §
thBif’ deck. %" T @ iF

i
T



GAME SETUP:

When hosting the game, you can choose from the following options:
Humher of players' Choose from two tn four players

winner is the person who has won the most cards.

; Call: This is the Rule Set and dictates what attribute wins. Far exampfe If'iE

you play wuth the cali set to high, the persan wﬂh the haghest aalected

......

e

......

appllcahte iIn Chief Chlmps)

Also there are options to view and swap carﬁs in the Options and Game
mode sections respectwely - - -

et - .. 22 L

Analog Stick: Scroll between cards.

X: Selects c:ard and attribute -

.....

e a s o e B, 6 ey L e 0 T B e




? | 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 have,
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

L a LIVES
AT REMAINING

s = = #:

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 thﬁfifb-lji&gﬁing 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 higﬁ%cnres and best times

" GAME DATA:

Here you can move your saves to and frﬂm PlayStatmn@Q -

SYSTEM OPTIONS: <

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

SUUND T;ﬁﬁﬁ:¥5 Tﬁ&
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4 WARRANTY: SEGA Euru,'::e 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 identitied 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
gives 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. e

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 responsibility 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, recording, or otherwise), or for any purpose, without the express
written permission of SEGA Europe Limited. |

~ PRODUCT SUPPORT

Please check mw.s_egg-emope.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.



SEGA EUROPE LIMITED STAFF CREDITS
CEO - Naoya Tsurumi

President/COO - Mike Hayes
Development Director - Gary Dunn
Creative Director - Matthew Woodley
Director of European Marketing - Gary
Knight

Head of Development Europe - Brandon
Smith

Production - Gwilym Hughes/Darius
Sadeghian

European PR Manager - Lynn Daniel
European PR - Kerry Martyn '

Brand Manager - Darren Williams

Assistant Brand Manager - Tim Carter
Creative Services - Tom Bingle/Keith
Hodgetts/Akane Hiraoka/Arnoud
Tempelaere/Alison Warfield /Morgan Gibbons
International Brand Manager - Ben

Stevens
Head of Development Services - Mark Le
Breton e
Localisation Manager - Marta Lois

Gonzalez

Localisation Coordinator

Giuseppe Rizzo

Localisation Team

Brigitte Nadesan/Daniela Kaynert

QA Supervisors - Marlon Granthtuari
Arruwamlth -

Patel .
QA Prulect Team I.ead .iulle Metmr

QA Assistant Team Lead - Renée Telﬂka

QA Testers - Caroline Wﬂlkﬂﬂﬁaﬁm ______________________________
Rajah/Tom ﬂrake.fLuca Marini/lames

Froggatt/Yusuf Ibrahim/Sandeep Pateif Nnrhéﬂ

Haubner/Barnaby Gillett/Paul Sedgmore/Sacha
Allari/Jamie loseph/Lee Wright/Sam
Berhan/Oghenekewke Unude/Richard

Haw/Gabriel Ralls/Will Okwousa/Nathan

Hanson /Peter Leung/Sam Ogunwe/Digby
Murray/Man Lung Cheung/Shaun
Leach/imonena Unude/Stephen Morrison
Standards Co-ordinators - Mohammed
Ajaib/Ben Andac

“Standards Testers - Rob Jenkins/Aaron

Furster

: }‘HAvELLEa*s_-TALes :

Wright/Imran Yusuf/Ibrahim Bhatti/Nicky
Kotze/Mike Hanley/Ali Hassan/Shiva Allari
Language Team Lead - Jean-Baptiste

- Bagot/Sven thtmaackaarta F'aﬂiﬂ Chlmm

Sieiro/Giovanni De Cam!An’tﬂaniu o
Catanese/Carole Kunzeimann!]arﬂn 0

~ Scholz/Marie Martineau !Terryll Gamsnn ISergln

. Bnrreli: /Karim Belbachir /Pedro |
o | Ortegngtephane Ponceau

Head of Brand Marketing - Helen Camlllerr "{f:::

- TRAVELLER’S TALES - OXFORD

;;fiiétreatwe Director - Paul Gardner

Design Manager - Neall Jones

~ Design & Scripting - Mark Kevern/Alex

WaterstaﬂiSimnn Forster

Cuncﬂpt Art - Keith Webb/Tim Webster
Lead Animator - Nicola Cavalla
Animators - James Clark/Michael Ryan
Art Manager - Dave Walsh :
Senior Artists - Jaqui Bursnallfﬁlrlsh
Mekwan/Jason Millson/Graham Rice

'-Artists Chris Abedelmassieh/Allison Best/Paul

Bw{denfﬁmﬂﬂ Forster

_. _Senmr Rrpgmm:pers Ben Clark/lan
Moir/Kevin Pimm/Dave Pollard
_ Programmers - Matt Lewis/lonathan
~ Stoller/Kazimir Wanelik -

Sound & Music - Zdbft}ctagan Musu:fSimﬂn 5

.........

KNUTSFORD

Programming Support - David
Connell/Alistair Crowe/Ralph Ferneyhuughﬁﬂm |
Heath/Roland Hougs/Alan Murta |

With Thanks...

' McCannfSteve Oldacre/Ben Powell/Mathew :

Seymour/Dan Tonkin
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CUSTOMER SERVICE NUMBERS

Australia 1300 365 911*
*(Calls tharged 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 dal3i informace a pripadnou 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; Ler-sendag 18-21

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

EAAGOQ 801 11 92000*
*EBvikn) XpEwon

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 + [VA al minuto. Telefoni cellulari secondo il piano tariffario prescelto

Mailta 23 436300
Local Rate.

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

New Zealand 09 415 2447
National Rate

Norge 815509 70

0.55 NOK i startavgift og deretter 0.39 NOK pr. Minutt
support@no.playstation.com Man-fredag 15-21; Ler-sendag 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 + pvm 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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