


WARNING: READ BEFORE USING YOUR PL.AYSTATION® GAME CONSOLE. 
A very small percentage ol individuals may experience epileptic seizures when exposed to certain light 
patterns or flashing lights.Exposure to certain patternsorbackgroundsona televisionscreenorwhile 
playingvideoQames,includinggamesplayedontheP!ayStaliongameconsole, mayinduceanepileplic 
seizureintheseindividuals.Certaincondilionsmayinduceprevioustyundetectedepilepticsymptoms 
eveninpersonswhohaveoohistoryofpriorseizuresorepilepsy.llyou,oranyoneinyourlamity,has 
anepilepticcondrtion,consultyourphysicianpriortoptaying.llyouexperienceanyolthefollowing 
symp\oms while playing a video Qame - dizziness. aHered vision. eye or muscle twitches. loss of 
awareness. disorientation. any involuntary movement, or convulsions - IMMEOIATEL Y discontinue use 
arnlconsultyourphysicianbeforeresumingplay. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS; 
Do not connect your PlayStation game console to a projection TV without first consulting the user 
manual for your projection TV, unless rt is of the LCD type. Otherwise, rt may permanently damage your 
TV screen 

HANDLING YOUR PL.AYSTATION® DISC: 
• This compact disc is intended for use only with the PlayStation® game console. 
• Donotbendrt,crushrtorsubmergeltinliquids. 
• Donotleaveitindirectsunlightorneara radiatororothersourceo!heat 
• Besuretotakeanoccasionalrestbreakduriflgextencledplay 
• Keepthiscompactdiscclean.Alwaysholdthediscbytheedgesandkeeprt initsprotectivecase 

when not in use. Clean the disc with a lint-free, soil, dry cloth, wiping in straight lines from center to 
outer edge. Neverusesotwntsorabrasivecleaners. 
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STARTING UP 

----...... 
Conllonerl'M 

S<>1upyourPlayS1ation• gamcconsoleaccordingto1hcins1mctionmanual 
Makesurcthepowerisolfbeforcinsertingorremo1ingacompac1disc. 
lnserttheG11artlian'sCru~discandclose1hedisccm-er. 
lnscrtgamecontrollersandtumonthePlaiSrationgameconsole. 
Followtheon-scrccninS1ructio11stostartagame. 

GAME CONTROLS 
Thcdcfauhcontrollerconfigurationisshownhere.AUrefercnccstobuttonsckclioninthis 
manualrefertothedefaultcontrollcrconfigurJtion. 
,\ote:Guardian'sCrusadedoesnotsupponthirdpart)analogcomrollers 



DIRECTIONAL BUTTONS 
To sek'Ct menu options, use the <lirt>t.1iooal buuons up/down 10 naligate through the menu 
options. highligln the desired option, and press the X huuon In arn:pl. llmK'ler, this ~'!.:lion 
defines commands only for the standard Pla)'Stalion concrollcr. Pressing Select and Stan :u 
the same lime "ill reset the game and take IOU hat:k to tht' title screen 

I. Vibration on a DI Al. SIIOCK'" controller t:an be turnt'U on and off 1ia the DUAi, SIIOCIC 
settingintheSettingsmcnu 

2. If you arc using an analog controller, the IJ.D 11ill be lit if the Analog Controller menu 
itcmb:,ettoOn 

l Older Sony analog controller models, such as the Sf.PH-1150 and thcSCPll-1180 11ill 

not highlight the Analog option in the &1tings mt•nu, but can be used as analog 
controllers in the game. Bu non functions 11ill he identical on standard comrollcrs. 

~M=•~~m,ra Mo~e the camera clockwise CI] [I] counterclockw,s.e 

Movethecameracountmlockwis.e c£D°c::IL Movethecameraclockw,se 

-~""'(,oromo,m"""•""'"m'°"' Buttons)!Caocetmenuselection/Go 
Uo ~ ...,,.v , Dack ooe menu 11Creen 

Left ◄~► ~ . • OpenlheMamm! nu 
Down J0F • 
Rfllh1 Open 

TOQg le map disp lay ~n Execute comrnarldlln!eract with other 

menu t;,1:s~~:S~~eo~h~~:;'ioe items/Open 



THE GUARDIAN 'S CRUSADE WORLD 
One day after a long storm spell, a young Knight runs an errnn<l for tht! Mayor. The errand is 
only the beginning of a long, dangerous joum<-')' to sa,·e the world. The a<henture ranges 
throughv-~tplains,dcscrts,tropics, mountains.andoct".ulSandlsinfested11i1h1rcachcrous 
monsters and ffi)'Stical hc-.ists. 

Ancient map found in Picardian library. 



Ql)lCK START GUlDE 
HOW TO START THE GAME 

Insert the Guardian's Cn1sade CD-ROM into your l'laySlation 
and press the Power button. Wben the opening mmic finishes, 
the Guardian 's Crus:ulc title Sl:recn 11ill ap~ar. t:sing the Up 
and Down Directional Hunons, select one of the following 
0111ions from the ~1art-up menu: New Game, Continue, or 
Settings. Presstl1ex Button to finalize your selection. 

STARTING FROM THE BEG IN N IN G 
lo start playing Guardian's {;rusadc, choose N<-'W Game 

ENTER ING YOUR NAME 
To input your name, use the Directional Bunons to highlight 
letters, then pressthex Hutton to add the highlighted 
charJc\cr to your name. You t'1!n cr<ISI! one charM:ter at a tinw 
by pressing the A Hutton. Select Exit when you haw finished 
roteringyourname 

CONTINU ING A SAVED GAME 
Selecting the Continue option \\ill bring up the load data screcn. rlloose which memory card 
slot you want to load from. then highlight the saw<l data that you want to loa.d, and press the 
>< Buuon. The PlayStation will load the sa~t-d <lata from tlw memory can.I 

SAVING GAME DATA 
Memory c-.uds are uM.>d in the game to ~"111·e your progress . .Sa1•ed games use one mt111011· 
hlock. Al eaeh resting poim, you will he asked whether or not you 11ish 10 rest. If ~-ou choose 
Yes, you w·ill then have the option of sa1·ing. Try to save the game as often as you can . .Sta)ing 
at inns and other appropriate places will restore your hit poinL~ and psychic points to full 
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strength, even if you choose not to save the game. Be considerate to your companion. Even if 
you're not tired, Baby may need to rest. 

Note: Certain mega-memory cards that use compressed memory to store game data may be 
incompatible with Guardian 's Crusade. 

CHANGING THE GAME SETTINGS 
If you choose Settings from the title screen or Settings from the in-game menu, the Settings 
menu will appear. Select menu items by pressing Up and Down, change settings by using the 
Left and Right Directional Buttons. Controller Cinfiguration and 
Default Setings can only be selected by pressing x after being 
highlighted. 
Analog Controller 
Enables and disables the Left Stick on analog controllers. 
Note: Sony SCPH-1150 and SCPH-1180 controllers will not 
highlight this option, but can be used as analog controllers in 
the game as weU. 
Dual Shock 

Settin•n 

"""AnalOQ Control le, ► OH OFF 
Dual Sllock ON OFF 
Fast BattltMod, OIi OFF 
.\uto Cuera OH OFF 
lie. ltotatlon OIi OFF 
Sound !Herta Mono 
Controller Configuration 
Default httln•n 

Turns analoq control on andotf. - -.,..,. 

Choose whether or not the game wiU take advantage of the DUAL SHOCK™ analog controller. 
If set to On, your analog controller will vibrate in response to certain game conditions. 
Fast Battle Mode 
Speeds up battle action. 
Auto Camera 
lf Auto Can1era is set to On, the camera will follow you automatically. 
Map Rotation 
Choose whether the map will rotate as you turn, or remain stationary. 
Sound 
Switches between stereo and mono audio output. 

■ 



Con1rollerConl1goration 
Allows you to customize )"OOr controller bunon settings. Sekcting this itt111 \\ill bring you to 
the kt')' configurntion scrt.-en. ll'hich k'!S wu control the way that you interact with the game's 
menus. Use the Directional Buuons 10 re-map the com roller buttons. 

DcfaullSettings 

Rese1Sallsc11ingsto1hcirdefauh1'alurs. 

PLAYING GUARDIAN "S CRUSADE 
MAP 

Shows )"Our cum~n position on the world map. The map 
displaycanbetog)\)OOonandoffwiththcSelccthunon. 

COMPASS ARROW 
Showswhichdirt.>ctionyouarefacing. 

ADJUSTING TH E VIEWING ANGLE 
H) using the RI and LI Buuons,youC'.u1rotate1hefirldo(vicw 
56odegreesaroundyourchar,K1er. Thisallows)OlllOSI..'<' 
aroundany1'isualobstructionsthat)'OUmayc11countcrduring1hcgamc. 

l.ll'lotlon 

Rotatccamcr.1.countcrdockY.isc 

RI Bolton 

Rotatccamcradoclrnisc 
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USING THE GAME MENUS 
THE MAIN MENU AND STATUS WINDOWS 

Theuppt.'Tkft-handsideofthefirnmenuscra'flistheMain 
menu. The Main menu allows you to choose from six 
subme1rns:1terns,fa1uipment,Li,ingToy:;,Baby,Nehani,and 
Settings. 

Therestofthefimmenuscrtaenisdt,.,·otedtofivestatus 
windows which show the 1ital statistics of ea.i.ch character, how 
much!.:ashyouhaic,andwhatstageofthcgameyouareln 

ThelargestatuswindowontherightsideofthescrccngiYcsyouanmdo1111onthe1ital 
statisticsofthemainchar.icter,t Usethel.eftandRightrnnx1ional ButtonstoS\\itchbetween 
,ie....ingyourstatisticsandBaby's. 

\'oucancheckbothyourandBaby'scurrenthitpointsandp,)t:hicpointsbylookinginthc 
statuswindowonthelowerleft-handsidcofthescrcen. 

HP (H IT POINTS) 
Hit points m<>asurc the 01·cr:all strength and 1itality of a character. When your hit point~ reach 
zero, your ad-,emure will come to an abrupt end. You can recharge hit points by eating candy 
harsandothcritcms,orbysta)ingovemightinaninn. 

PP (PSYCH IC POINTS) 
l~)·chic points are a measure of your mental and spiritual strength. If you run out of ~)'Chic 
JIOints, )OU 11ill not be ah!c 10 use [j,ing To)'s in combat. You can rebuild }Our psychic 
strengthbyusingaPe-,chPotionorbysta)ingoicmightataninnorarestingpoint. 
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TAKE BACK 
You cannot use items that Haby is carf)ing for you. If )"OU want to use an item that llaby has, 
first check to make sure that )"OU ha1e an op,en slot for the item on 1-our im-entOf)' list, then 
go ahc-Jd and take the item back. Afler you take back an item. )"OU can use it just as )"OU 
11ould any other item in )"OUT pos.•scssion. 

EQl,I IPM ENT 
Use this menu item when )"OU 11·.uu 10 11ick a new sword, shield, 
suit of armor, hclmt!t, or ring to use in combat. l'l c-JSe note that 
)"OUC'.Ul onlyoutfityoursclf11ith annor,ctc., andnotllabyor 
Nehani 

CURRENT EO!)IPMENT 
Displays the sword. ammr, helmct, shield, and ring )"OU arc 
currently using. llighlight tht! itt!m that )UU want to changt!. 

EQ!)IPMENT LIST 
Shows the list of items tha1 }"OU 01111 that can re11lace the current rqui11mcn1. Equipmc111 
currently being used is shmm in gm). Select the item that )"OU want to use from tht! list of 
available items. 

STATUS DISPLAY 
The Status Display shows the :mack strength, (kfcnse strength, and ai,:ility of your current 
C(Jllipment. You can see how a particular piece of C(jUipmcnt 11ill affect your combat statistics 
by highlighting the name of tht! item in the C(Juipmen1 list. Numhcrs displayed in yellow show 
achangeforthebctter,numbcrsinredshowachangcfortheworse 

ELEMENTS 
Some wc-J1wms, annor, and ring.~ that you find will have a panicular clement. This clement 
can affect )"Our offensi\'e and defonsi\'C c-Jpabilities in combat. The sb elements an item t.""J.fl 

havcarclirc,water,e-Jnh, 11ind, light, and darkness. 
II 



Opposing Elements 

Hre:Water 
Eanh:Wind 
Ught:D:ir\mess 

Elements and Damage 
The elements of a weapon or monster can affect the amount of damage caused. A wc-Jpon 
with an element opposite to that of thl! armor or monstl!r Ol!ing attacked will cause 20 
percent more damage than it normally would. Conwrscly, a weapon 11ith the same elements 
as the enemy or armor being attacked 11ill cau:;e 20 percent ll'!SS damage than it nonnaUy 
would. 
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Sela.1 this menu item when \'OU want to communicate with Baby. Selecting ~ \ 
this itcn1 11ill bring up four ~cnu items related to llaby. If you de\"dop and • ~. BABY M' 
maintain a good friendship 11ith Baby, it 11ill help you out during combat. 
On the other hand, i[ )'OU let your relationship 11ith 11:l.hy go sour, you might • _ 
be the one llaby attacks during combat! It pays to take good rare of your 
little friend. 

GIVE SNACK 
Use this command to gil'l' Baby things to t!'J\ and drink. Baby's gro111h 11i11 be affected by 
what it consumes, as 11ill its relationship to you. It's a good idea to gi1·e Ila~· snacks 
regularly. 1k careful though, because some items 11ill actually affect it ncgatiwly. 
Hint: Baby's fu1·orite snack is the same color as the Baby 
Please note that once you give something to llahy as a snack, it is gonl! fort!\'ef, 



GO FETCH 
Baby has the ability to search out and bring back new items for you during n:gular game 
play,althoughitcan'tfetchitcmsforyouincam,orindoor.;.Thcreisnowaycoguarantee 
exactlywhatBabywillbringbacktoyou,butifitdoc-shringsomcthingback,)'OUhaiea 
choiceofthrcecommands:Pr.liseBaby,Scold83by,andSaynothing.Oioosec-arcfullr,thisis 
animrortantpartofyourrclationshipwithllaby. Thenumher oftimesthat llabycangofctch 
inoned:iyvaries,dependingonitsle•,el. 

TRANSFORMATIONS 
Baby has the ability to tr.msform itself into the ~ape of some of the monsters that )OU have 
defeated in cornlY.U. Baby also learns some transformations from participating in story ewnts. 
WhenBabyisfcclingangry,loyal,orhc-Jhhyitcant1"oea11)' transfomiationsi1knows10a11:1ck 
enemies in combat. Baby will randomlyusetran~fom1ationsthatil .--,,,,,.----■ 
hasleamedbu11ht,yareaffec1edhy1hcfooditea1S.Sclccting1his 
menuiteml'.illallowyoutost'C\\·hichtransfom1alionsBabyhas 
mastered. 

FLY 
As)'oura(hCfltureprogresses.BabymaylC'..tmlofly.Sclccting 
thisitemwilltellRabythatyouwant 1ony.Babycancarryyou 
an)v•hereintheworldonitslYdck. 

NEHANI 
If )"OU sek'Ct this item, Nehani v.iU offer ad\ice on what your n~I goal should be. If )·ou are 
lostandaren'tsurewhattodo,Nehanimightknow. 

SETTINGS 
Select this menu itt111 if you wam to change the game's senings. St'C page 6 for details 

13 



COMBAT 
In the couri;e of )UUr ad1·entures, you 11ill be forced into combat m:my times by marnuding 
monsters. Thisscc1ion11illexplainchcbasicsofcombatintheGuardian'sCrusadeworld. 

ENT ERING COMBAT 
You will lt".11c explorJtion mo<lc and enter combat mode any time 
you come into contact with one of the man} mon~1ers populating 
thcworld.Youcanawidcornbatbye-.11dingthcmonsccrs,butif 

youdon'11ightchcrn,)UUwon'tgain1hestrengthandrnonc)')-oU 
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wlllneedtnachic•;co1·crallsuccess. 

APPEARANCES COUNT 
lnexplorn1ionmode,monsters11illassume 
diffcrcnt:ljlJICll"JJ1ccsdcpcndingonthcir 

strcngthrela1il·etoyourov.11.Also, 
rcmcmhcrthacocean-goingmonstcrswill 

lookUkepir,1teships,notghoS1S 

VICTORY! 
lfyouarc1ictoriousincomba1,you11illrccd1"Cexperience 

points and mom .. 'Y. Sometimes you 11ill :ilso ~ rt'\\11rded 11ith 
an item, and sometimes Baby "ii! learn a new 

trdnsforma1ionasaresultof1hccornhat 

DEFEAT 
Youloseabanlcwhcn)·ourunoutofhitpoints.\Vhl!n 

1ha1happcns,)"OU"illheretumedtothclasttimeandplacc 
whereyouresied 



COMBAT COMMANDS 
The order of attack in combat depend~ entirely on che panicipating charJctcrs' agility 
ratings. When your turn comt-s around, you 11ill be presented 11ith a choke of commands to 

FIGHT 
Your d1ar.1t1cr 11ill launch a con\'entional attack The amount 
of damage )OU inflict will depend on your experience !e1·cl and 
theweaponyouareusing. 

Spcdal Attacks 
Some monsters use special kiruls of attacks that can affect your 
ability to fight. l'lie effects of a special attack \\ill 1111)' depending on the monster. It riewr 
hurts to be prepared by caIT)ing items that can restore you to )"OUT nonnal status. fou t"all 

also use certain items and U\'ing Toys to CTC"'J\C problems for your enemies and make it 
e-.1sier toddc>.1.tstrongcrmonstcrs. 

Sample Status Messages and Their Mc-.mings 
Poisoned ll it point~ 11ill l>c drained steadily for as long as 

combat continues. 
Terrified \klim is so scared that they will OC unable to 

attack 1he enemy (the ,\nack command will be 
disabled). 

Hypnotized Victim has been put to skep, and won't be able 
10 mo'/C for se·,eral mms 

Confused Vil1im has l!h1 the abi lity to diffcrcntiace between friend and foe. 
Frozen The frozen tictim will be unable to mo'/C, and will lose more hi! points the 

longcrth~-y are frozen 
l"Jr-al)'Zed The Yiclim will not be able to mo'/C at all for a certain lenb'ih of time 

15 
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LIVING TOYS 
U1·ing Toys are magical toys that can help you anack monsters, cure illnesses, restore hit 
points, and perfonn a mriety or other functions. Jf you select 
this menu item, you will be prest'Oted with a list of all the U1ing 
Toys in your possession. Tn use a Ll1ing Toy, all )'OU ha1e to do 
is sci eel the name of the one )'OU want 10 use from the list. You 
should be aware that C\-cry time you use a Li1ing Toy, you 11il! 
lose a certain number of psychic points, depending on the toy. 
Wlicn you run out of psychic point~, you will nm be able to use 
anymore l.i1ingTo)'S 

Note: This command 11ill not appear in the menu unless you 011T1 one or more Ll1ing Toys. 

LMng TO}'S Categories 
l.ili11g Toys ca11 ge11erally be split up into th~ differc11t categories. Each type atts differe11tly 
in combat. 

Continuous Toys of this c.atcgory11ill stay by your side continually until the battle 

■ Multiple Use This c-.,ucgory of toy mll~t be called up each time you 11':.lnt to use it, 
althoughitcanbeuscdmorethanonceduringaparticularbattle. 

■ Single Use Toys of this 111riecy can only be used once per battle 

Finding Lh·ing To}'S 

There are many IJl'iug TO)'S spreatl throughout the Guardian's Crusade world. You 11-iU 
acquire some through story C\'cnL~ and from the J)('Oplc )"OU meet but you 11ill hal'e to llnd the 
rest yourself. The only way to flnd all the U1·ing Toys is to search t.••erywhere )'OU possibly can 
while in exploration mode. 



ITEMS 
Thiscommandlctsyouchoosea.nicemfromthelistofiterns 
youownan<luseitincombat. foucannotuseitemsinBaby·s 
i□1·emoryduringcombac 

DEFEND 
Selectiogthiscomma.ad\\illputyouimoa.dcfensivestance. 
A11houghyou11illnotbcahlctoauackcnemicsfromthis 
stance, )UU will ~11ffer much less damage than )UU normally 
would 

BABY 
Sclectingthiscornmandwillallowyoutoissueanor<lerto 
Baby. llowt'\-er, it is imponant to remember that Baby 
csscmiallydoeswhaci1wantstodo,anditrnightnotlisccnto 
)'OUror<ler. lf)OllrrelationshipwithBabyisnotgoingwcU, thc 
chancesarc1haci111illcomplctclyignorcyourcommands 

RUN! 
lfyouselcctthiscommand, yourpartywi!laucrnpttoseparate 
iLwlf from the IYJUle an<l run away. If you succetl<l in running 
a11"J.y,youwillnotreceiwanyexperiencepointsormoncyfrom 
chcbaulc,andBabywi!lnotleaman)' newtrJnsformations 
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ITEMS 
The Guardian's Crusade world is home to many different kinds of items which you can 
disco1-cr and use. A few of the more l)])ical types of items are listrd below 11ith a brief 
ex11lana1ion. There are many more kinds of items out there for an imrepid adwnturer 10 find. 
Candy Bar Restoresyourhitpointsaliule 
Peach Potion Regcnera1esp~1~hicpoints 
Angel 's Tear An antidote for poison 
Mind Herr}' Cle-.irsconfusion 

Freedom Root tures parJ.lysis 
Sick Weed A dangerous poison 

Rotten Weed Makes one very confused 
Toads1ool 1'-Jrnly,ing mushroom 
Short Sword A shon, Roman-st)ic sword 
Long Swonl l11c ba~ic we-.1pon of the ad1·en1urer 
Copper ~"word A ,·word with a blade madr 0£ copper 
Brun1.eSwurd Asword11i1habladernadeofbronzc 
Padded Annor Am1or made from quiht>d lait.'fS of cloth 
Studded Annor Armor made from leather reinforced 

11ithmett1,1uds 
.. 

lronllelmet Ahasicironhc!mcc 
WickcrShicld Thinkofitasastartcrshick! 
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LIVING TOYS 
Gener.illy S()C'..iking, therc arc four different l}pt,'S of U,ing Toys: auackcrs, he-.ikrs, helpers, 
and miscellaneous. Tuu examples of each type of toy arc gi1·e11 below, together "ith basic 
explanations. The [j1ing Toys listet! below represent only a tiny proportion of the number of 
Li1ing Toys available for you to find in this game 

ATTACKERS 
Toys of this type arc mainly used 10 directly innict damage upon the cncm)' in combat. 

I! ELP ERS 

i\lr. O'Nea1 
Lseshisfaithful baton 
asadeadlyweapon. 

;
I')= 
l.auncheslethalfircballs 
at the enemy. 

1)-pkal hclrer toys add cxtrJ power to your 0\\11 attack, put the enemy to sleep for )t!U, or 
hc!pyou defl'lldagainstattacks. 

B '=" Tums one enemy into 
a solid block of ice. 

~ 
Cheerleader 
BooslS)OUf Olfonsiw 

power. 
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HEALERS 
'wbe11 used i11 combat, toys of this type will aitempt to heal one or more members of 
)tlUrparty. 

C C"p;d 
Restores a few hit points 
to p~rty memhen; 11ith a 
magic arrow. 

MISCELLANEOUS 

D PsychodtM.' 
Takes 20 hit poinL~, and 
turns them into IOpsychic 
point~. 

This category includes all the toys that don 't flt into the other three categories. These types of 
toys can ha1-e all kinds of uses, and some of them are useful t'l'en when you aren' t in combat 

20 

M,ps«c 

ms.plays a map o.hh.e world 
when outdoon; that shows 
whereeverytown,c1ty,and 
pomtofin1erest 1s. 

lloboJoe 
Sfealsthingsfromthe 
enemyandgi\-esthcm 
to you. 



CHARACTERS 

Ayoungboyseckinghisd<-'Stinyinthc11ide,widcworld.Youplaylherole 
ofKnightinthisa1frcnture. 

NEHAN I 
KnightfoundNehani11oundedwhilewandcringaroundinthe 

fores1. llebroughtherhome11i1hhimtoOrgo\illage. 
Sinccthen,NchaniandKnightha\'Cbecomclx,-stfricnds. 

Nehani really loH!S Knigh1, but the Ion~ is impossible because 
NchaniisafairyandKnightisahuman. 

Nehanilongstohehuman,100. 

RabyisamystcriousmonSlcrthatastorkaccidentallydroppednear 
Knight's\illageonestonnynight. 

c"::~~~~~~~ 
21 



IBKEE 
-:-,.. "- Darkbcat's sister, lbkcc looks somt1hing Like a cross between 

adinosaur,awalrus,andadrJgon. 'wlthatcmpcraturcofa 
milliondcgrees,hcrbl"C'Jthisawrydangcrouswe-Jpon 

KARMINE 
Thclas1lordof1heKalajikrace,Karmincis 

detl'ffilined to he the l"il god Xi,,an from his p!a!.:C of imprisonment. 
Kanninchasfostcreddaslardlyschcmcsallo1·crlhcworldinhis 

qut'Stloac11oirctht!magicalgcmstha111il!freeXi1.an 

DARKBEAT 
Ano1hcrdcsccndamof1hcKalajik,I}Jrkbe-Jtser.l>d 

Kam1ineasaho)l.'wl1e11KannincbccameC1HrJ11ced11iih 
thepowcrofC\ll,Darkbc.'atWl'lllolfonhisowntowork 
asamerccnar):Aspu11ishmentforhisbc1rnrJ.1, 
Kam1inct11.Stadarkspc!lon lhrkbcar'ssbter,1uming 

hcrimoamonster. 



Kalkanor leads a small group of heroes that is trying to stop Karmine from 
reviving his evil god. Kalkanor travels the world looking for the magic 

gems that will protect the land from evil forever. 

RAMAL 
The daughter of the King of Trisken, Ramal uses her powers as a 

priestess to help Kalkanor in his quest. 

1\venty years ago, Gwinladin used his magic to drive off the hordes 
of crazed monsters that attacked the city of Trisken. In recognition 
of his service and his powers, Gwinladin was assigned a place in 
Kalkanor's group, providing advice and counsel to Kalkanor. 
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HI NTS 
SEARCH EVERYTHING! 

\.'ouarcn'tgoing1ofi.ed.\-aluah!ci1crnsandlj\ing.To)'sifyo.o •• • . .. Iust nm through e1:ery house and ca1·e you come to. When you ._ _ _ 
enter a house, look through the dressers, hook,hclws, Y.1ses, 
1ars, barrds, and an)tlung ebe that's there. Use the HI and LI _ 
Bunons to 1icw your surrounding.~ from different angles, and to 
~ around obstnicUons. You ne1--er know what will be behind 
thatwallorcrate ... 

RUN AWAY! RUN AWAY! 
Fightingll'ith C'l'Cl)'Singlemonsteryouencounterisnot 
necessarily the best po liq· to follow. Sometimes, you are better 
off m·oiding a fight altogether with a stronger cncm)', or running 
away in the middle of a fight that you are losing. One of the best 
ways 10 a1oid h-eiog caught h)' monsters is 10 put something 
between )·ouandtht!m,~uch as a tree or rock. 

STAY ON BABY"S GOOD S1 DE! 
If you manage to keep up a good relationship \\ith Baby, it \\ill 

f·e.•<.chvaluableile.msfor)'O.o.h·d·r,··ouincombat, ·an. <l,·e.nerJUy • be \'CI'f useful. Remember, Baby is not a pct, it is an important 
fnend and te-Jmmate." lf Baby tums down three requests to fetch 
1n a row, you had better find it a mce inn to sleep in. The more 
times it has to say no to you, the worse your rclal!on,tnp 11ill 
become. A few tips on mamtaimng a healthy relationship with 
Baby: 



Oonotm:ikeit goonendlessfetchingmissions 
Kcepupcommunica1ions11ithB.tby,t•1;enlnbattle. 

Gh"eBabygooditemstoe-Jt:111ddrink(regardlessofi1S llP stams). 

ForHinU1ndTipson 
Activision Ciames C.11: 

I (900) 610.HINT~ U.S. (99C per minute) 

1(900)4!11 ◄149°Canada 
($1 .49pu minut•) 

'MoAlb<lt_.Ol...,.-.dhM•--phont 

" 



26 

TAMSOFT 
IXKU"IIVI PRODUCtR 

Ttbhi:ilifu 
PROOUCFI~. 

Shint:1rou\ak:ml.:J 
Ol!UCJOR 

llidekiMaL,0111010 

ACTIVIS ION 
STUDIO )APAN 

PROOULIR 
Mik:.i lla)'ashi 

A'i\OCIAT( PRODUCER 
Tadllmie(l.e:id) 

1.ars.-uhrkcn.B;wsu 
TRAN\lATOR 

Micah Bl) 
BUS INF\\ Al FAIRS 

Bi11S11-..ru 
TakehisaAbe 
I>.nid GriJn~ 
Milchl.:isk) 

l'RODUCI' MANAGER 
'lillK:.isSO) 

CREDITS 
GAML 1)1 )ILNER 
Shintarou-..akaokll 

LEAD l'R('X;RAMMER 
llidelJ\fatsulOOIO 

A~\I\IANl 
PROGRAMMFR 
Tsutomuhhata 
lNHRFACl 

PR(XiRAMMER 
Shin;'i.;llo 

MEMOR\t.:ARO 
l'ROGRAMM[R 
TomK:lv.:Wlima 
MON\lfRAI 

PROGRAMMERS 
llironoriT.uem:usu 
KaluhitoShimamur, 

0-J.isakuSaitou 
LIVING TOY.'i 

l'ROVRAMMERS 
tiazuhi10Slumamura 
ltironor1Tai.m;usu 

HORY 
Shintarou\akaoka 
Mitsut~l\omura 

lll'iaShiS:tto 
Shusakuh1~hil.:twa 

EV[NT 
l ukariTanaka 
Kouichllid:l 

Taka.<Jiilm:.igjre 
TomO)uk.l \».arlmr:i 

MAIN tllARACl LR 
Shintarou\akaoka 

llis2slus..io 

MON\llR 

Yur!f~~ih~ara 
>.:toriKaji 

K:uuhikol:.n,..:.1.ki 
CHARAUrR 

Kou~ur.1 
Krnji ~uboti 

11.uuhlrotnzaki 
LIVI N(j roY~ 

llisashiS:alo 
fl[ll)MAP 

S}llt~~.:r\\~ 

11 ELD MAI' A\\I\TANT\ 
Teruakilk.>sslto 
\la.-.ahiro\klu 

.\orioTalut:bhi 
COMIIAf 

BACK(jROUNDS 

\l~:;;:k~a~\111 

SPECIAi. fHECTS 
ShunsukeTezuk:a 

IIUILDIN(j JNHRJORS 

ll~~~k~~~~i 
Yuk:ari\2.tori 

Shigehiro \lori12 



DUNG(ON 
KamvaLISUnomi)'.I 

Yun~fk~~h~arJ 
K:lori~ji 
MOVIL 

llisashiSato 
Mit~utoshi\omurn 

AkiKolrJ\",IShi 
Tomomi\O&uchi 
IM,\Glf.ACorp. 

SOUNDS 
fasuhiro\akano 
AkihiMOIO)"Mna 
t'umioTanabe 

,\l~~~~~\rs~rn 
TAMSOFf MARKETING 

MANAGER 
KousukeTamura 

ASSURANCE 
MANAGEROI Qt. 

J)'.11·cAmspiger 

CREATIVE 
SERVICES 

CREATIVE DIR[CTORS 
Ron Gould 

\'cronicaMilito 
SENIOR DESIGNER 

Jim Bridges 
COPYWRITER 

l.oriFJlison 

MANUAL 
[DlTOR/LAYOUTF 

lklinda\anSicklc 

Q\JALITY 
ASSURANCE 

SENIOR l'ROllt.l L[AD 
MarilenaMorini 

l'R~~~fl~m 
Joch1"lll.l':.t 

Qt. TCSTTEAM 
JoeBaribc.-au 

BniccCarnphcll 
BcnDcCuzman 
IY.lrrc11llarper 
Tan)~(hicdo 

Mohammed A.C. \l;'righl 
PLANNING AND 

SCltEDU LI NG 
COORDINATOR 

Jonathon Moses 
TECHNOLOGY ~R. l[AD 

Jason'1i'ong 
SPECIAL THANKS 

l}.11cAmspigcr 
Jim Summers 

lliroakifonika11~ 
Tm.hihirokhi110 
KaworiAkasaka 
Shin)'.IKusunoki 
NaotakaSuwki 

foshi1akaOhkaw·.1 
ll iromiMatsuda 

Toshimt~~~'j!; ,a~moto 
MarcMctis 

RranKamcmOlo 
William Oertel 

EXTERNAL BETA 
TESTERS 

James Boone 
Justin Burkman 

Dan Carter 
l.coChiao 

RakcshChilakapati 
Bill Dillon 
Jaylleil 

T~:~~~;;: 
Stt'Phe11 Kr..iuse 
JonLem1way 
Craigl.t'\\iS 

Enc l.o 
Brandonl.orcnz 
llclenMakridakis 

Doug Onano 
Toml'fistcr 

Anloniol'hillips 
MickRl'CSC 

MichaelSatornino 
Sean Smith 

~~~~~~ 
lhimuUkpo 
[)'mlllmarm 
Chris Umali 
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CUSTOMER SUPPORT 
INTERNET CUSTOMER SU PPORT 
suppon~romorhap:/t,,,..,_:artmsioa_rom 

OlHERCONTACT MElHODS 
F...- U10)l5Hl51,l4hoursall,y 
M2il Acli',N<>rl,CwlomttSupport. ~O.lloJ6n13, 

Los,\ng'eles,f.A'I0067 
r..lloorl4-hour~nuilS\S1Cmfor.,......_.,..,10oormo<1 
freq\>('qll}tiked<jUCSOOOsat(310)2S'>·2050.0rconlaela 
CILSIOm<'rscr.;c,rcpn..."l<'IIIOH\'Clltlhcsamcnumbcr 
het,,i-enthehoursol'9:00;Lm.ondS:OOp.rn(Podfk;Tim,) 

Mon<bj· lhrougbfr;day,=.-p~ 

r------------ --------, 

l"'f iiiiiiiir L_ a __ 4787s_, □66a _ a _J 

IWOIIIAlll •llfAII CAREfllll1 USEOlf'TiilSf'flOGR.\MtsSUBJECTTOTHESOf'TWAAEI.JC£NSETEm.lSSETfaR™BELOW 
~INCWOESTHESOf'TW""'1all¥;1.UO!a[IW,TH™'SAGJIEEMENT, THE.t.SS00,o.TEC>MEOU.,lol<YPf••na, 
W.TERIAi.$,NElol<YQl,I.LJNEOAEl£CTAOMCDOCl>M£NTATION,NElol<YAAIO.<J...LCOPIESAAIODEAIVATIVEWORKSOf' 
SUCHSOf'TWAAENEMATlc'IIAI.S.BYOPE,_,™'S~AHC>'()RUS<HGTHEPROGRAM, YOUACCEP"TTIETEflMS 
Of'THS UCENSEWmtM:'TMSIClH, INC. iACTMSIOff"I. 
UWIIDIJRUWIR. ,..__~t,o-.-•-,W.onil_.,,_ono<XJ!l'lol ... P,,:,g,am 

: .. -=:::.:-:-..---:=::::::::~====::,~~ 
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=·=~--::.9:.=:::..=-~.-:.,-.,.:,.":':':·..::::=:~:.=~: 
:...~~:=-..::.~~~=:..,.,~=='::"'...::.~~ 
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~SRESUI.TINGFAOMPOSSESSION,USEORMALFVHCTIONOfTHEPROOAAM,itfCLUOIOIO O........aESTO 
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