


WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER
ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures when
exposed to certain light patterns or flashing lights. Exposure to certain patterns or
backgrounds on a television screen or while playing video games, including games
played on the PlayStation 2 console, may induce an epileptic seizure in these
individuals. Certain conditions may induce previously undetected epileptic
symptoms even in persons who have no history of prior seizures or epilepsy. If you,

or anyone in your family, has an epileptic condition, consult your physician priorfo

playing. If you experience any of the following symptoms while playing a video
game - dizziness, altered vision, eye or muscle twitches, loss of awareness,
disorientation, any involuntary movement, or convulsions — IMMEDIATELY
discontinue use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation 2 console to a projection TV without first consulting
the user manual for your projection TV, unless it is of the LCD type. Otherwise, it
may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherials not authorized by Sony Computer Entertainment
America may damage your console and/or invalidate your warranty. Only official or
licensed peripherals should be used in the controller ports or memory card slots.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

* This disc is intended for use only with PlayStation 2 consoles

with the NTSC U/C designation.

Do not bend it, crush it or submerge it in liquids.

Do not leave it in direct sunlight or near a radiator or other source of heat.
Be sure to take an occasional rest break during extended play.

Keep this compact disc clean. Always hold the disc by the edges and

keep it in its protective case when not in use. Clean the disc with a lint-free,
soft, dry cloth, wiping in straight lines from center to outer edge.

Never use solvents or abrasive cleaners.

ICO™ Tips and Hints

PlayStation 2 Hint Line

Hints for all games produced by SCEA are available:

Within the U.S.: 1-900-933-SONY (1-900-933-7669)
$0.95/min. auto hints, $6.95-$16.95 for tips by mail (subject to availability),
$5.00-$20.00 for card recharge

Within Canada: 1-900-451-5757
$1.50/min. auto hints

For U.S. callers, game counselors are available 8AM-5PM PST, Monday-Friday. Automated support is available
24 hours a day, 7 days a week. Live support for Canada not available at this time. This hint line supports games
produced by Sony Computer Entertainment America. No hints will be given on cur Consumer Service Line.
Callers under 18 years of age, please obtain permission from a parent or guardian before calling. This service
requires a touch-tone phone.

Consumer Service/Technical Support

1-800-345-SONY (1-800-345-7669)
Call this number for help with technical support, installation or general questions regarding the PlayStation 2
console and its peripherals. Representatives are available Saturday 6AM-8PM PST, Sunday 7AM-6PM PST.

PlayStation 2 Online: www.scea.com
Our news is always hot! Visit our website and find out what's happening — new titles, new products and the
latest information about the PlayStation 2 computer entertainment system.
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MEMORY CARD slot |
MEMORY CARD slot 2

-

disc tray
RESET %

butten \

(OPEN)
butten

USB cennector

5400 i.LINK cennecter
controller port |

-— controller port 2

Set up your PlayStation®2 computer entertainment system
accoerding te the instructiens in its Instruction Manual. Make
sure the MAIN POWER switch (located on the back of the
consele) is turned ON. Press the RESET butten. When the
power indicater lights up, press the epen butten and the disc
tray will open. Place the ICO™ disc on the disc tray with the
label side facing up. Press the epen butten again and the disc

as appropriate. Follow en-screen instructiens and refer to this
manual fer infermatien eon using the seftware.

Memeory Cards

Te save game settings and pregress, insert a memory

card (for PlayStation 2) inte MEMORY CARD slot | er

slot 2 of your PlayStatien 2. Yeu can lead saved game

data from the same card, or any Memery Card (8MB)
(fer PlayStatien 2) centaining previously saved [CO
games. for infermatien, see "Couches and Saving Game
Pregress” eon page 13.

tray will clese. Attach game centrollers and ether peripherals,

L2 butten
LI butten

directional
butten

left analeg stick
(L3 butten when pushed down)

SELECT butten

ANALOG mede butten
ANALOG mede light

START butten

right analeg stick
(R3 butten when pushed dewn)

Basic Controls

. Start/Pause game..............c.cooveuecc....
Select menu item .......cccooeoevvevieeeann.
Confirm selection.........ccccoceevenn

DUALSHOCK™?2 andleg contreller configuration

R2 butten
R1 butten

A\ butten
O butten
X butten
[J butten
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.................................. left analeg stick(analeg Ico’s nightmare started
sensitive). Can also be done the day he drew his first
with the directienal pad. breath. In his village, the

birth of a nermal child is

VAl S i To walk, you can either use ;
the sensitivity of the analog a seurce of happiness and
stick or hold the ® button relief. Proud fathers show
down and moeve with the off their new offspring,
directional pad or analeg stick.  reassuring themselves and
Urnpiipty.. S n s o @ buttoen others that this time, the
- ! curse has not left its
Lunge/Strike with weapon.....® butten ool E e SRR
REleasoIERmRt i & butten bring suspicion and fear.
[T T B Y v e — left analog stick + @ butten Once in every generation,

the curse arrives with the
birth of a special child

Climb chains/pipes left analeg stick UP

Slide dewn chains/pipes ........... left analeg stick DOWN bern with tiny horns
[ESapEmvies. . i e ceeisnissens left analog stick + @ butten jutting frem his head.
Move while hanging................. left analeg stick

With werd of a cursed birth, fear leaps frem persen to persen like

Fljl[dhzgria glhand/CSll e/ Rl button a plague. The whole village settles inte a state of quiet, suspicious
) P il i panic. Any misfortune that befalls the village is blamed en the
Activate switch/Throw lever.® butten child with herns. If a crop fails er an illness strikes, he is blamed.
Pick up objects or weapons....® button €veryone wishes for the day of the sacrifice and the return to

Throw ebjects......ccccconnincnn @® button good fertune.
View surreundings.............ccc.... right analeg stick

for lco that day was his 12th birthday. When his hoerns grew large,
Z0Om CAMera ... R2 butten the villagers knew that it was time. The elders would sacrifice
him to keep the spirits from harming the village. In the merning,
+ faceless hersemen arrived and took Ice away, riding deep inte
the forest and beyond. The journey ended at an ancient
fortress ruin that steed crumbling against the harsh
grey seas.




Inside the fortress, stone crypts stood stacked in the
massive fortress hall. A horseman placed Ico inte ene

of the crypts and sealed the terrified boy inside. An
eternity of terment would surely follow. .

But a twist of destiny granted a shert reprieve.

A dream within a nightmare shewed Ico a vision of ghestly
beauty that drives him to escape. Ico realized that he

is not alene and he must free both himself and this lenely

prisener. Indeed his enly way eut is with the beautiful girl

named Yerda.

An ancient Queen rules the castle and her bedy is beginning te L
fail. lce must take Yorda eut of the castle befere the evil Queen 3"'
can stop them. He will learn quickly that the shertest distance 8
between twe places is a perilous detour. Centuries of disrepair
have turned the castle inte a death trap and many escape routes
are hidden magical portals that must be epened by cemplex
actions. lco will literally crawl the walls in search of a way eut. | it
Througheut the castle, spirits erupt frem the fleers to capture the i
princess and lce must fight them off. €very twisted toewering
staircase and stene bloeck of this castle temb is the piece of a
puzzle. €ach terch and shaft of light illuminates anether mystery.
€very open windew, dangling chain and razer thin escape is the
invitation te ene mere riddle.

Selve the puzzles or join the termented spirits ferever.
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Press the START butten te display

1 the Main Menu. Press the Directienal
8 Y.V &g butten UP/DOWN te make a
selection and press the €3 butten.

New Geame

Begin a new game.

To lead an ICO game in pregress:

. On the Title screen,
highlight LOAD and press
the €3 button.

2. On the Load game screen,
press the Directienal butten te
select the game yeu want te
continue playing and press the

€3 button.

Note: See "Couches and Saving Game
Pregress” on page 13 to learn about
savfnq game pregress.

|

Quit playing ICO. e
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Press the START butten te pause

the game and display the Pause T
Screen. Press the Directienal butten
UP/DOWN to select an option and
press the €3 button.

Options ¥

1. Press the Directienal butten ; s
UP/DOWN te highlight an eptien.

%

2. Press the €3 butten to change a
setting er open the highlighted eptien.

Seund
Adjust the seund velume.

Vibratien
Turn the vibratien function ON/OFF.

Key Cenfiguratien
Highlight a centrel actien and press the butten you want te
assign to that action. Select DEFAULT te unde any changes.

Brightness
Press the Directional butten LEFT/RIGHT te adjust

display brightness.

Exit

Return to the game.

Freo Game "




lce must escape the fortress
with the girl and save her

from the Queen’s evil designs.
Begin lce’s escape frem his
sacrificial crypt. He has to first
search eut the girl in the cage
and attempt te free her by
escaping the castle. She is weak
and easily evercome by the
spirits whe attempt te recapture
her. There is ne way out of this
place witheut her. The whole
fortress is designed to cenfuse
and mislead the rare meortal that walks freely within its
walls. finding an escape route presents one puzzling
dilemma after another. Seme passages are merely blocked.
Others require dangerous deteurs. Many paths are |nV|sab[e .
until epened by seme hidden trigger.
Much of the fortress has fallen inte
disrepair. Walkways may crumble
underfoot or chains may snap.

Search the corriders, halls and coeurtyards
of the fortress and solve the puzzles within.
When [ce and the girl reach a new stage in
the journey, you are shown a glimpse of
important elements as the camera pans
around the new envirenment. These views
hint at what is necessary te cemplete

part of the escape.

The Queen aned the
Prircess

The Queen rules this fortress
of enslaved spirits. She has
the power ever bedy and seul
of any who enter. Like her
underlings, the Queen can
take pure spirit form. But she
alse assumes human form by
inhabiting a bedy. The Queen
will send her spirit slaves
after Ico and Yerda te foil any
escape. But you can be sure, if lco proves resourceful enough
to outwit this fortress, she will take a mere direct role in
dealing with him.

Planning Out An Escape

@ Te scan your surreundings, use the right analog stick.

[@ Press the R2 butten te zeem in en peints of interest.

Many impertant routes may
be high everhead. Look for
handhelds en walls, breken ;
windews, pipes, chains or ledges. ¥ |
Peer inte the darkness or use a
torch te discover useful escape
routes obscured by darkness.
Gain insights inte future
exploratien by leeking off

in the distance when lce and
the princess are outside and
can view the rest of the
fortress frem a parapet or
other high pesitien.



- Protecting the Privcess

If Ico loses the princess te the spirits, the escape is

a failure. Try to keep her as clese and protected as

" possible. The princess cannet go every place that
Ice needs to go and he has no choice but to leave
her at times.

@ To call the princess, press the Rl butten. If she is
able, Yorda will walk toeward Ice.

@ To take the princess by the hand, walk up to her
and press the Rl butten. Ice can pull her aleng with
him. Te release her, press the Rl butten again.

[ Sometimes the princess will have enough strength
to climb. Other times she will need help. Te make
Ice bend dewn toe pull her up te him, walk te a
position close to a ledge and press the Rl butten.

lco may bend dewn and grab the princess or she
will climb up te him.

She may become disoriented
and wander away, leaving her
vulnerable to the next attack by
the spirits. If you do not see the
princess, press and held the Rl
butten te call eut te her. If she
is within view, the camera will
shift briefly to let you see
where she is.

When the Spirits Attack

When the spirits rise up te retrieve Yorda, they will attempt te
drag her back to the pertals. When the spirits attack, send lco

in te counter-attack any way he can, barehanded if necessary.

The spirits enly want Yorda, but they will attack lco if he gets

in the way.

Couches ane Saving Game Progress

Sit Ice and Yorda dewn in coeuches te save game progress. Sit
lce dewn while helding Yerda's hand and she will follow. Both
lco and Yerda must be seated to save game progress.

With lce and Yerda resting in a couch, the Save Game screen
will appear:

1. Press the €3 button with Y€S highlighted to begin saving.
2. Select the file you want to save the game to.

3. If prempted to OVERWRITE data, select YES and press the.
€3 butten or select a different file in which te save the game.




inging frem Chains

» lce can swing back and ferth en chains te threw himself great distances.
After climbing ento a chain, press and hold the @ butten. Then press the
left analeg stick back and ferth (either LEFT/RIGHT or UP/DOWN) to
begin swinging.

Much of Ice's proegress threugh the
game will invelve climbing and hanging
frem ledges or chains te find reutes threugh
the fortress. To jump up and grab a ledge, chain
or pipe, press the @ buttoen.

Laooers

@ Climb a ladder by
walking up te it and
pressing the left
analeg stick UP. Te

f climb down press the el
left analeg stick DOWN.

(The directional buttens
can alse be used).

i@ To let go of a swinging chain, press the @ buttoen.
To slide dewn a chain, press the left analeg stick DOWN.

Leaping et S
To leap: Press the left analeg stick in the directien you want lco to leap
and press the @ butten.

Seme situations demand that Icoe and Yorda make great leaps acress open
chasms or breken bridges. Some of these are leaps of faith and can end
the game if lco or Yorda takes a fatal fall.

The princess will leap with encouragement frem lce. After he leaps
across an epen area, turn Ico teward her and press the Rl butten. He will
lean ever the edge and reach fer the princess as she flies teward him.

[ The princess climbs or descends ladders with some MWU[S ile Hangmg

encouragement. After she ascends or descends a ladder, Look for horizontal pipes or ledges

press the Rl butten te tell her te climb. to hang frem. Then move left or
right. When lce runs eut of reem

te move, look for moere handhelds
directly above or below him.

Chains

Jump While Hanging
frem a Chain

lco can crawl up a
chain and jump either
ferward or backward.
Once lco is at the
height yeu want him te §
jump frem, press the
M butten te jump back I
away from the chain. @

3 To let go of a ledge and drop,
press the €9 button.

@ To hoist Ico up te stand en the
ledge he was hanging frem, press

the @ butten.
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* Pushing eneé Pulling Objects
Seme objects can be pushed or pulled te eperate machinery, open
passages, reveal something useful or te use as a step.

When Ico finds switches and levers, press
the @ butten to threw them.

@ To push an ebject, lean Ico
against it, press and held the
@® butten and press the left
analeg stick teward the object.

Pressure Switehes

Pressure switches open doors er semetimes reveal
unseen avenues of escape. Seme pressure switches must
bear constant weight te keep a passage open. Remove
the weight and the passage snaps shut.

@ To pull an object, lean Ico
against it, press and hold the
@® button and press the
Levers left analeqg stick away frem
Levers centrel machinery or open passages. A lever the object.

may be far from the device it contrels. Throw a lever by

walking up to it and pressing the ® button. pl"kl'ng up OEi“t§

Press the @ butten to pick up
weapens or other objects.

When picking up heavy
objects, lce will bend dewn
and heave the object up.
Press the left analeg stick te
move the item where you

" want and press the @ button
to set it down.

+ Be careful! If you press the
@ button while Ico is moving

forward he will threw the

object instead of setting it dewn.




ool Deors

Idel deers mark
the proegressien
from ene stage
te the next.
Carved in them
are images of the
sorry herned
souls whoe arrived
before Ico. lco is @
mertal and in
most cases, cannot open an |dol Deor. The Princes
Yorda, who straddles the real and spiritual werld, can
open these doors. [co may discever the secret te
opening these doers himself at a later time.

Pressure
Switch Doers

Pressure switch
doors respend
when weight is
applied to the
~ pressure switch
in frent of them.
Once Ice and the
princess pass
threugh them,
they may slam shut. If there is ne pressure switch
on the ether side, returning threugh them may
be impossible.

find levers to open huge gates that bleck Ice
and Yerda's way. You may find that others
can contrel these gates.




Sentry

Sentries are the size of a
grown man. They may try te
separate [co and the princess
before threwing her over a
shoulder and walking inte a
poertal. Sentries can dedge
some attacks or throw

up shields.

Spirits flow up through selid reck anywhere in the
fortress to recapture the princess and return her te the
cage. Most are slow but all are relentless. Seme attack er
distract lce while others drag the princess into a portal.
They must materialize te grab the princess and are then
vulnerable te attack.

Spiver Wraith
Spider wraiths
scamper areund
madly witheut
attacking Yorda.
They may
congregate close
to her but seem
too weak te drag
her away. But
when lco defeats a
larger spirit, they
morph inte a
replacement

and attack.

Fortress Ghouls

These large hulking spirits
can knock Ico across a
reem. They may attack in
pairs while peunding and
tessing Ico so furieusly he
cannot counterattack. They
often try te corner him
while anether drags the
princess away.




T
¥
»

T ey

~ defeat Sentries.

Swores

lco can find
swoerds but they
must be wen by
selving a puzzle.
They are far
superior to a
stick for fighting
spirits and ene
carries essential
magical powers.

3
1.,

lco can destroy the spirits that come to steal back
the princess. In the mements they materialize, they
can be attacked and destroyed.

There are weapens in the fortress lco can find te
help him defend Yorda. Te attack with a weapon,
press the @ button. If spirits latch onte the princess,
Ico can attack them witheut fear of hurting her.

Threwing Bembs

Te use a bomb against a spirit or to clear an
ebstruction:

Lunging

If Ico is weaponless, he can drive his herns inte
spirits by lunging at them (@ butten + left analog
stick). Weaker ones are sometimes sent sprawling.
Strenger spirits may respoend by hurling lco across
a room.

The Stick

The stick is lce’s
weakest weapen,
but it can double
as a terch should
you discover how
to light it. The
stick will defeat
Spider Wraiths

easily and can

1. Light the fuse with a flame frem a terch. Have Ico
held the stick up te a terch te light the end of it,
then move the stick towards the bemb or pick up a
bemb and held it up te a terch.

2. Pick up the bemb by pressing the @ buttoen.

3. Press and held the left analeg stick in the
directien you want te throw and press the ® butten.

Theugh he can

~ defeat larger spirits with a stick, they have a better

chance of taking Yorda back te their portal.




 Several threats loom tn the Castle:

I -——-r.i"

| Ice or Yorda suffers a fatal fall
lco or Yorda can survive shert falls. After a shert fall, each will
get up and recover. But if the fall is too far, it will be fatal and
the game is over.

The Spirits capture Yerda.

If a spirit can take Yorda back te a pertal and disappear into the
floor with her, the game is over.

Continue Play

When lco or Yorda is mertally
injured, the Centinue Screen
appears. You will be prempted
to centinue the game. Select
Y€S te continue play frem the
last couch where you saved
game progress.

Learn the art of the detour in this : .
first puzzle. Ico dreamed of her, and ¢
now he must search fer Yorda in the T
cage. There is ne exit frem this e d
towering tomb withoeut her. If lco can
even free the girl, smoldering spirits
will net waste a moement before
attempting te snatch her away. Take
the time to learn how te guide Yorda.
Discover when she will foellew and
when she needs te be grabbed and
rushed out of danger (RI butten). If they can make it outside,
a commanding view of the castle complex will hint at escape
routes. The sacrificial tembs stand iselated from the castle. The
only hope of escape is a rail trip right te the heart of this
bewildering prisen.

Fear of Falling

The fear of eternal confinement
gives way to the terror of falling.
Scurry aleng the high crumbling
battlements on the eutside walls
where a miscalculated leap means a
descent inte eblivien. Yerda and Ice's
fate may lie in the strength of the
other’s grip. It is here that the spirits
make a relentless show of force as
Ico attempts to puzzle out a selutien
to the drawbridge.



I

Symmetry
Travel a leng windblewn parapet atep
a sky-high castle bridge te enter the
first area of this baffling puzzle.

3 Terror gives way to frustration as
lco tries to figure out hew te epen
! huge circular doers that serve some
unknewn purpese. Symmetry is
really twe sides of the same riddle,
one left and ene right. lce will
confront the other side later. The spirits level a furieus effert te
reclaim Yorda while pounding lce to the greund. A better weapon
would even the scere as the spirits become bigger and meaner.
Another cage awaits and the Queen prepares to take a personal
role in stopping the escape.

Weiter & Weee

Water moves teward the sea but
where it comes frem is a mystery.
Begin by selving the puzzle of the
waterfall. It is easy fer lco te move
through this area, but finding a path
| for Yorda is not. Next, descend into
the reck undergreund that supperts
2 the castle and move toward the

- S seaside cliffs. Peril returns as lco
tries to figure out how te cress decaying weoden catwalks that
lead to the outer reaches of the castle. Huge leaps are your
only hepe for moving ferward. The fortress juts straight eut

of the cliff here and seme cennecting walkways have
crumbled inte the ecean leng age. €xpleit the decay
and ancient machinery te travel this cenfusing and
deadly area.

~d.

The S¢a

lce must descend undergreund te an ecean
inlet where huge wheels churn under the
water cascading ever the cliffs. lco must
find his way up threugh the waterworks
lunging frem gear te gear in search of a
path eut. Then he will descend below the
castle out onte the cliff face as an ever-narrewing path vanishes,
leaving Ice in a free-climbing nightmare. He must hang ente
slippery rain-seaked roecks hundreds of feet in the air carefully
leoking fer hand helds in the dim light. Discovery of a pipeline
means he survived.

The Quieen

The time of transition is near and the Queen plays her final card.
She orders her Spirits to destroy lco if he insists on interfering.
lco, whe came to the castle as just ene mere sacrificed soul, noew
stands as a threat te the Queen’s very existence.
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Reland Herringten

Kazuhire Shindeu

Rieke Takahashi

Misa Watanabe

Mihe Kawagee, Shinsaku Tanaka
(TOHOKUSHINSHA FILM CORPORATION)
Hideo Sate ( A.M.L.)

Junichi Kebayashi, Sateru fukui,

Teshitake Tsuchikura, Keji Mitsuda,

Asakoe Sanada

Katsuhike Kanazawa, Masaaki Do,

Tsubasa Inaba, Mikike Okai, Keji Saite

Shuhei Yoshida

Directer of Preduct Development Cennie Booth

Producer
Assistant Producers

TEST STAFF

Directer, FPQA

Senior Manager, FPQA
Core Manager, FPQA

Usability Manager, fPQA
Technical Coordinater, FPQA

Preject Manager, fFPQA

Project Coordinater, FPQA

Lead

Testers

Darren Yager
Roen Allen, Ken Chan

Michael Blackledge
Ritchard Markelz
Sam Bradley
Christian Arends
Ara Demirjian
Nicole Nokes

€ric Ippelite
Andrew Woeodwerth
€ricson Babaran,
Raymend Chung,
Lenny Gerden,
Ryan Gerespe,
Andrew Jennings,
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MARKETING

Senior Vice-President of Marketing
Director of Marketing

Preduct Manager

Product Marketing Specialist
Directer of Public Relations

Public Relations

Director of Prometiens

Premotions

Director of Creative Services
Creative Services

V.P. of Loyalty & Channel Marketing
Director of Online & Direct Marketing
Direct Marketing

Legal and Intellectual Property

Packaging lllustration/Design
Documentation

SPECIAL THANKS

Joel Manzano, Randy Miranda,
€d Teemey, Wil Shepard

Andrew House

Ami Matsumura-Blaire

John Koller

Maggie Rojas

Maelly Smith

Patrick Seybold, Tina Casaline
Sharen Shapiro

Denna Armentor, Aimee Duell,
Johanna Legarda, Mary Themas,
Jill Grabencert

€d DeMasi

Josh Bingham, Peggy Gallagher,
Ted Jalbert, Marie Macaspac,
Quinn Le, Noel Silvia, Ben Wallace
Marilyn Weyant

Steve Williams

Kim Yuen, Jesse Caid

Lisa Lunger, Michelle Manahan,
Ninalei Merrisen, Susan O'Driscoll,
Riley Russell, Jim Williams
Gregory Harsh, Beeline Greup
Hanshaw Ink & Image

Bruce Adams, Shelley Ashitemi, John Aspinwall, Omar Bredrick,
Claudette Castillo, Bruce Cochrane, Brian Dimick, Ren €agle,

Butch Freedhoff, Michele freeman, Keith friedly, Brian Hale,
Heather Hampten, Kaz Hirai, Jeff Hutchinsen, lan Jacksen, Leri Kajiya,
Grace Kao, Rich LaRoecca, Jeff Labbe, Chuck Lacsen, Kenneth Law,

Matt Levitan, Grant Luke, Kaytie Mandell, Celin MacLean, Letha Moore,

frank O’Malley, Susan Neurai, Tenny Park, David Pfaff, Geoerge Richard,
Terin Rettig, Jonathan Ries, Rick Roeney, Nikki Robbins, Mike Rose,
Rob Segqal, Sarai Sequeira, Cy Tano, Jack Tretten, Mark Valledor,

Joe Ward, Rapp-Cellins, Zugara

Seny Cemputer €ntertainment America (SCEA) warrants
to the eriginal purchaser of this SCEA product that this
software is free from defects in material and werkmanship
of a period of ninety (90) days from the original date of
purchase. SCEA agrees for a period of ninety (90) days
either repair or replace, at its option, the SCEA product.
You must call 1-800-345-SONY to receive instructiens to
abtain repair/replacement services.

This warranty shall noet be applicable and shall be veid if
the defect in the SCEA product has arisen through abuse,
unreasonable use, mistreatment or neglect.

THIS WARRANTY IS IN LIEU OF ALL OTHER
WARRANTIES AND NO OTHER REPRESENTATIONS
OR CLAIMS OF ANY NATURE SHALL BE BINDING
ON OR OBLIGATE SCEA. ANY IMPLIED WARRANTIES
APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING
WARRANTIES OF MERCHANTABILITY AND FITNESS
FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE
NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN
NO EVENT WILL SCEA BE LIABLE FOR INCIDENTAL
OR CONSEQUENTIAL DAMAGES RESULTING FROM
POSSESSION, USE OR MALFUNCTION OF THE SCEA
SOFTWARE PRODUCT.

Seme states do not allew limitatiens as te hew leng an
implied warranty lasts and/er exclusions or limitatiens of
consequential damages, so the above limitatiens and/er

exclusiens of liability may noet apply te yeu. This warranty
gives you specific legal rights, and you may alse have
other rights which vary frem state te state. &




OVERCOME OBSTACLES AND

ADVERSARIES TO GAIN SKILLS AS
A FIGHTER, ARCHER OR MAGE.

FIGHT YOUR WAY THROUGH
MULTIPLE ENVIRONMENTS

INCLUDING AN ARCTIC TUNDRA,

SWAMP LANDS, AND A
FOR(JOTTEN DECAYING CITY.

SRR

JOIN RYNN, A BRAVE FEMALE
WARRIOR, AND HER FEARLESS
COMPANION AROKH, ON THEIR
QUEST TO SAVE CIVILIZATION.

ENGAGE IN INTENSE GROUND AND
AERIAL COMBAT AS YOU BATTLE
YOUR WAY TO SAVE HUMANITY.




