


WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTERL
EMTERTAINMEMT SYSTEM.

A very small percentage of individuals may experience epileptic seizures when exposed
to certals light patiems ar flashing liglts. Exposure to cesfain pacresns or backproueds
on | a televislon screen or while playing videa games Including games plaved on the
PlapStaitan®2 conscle, may Isslues am cplleptlc selzare ia these ndivedusls, Certaliy
candlzicns may Induce previously undstected epllepeic spmphoms even Lo persans wia
hiave ne hlstary of prior scl@res or opllopsy, I'F}r:lu..ur anyose I yous famely, las am
Eﬂzptlr comdlelon, consalt vaur physician pelar to playing, IF vom experience any of the

llowing sympsoms while pliving 2 video game — sllzziness; altersd wision, cye or
mnscle tattches, loss of amarences, disorientation, any Involustary movement, of
comlalons — IMMECHATELY discantings s aml cansul your “pliysician hefore

resuming play,

MWRRLNING TO CWRERS CF FROBECTION TELEVIRICRS

Doonot connect your FlayStasicn™2 consale to 2 projection TV withowt first consulting
the user manal for your prejestion T unlos B iz aFthe LD typel CBierwise, It may
permanziitly damage pomr TV sereen.

LISE OF UMALTHORIZED PROELICT;

The nse of software or peripherals noe authodzed by Sany Compater Entertainment
America may damage your consele anddor fmalidate vour warmanty, Ondy afflelal or
lieenssd porpherals shemld be uped = the cantreller ports or momory card slods,

HANDLING YOUR PLAYSTATION®2 FORMAT RIS

= This disc is Imtended for vee oty with PlapStatson®2 consoles wich the W0 LG
designatbon. -

Lo niog bend 16, crush it or subeerge 6 in lgsids,

e not leave B in direet sanlight er near 2 radiagteor or other sonrce of heat,

Be sure ta take an accasional rest break .5|||1r.3 cetended PI'-"]"

H,(-_-F this campast dive eliean, -‘I.lw.l:\.h liedd Lhe St by the -_-rlHn arsl I'i:.;ll_-P o s
protective cas when not b usé, Clean 1he dbe with a list-ree, qj'l'l.-rlr:,' cloghy, '|H|FI|||H
in stradght Tine= froen cerler Lo el edge. Bever use enlvents or abrasive cleamers,

S[REN TIFS ANDx HIMNTS

COMNSUMER SERVICETECHMNICAL SUPPIRT LIMNE 1-8aa-145-7iia

Call thi nembes e Ledhieal deg i, Dirrallatioo & gl queidbam

regurding Plasfesesa®) ared is pecplecah. Bepremsraties dre aralibe

Mendiy = Satdiy 64N - BPM pad Siaday 7AM - fogoPM Facrlk 2uandind Tiae
GAKE HINT GUINE INFORMATIOMN

FlapSiatkn Dedargrond | vt Citibdes
Fer Tree Bios drsd s W80 @8 o e s, plap s i dim

Sige up ol oo & mamhes of the Plefnares Undeproansd amd sceeis Tree hiecs, . and eool
et o gens poaduced by Saey Conputer Eremalamesar Aaienas,

g ki will Be given an oar Cenmmer SeevionTecknkesd Sugpart Line

.

AT MIDNIGHT,
A SIREN CALLS FROM BEYVOMD A SEA-CF RED,

ARDEA VILLAGE MYSTERLIOUSLY DISAPPEATLS.

The Japanese village of Hanuda tecteis between two worlds—the warld of
the living, and 3 sightmarish wocld whiere dhe buildiogs have been muined;
Lhe dand has been distorted, and che pseintains liave been replaced by an
uncnding sca. An anckent ceremany i the forest las been interrupted.

A a vl the boundaries between the woslds are

collapsing and the 'r:I”AJ_LI\.'J.‘\- ol Flanuda have fousd

themsclves wneontrallably drawn by tlie sound of

a hauiting Sivesi fito the bloed red swatees.

W e ||'||:-!.- CRETEE, thicir souls are consumed
by evil.,. an exil that alse chreatons 1o cansume
the handful af luman sisdvers wihin mst
escape the willage, even as thoy struggle to resist

the call of the S11411
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MAF OF HANUIA

MOVEMENT

GETTING STARTED

PLAYIMLG THE GAME

CaAME FLOW

CHARLACTER CONTROLS
AN ACTICHNS

LOOKIHG ARCKUMND

HOW TG SIGHT[ACK
FHHTIRL:
FAUSE MENU

SCTWALRIC LINKE
HAVIGATOR

LOCKED & KEY STAGES

. ELURVIVAL TIFS

o IMPOIUTARNT

CHARACTERLS

. HINTS

. CREDIT:

SETTINGI

Set up your PlayStacion®2 computer entertainment system according to the
instructiss in its Instruction Manual. Make suse che MAIN POVWER switch
(located on the back of the console) 45 turned O, Press the RESET button.
When the power indicator lights ug, press the OPEN button and the diec
teay will apen. Place the 11051 disz an the dise tray with the label side facing
wp Press the OPEN barton again and the disc tray will clos=. Artach game
controllers and other peripherals, as appropriate, Follow on-screen
instructions and refer to this manual for information on using the software.

MEMORY C A R LY (50 {FOR PLAYSTATION®2)

To save pame settings and progress, insert 4 memory card inte MEMORY
CARD slot 2 of your system. You can load saved game data from the same
miemtery card or any memary card conraining previcusly saved games

(o ‘1},}/




WELCOME TO HANUDA

— e

Scheal

Karuwaiari

I Ippe!r Aracn

Aruto

Hanuda is found deep inland. bordered by prowitains on three sides [nn
many ways, the village is representative of a traditlonal Japanese seitlenient:

it is made g of several distiner aeas and = eme toa close-knit cammunity

of families wha lave lived in the reglon for penerations,

04

Gojaku Peak

Mivara Clinic

Mizuhiruloo
Sheine

However, the villapers are suspicious of eutsiders and are protective of their
deep-ropted local traditions and clandestine ::Plrlru_ﬂ belkefs. Hanuda has
dane its best ta remaln Bsolaged from the outside world.. for a gead reason. __;ﬁ
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CMOVEMENT ™ -

Inthu rr|_1..||.|.n] f ‘_ o e ore wid to denate the direction of bath

the directional batzons and, the left amalog :u%ﬂ uiless stated otherwise In
. urd.cr tooties the Belt and r]'ghl: 1n:||ug sticks, the TFUAE SHOC K '||:|=|Ii.'|t

i:nﬂ'rrc'iler must be in .I.rl.l.li.'lE mode Lindicater: red],

MOTE The diglral controllér and the DUALSHOCK®2 analog contraller
are mot suppor ted. The DUALSHOCE=2 :J,II:|||:|E cantiraller |;!-¢r~'||,|||;:-. (X%
analop mode (indicators red) on boat-wp,

DEFAULTCOMN 1125

N BUTTOR
N BTN

IEER ELUTTON
IEXR ELUTTON

& BUTTON
DIRECTIONAL @ BUTTON
BUTTONS & BUTTON
LEFT ANALEG W BLTTON
il RIGHT ANALOG
STICK
B BTN = BUTTOM
Right analog stickntei i, Look aroundZoem in while sniplng
- i L S eenagarcll or DpeniClose deor
@ ................ (e Sy e L w Crouch/Btand o Jump off ladder
E} ............... Flashlight ©n/CfF
- B e SRS 1 | T 6 T T
[ L1 | plus ey AR TR (RS Morve sidewnys
.................................... i Enter/Exit Sightjack nacde

o6

| 1| S e s R et et Diraw weapan!Lack-on

IGEN ;i £3 ArtackiFire weapon
m;plm T, l e

[durning bockson.. _Center sights on Cirget coeny
WM - NSH 1, 3

d {dllrlnﬂ lock-gm)............... f.'h.l.ngr.' lack-nomn target

m .......................................... FiIH-P-.'IH.II'I iy
e, e blap

.,.t'; B N e Ty 1 i |:';,|_1|;\?a-|:' r|-11_'|'_|,1

SIGHTJACK CONTROLS

—snmAnd s st i it U Eitrer Exar 5|H|:|_|;||_'§: :r_|1.:||_‘|5
Tebrapalepiaticl = o0 dins Smarch far .‘i-i_ghf_].'n:l-r.

E .................................................... Eul.':'.,l_l:u_k 5]|,ur.|_:|_'|,|:

@ ....................................................... 5lg||.|:|.1|:5-: shortout

'!. = S T - SN Slg.ll.l:i;u:;; sharteut

@ ....................................................... 5ig||.t|m:h: shartout

NOTE: For further information on
Sightjack controls, see the Sightjack
sectian of tlis manual,

USING MENLU SCREENS

Press the "I' i 1':- Jdmm o m icecrianal
buttons to highlight an option, then
P m to confbrm. To return to the
Previous mMenyl SCreen, press '@
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GETTING:!

MAIN MEMLI
Press the = o = 6 celecr ane of the ITrﬂlm'.rlltg options, then press ﬁ
to confirm:

Load Game

M Crame

Crptions

o

LOAD GAME

To load 2 game previously saved to a Memory Card. Press the t. 4 &
or ™ o select a previously sved game from the four avaltabie files and
I:-an:mﬁ to confirm. Mexr, press the 4= or = and select 'Continue’ to carry
an playing frem that particular sve paint or selees ‘Archive’ to view the
item data arehive ot that save point.

MEW GAME

Select Mew Game to start =1 from the beginning.

COPTIONS .

Priss il T.-l-,'l:-r* I-ﬂ.i

to highlight an aption %
an the I:':Ipﬂnnr- Menu -“5-
and them press ﬁ o

change sectings.

CONFIGURATION

Change the control function assigned to each button on she
DUALSHOCK®2 analop controller - Move the cursor to highlight an
action and then prese the corresponding butten: that veu would like to
assign that action to. Press ® 1o confivm or .-,.:.1.1:- rct!I;rn. o the defauls

—

L
seitinps. X S —

o8

e

HOTE: Cecasional oi-sereen hints orsupgestions may imstruct yoil oo Pras
L5 I open the List Menu's i you have changed the butron asignment for
the “Crpen Menu' function, vou will have to press that bugten instead.
Changes made on the Button Configurarion Screen apply teoin-game
contraly only. When ssing menu screens, you will always weed 1o press
to confirm and press @ ta cancelfrerigen v the previous meou screen,

Conrrol Reverse Switeh between two comiera vertical direction moades,

Mermal Piishiche 1" o make your character loak up and Ir
o look demn.

Raverse Push the 4 o make youn cliareren
lowk ugp and 't o Joak doam.

Yibrarion Toggle se vibration functien of the
DUALZHOCES? analog contraller OnfC0T

SCHEEN

Alert Effeer Select the spectal effect tobe used when you lave

been spotted by ane of the shilsto
Mene - Mo xp-ci:l.1| effiecl,
[Red - Sereen flashes red.

Saghtjacked = The shibita’s siewpaint temporarily
flashes on screen.

i

5:11:-.:"'11 Adjuer Adpust the soreen position by pressng the f 2 -Ir :

= o =¥ Adjust the brightness by pressing

and IGEN . r
SOUND i
Clutpue Select Steren or Mano seund cutpat,
a1 Sound'

Select Headphone on Speaker 41 sound miodes

= g —

RESTORE DEFAULTS
Restare all options o tlicir original sertings.

oy

I, T i | =
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PEAYINEGTTHEG AME GAMEFLON

In i series of interlinked events [ = | STAGE FLOW

unfold with each episode, or 'stape’, seen Each stage proceeds in the arder shown below.
through the epm of 1 particular set of
characters duning a'specific point e tine.
Chuly one mmﬁﬁrLEIMLlLT is controlbed
duiring & h’-!id.gr, althougth players can
alen direct the actions of secondary
chaicrers by isaning comoands 1o them. ———

| 1 STAGE TITLE SCHEEEN
| The main character, the paricalar setting, and the curresr date and time
are displayed.

L STAGE INTRO MOVIE
. A shore cinematic sequence Infroduces the eventss that ook place

P W — e S g Y . S S U P | Sl I [P s e W P

When astuge is éIL;;LJ the next nr.g_abﬂ'_nmx_-q accessible, At 2 cormain immediately before this stage. I you prefer, you may press .-.-,.,;- to skip the
paint in the game, plavers will, unlqg]-:'nh'&nge Select™ screen, allewing ! mavie.
them 1o choose their next stapes in any trder. The more stages that are
contpleted, the Imgtq';hg:__num&ur of ﬁﬂ.ﬂ:l: stapes becomes. 3. MISSION OEJECTIVE(S)
1N Mext, the primary ohiective for the stage will be displaved. 1f vou have
i At arify ke plaved in [ unlocked the secondary mission ohjective. it will also be displayed. Ohnce
: e T | R stages are elthes mission objective has been campleted, the stage will end. (NOTE:
L annected, however, and svents I vou complete the primary chjcetive Arst, you will have to retry the stage
; '-‘ “earller’ stage will sometimes to complete the secondary abjective) IF the controlled character or a
';:...'_'. brtblatee stage. A ; Sonpanis in L|!|l.'_ stage in Killed, the mission will be failed, Select "Try
the stages played =0 Far, and how Again’ to restart the stage.
Ly ?‘.‘l.l:ll. ather, can be viewed at
| ﬂﬁﬂ' tlie ‘seenario link nn.wgn]:ur‘ de START FLAY
W'E'-HHHE' from the P:HN: Menw Mission ohjectives are achieved by completing a series of rasks, As e stage
h s T,E. 'F|.1|.'I.‘|;|gf H‘lﬁ.‘ﬂﬂﬁﬂml R T R e o beging, and d.u:r.ing the mision, information rE|.1.1.I:1g to the proper actions
1 1Eﬂcﬂ1ﬂ51t-nf"|::uh e j'mu"d in the Pause I to take will be |:1Is|_:||.1.1_.-m:1 LI-screen as an “abm’ .

h'lff:nu acﬂh:u: 1:EF'tI|IE iuanu:ul

s STAGE CLEARED

When the mission objecrive las Been completed, the stage has been

cleared. Depending upon the stage, an ending cinematic sequence may also
s be shown. Chce this movie has been viewed, vour progress can be saved o
- a Memory Card. If you prefer, vou can press ™ to skip the cinema scene

T T ST T N e
.

I ! and head direccly oo the “Save Game™ screen.
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GAMED LU fesnoined)

MISSION ORJECTIVE 2

I avdei to progress 'rhrmlgll the game, and O sdcditianal srages 1o pln:,-':_
you Wil have to retwm g casdier stages and complete secondary mission
phijectives. These :-;r.'n:mldq.rl.-' misson abjectives will not bectsme available until
v perform an setisn et ualocks them in another stage

N TE: Por more Information on stapes with a secandary missipnehjective,
see thee Srage Select Sereen geotion of this niaiseal,

CHARACTERCONTHEN
MOVING

Push che ¥ to movwe yurir charmeter Reward and push it l‘ Lo

FANEYACTIONS

move hackwards, Fush 4 o o g chanpe directlan. The lefe analag stick s
alzo wsed when climbing ug o down o ladder,

Press WM and push the Teft analog srick ar the sante rime ta mae sidewsys
without changing the dircetion in which your character is facing.

sl
CROUCH/ETAND P ;
l'r'n:-ss.@ T imiake o -.'|1.1.r1|:r\er EI'|:|I:IF|:| C'Fu'urrlcﬂ i chis B0 A5e M
difficult for shibitos e locave, epecially whed they arve crouched behind
|'|'|1|:-c_|:. Characters can alio move .-:I'Icn:]:,; alhelt 5|n-w|]. while In a crouched

praition, Press @) again tostand up from a crouch,

BASIC ACTIONS

EXAMINEAPEN OF CLOSE A DR

Press €3 fo examine an objece. When vouar charcter.is standing in front
of a door, press 'B' tor make them open or close it. Actions other than
EEEnin g ahijects and apentng and r_Imln_g doors con e Fn:anl'lm:d isiing
the List Menw which is accessed by pressing 1@,

THE LIST MENL

The List Menu is a set of context-sensitive actions that can be performed only
in i particular locaton. Press 'E' tor apen the List Menii, press ‘I‘ o l. I
select aw action, then press £} to confirm your selection. Some examples af
actions thar g be selected from the List Men are listed below, ¥ hen you
aren't quite sure what to do next, opening the List Menu in 2 particular
hecation aid Joeokiing ar the possible zotions might provide you with o clue

Shout
Reload

el foudly, Use this toatteact the attention of nearks shilsice,
When wsing o gun which holds a ser number of bullets,
thiz action reloids the weapon,

Come Here!  Call oue toovour companion, who will then follow you.
K ; B 17

Wit | Instruct your compamion 1o wait where they are.
[Lun! Tell your companion 1o run away.
Hide! Tell your companien to head for the nearsscthiding place,

FLASHLFGHT CDFE ;

Press m it yaur character Is |1n1|:1|ng a r"hs'llllg_lﬂ. to: swlicl Itom ar DFF
Witly the ﬂuhllhht ul_. VO EY 115 be able o, l|1'.'l.5[|g"|11. DR (il l.'||'||']-|.-
Iogaciens, Heowever, serning it en may draw attentbon from nearby 5_|:!|l:ﬂt|:|.
MAD o

Press M to access 2 map of the area for the current srage: 5-:|'vui| l:']l.ruugh
the location of key landmarks, Landmarks will be highlighted in yellow on
the mag. Press @Y to ortent the map in the direction the character is facing,

LOOKINGAROGLIN]

Maove the right analog stick to explere vous gharaster’s immediatcifield of
vision and press and hold IEEM to enter fist person view mode to see die
world throwgh their eves When in firsg :EEIH'H.‘IH made,, move the right
analog stick to turn your charserer’s eadiand Jook dround, F-n:ﬁ'm
harder 1o zoom decper into the field of vigion for a closer foak.

LOOK SACK
Push the 4 sharply and then lec it spring back to make ydiip rhmrgv

turn 180 degrees and Face behind them. _ /:’@

'[] i
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HOW | OSIGHT] (1

Press ta enter Sightjack made. Sightjacking is a special paychic power
tlat enables 4 charsster 1o ot from the viewpodat of a shibito or ancther
human nearby and also to hear what they are henﬂng. "When a character Is
uzing cheir Jightiack power, they cannot move and ‘are therefore vilonerable.

The r-|:|-3||:|lul.;||:|g cantrols arerueed o S-Ight]ach ¢ﬁ'¢-¢|:i1.'¢l:,-,

SEARCH |
Your character picks up Sightjack signals in the same way as a television or
radin doss—wou must tune into the 5IE.|1 ofn nﬂrh':,r parsan o shibieg 11-}'
pently roraging the Jeft analog stick in their direction, The closer they are,
the easler you will be able to tune in to their sfnal. While in Sightjack mode,
a color crosshair will mack the position of any humans in the direction thag
the tuned-in shibito er person is facing {even i those humans are hidden or
far enowgh away chac they cannot be nociced) Your character will be
represented by a blee crosshair, whereas secondary chamacters will be
'n:pn:-sl:n'r:d. by a preen crosshair, 1f the shibite whose wiew you have tuned
netices your charseter or a seeandiry character, when you exit Sightjack

mic<le, a red crosshair will note the location of thar alarmed shibito, f

HOLD
Olee vou have tened In to a nearby charseter o shibivo, keep che leftan

stick in that position o maintzin the :lgnn.l and press E._ E, ﬂ ar '|E|:lr

assign the viewpaint to that particular Button as 3 sherreur, When i1
Siphtjack mode, you will then be able to return to this particular viewpoint
withour having to tune In to the signal simply by pressing che qtli:ﬂnt
button, Stored settimgs are retained even after you exit Sightjack mad t
can be overwrltten |:|:|r mlgnlngi new viewpalnt fo thie same hutod.

WITHODRAW - 1
Preas B to-ext Sightjack mgsde and return to normal maode,
S S

. o

I
| |
3 ®
i
ibirs I 'd-- ;
= % 7 &
_'!l"w Campaninr

1 Pres 1o enter Sightjack maode

2 Move the lefi analog stick to Beeate other humans or shibito, IF chere iz
not § shiblio as perion in that directlon no Image will appear.

3. The farther away the targeted person ar shibits is, the more distorted
che image and sowmd will be,

4 When the target persan or shibite is in clese proximity to yaur cwn
character, their viewpoint will be displayed more clearly,
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FIGHTING

In S fighting is almost never your first optson. Many characters are
unarmed, and therefore need to rel npon stealth to complete their mission
objectives. Even when a character is armed with a weapon, the shibite can

only be temperarily incapacitated.

HOW T ATTACK

In order 1o attack, you need ta have a weapon, Some characters will be
armed from the stort, others will need to ﬁgﬁt with whatever thq,-'i::..n. find.
Various weapons are featured in the game, but the basic controls are
commion b :.11.-=r.|1 ﬂII

L. READY

If your character is equipped with a weapan, press to assumie the
Attack postion. IF there i an enemy within range; the charcter’s weapen
will anromatically bock on target.

2. ATTACK
Press €% while in the Ready positien to attack,

3, ATM

Push the left analog stick witheut locking an to an enemy to alm the weapom
mantlally, If there ks an Enemy wthin range, the wWeapod will a.utmnth:ﬂl}-
lock an to that target.

o MOVE
Push the left analog stick while locked onto an enemy to make your
character cirele arpund that enemy while remaining locked on,

5. SWITCH TARGET
While locked anta an enemy, push ‘I' ‘ 4= o = while amultaneously
pressing and holding M o switch your aim and lock ente a different

tﬂrj;l:f_

L you move your characrer ‘hefore. the

LSING BLUNT WEAPONS

Blunt weapons such a5 pokers, crowlbars, wrenches and so forsh can be used
ta bludpeon enemies. These weapens can only be wed to attack an encmny
disectly in front of your charaster. Press €% quickly for 2 normal serike;
Fress and hold 'ﬁ longer to perform a stronger attack,

USING A PISTOL
Fistals are most effective when shooting at close range. Your cha

rate will vary depending on the distanee from theie tirget, how long chl
have bean locked anto the target, and the visdbility, Pres B4 o fire,

USIMNG A RIFLE e
The rifle ds used to fire accurately at Iongerange, Unlikenther types of guns,
theirifle does nife have a lodk-on (ElREE VW s you press I o assume
the ]lcﬂd:,r pasition, :,lnl.ﬂl look tlirqmg‘h. the rlﬂn;_.wapn The rifle will
autamatically start to zocdm i, Uun.'lic right anal koo momm our oF
back in again, and use the | éﬂinbsr.\l:[r. ﬁe
:um the Afe's sghd, Press ] U arG .
m:l\' to fire .

-
-

! I"I E
HEITE Pistols and Fafles can be = d by
E:]J:-:l‘ing Relead" from the List i

Whett you are oul of arnrm sl
&nlﬂiam]nﬂgﬁmﬂﬂﬂﬂﬂ Yo
'n.':IH :]:m- .:ul:r.'ﬁrnnl!-r_aur ,n!:JD.I.d. - I
:|'|:||.1 femain sl'nl::nrn:u':r E}ra E'rr

e

r:l.u:ﬂlng process s finiched. _J'nu-'-:.
have only partzally reloaded your w




PAUSE

Kyoya Suda

conteelled character |:-|u5 various other | I.

Fress B during-play to temporarily =
pause  the The
contaimsdnformation about the currently

gaaine. Pauze  Menn

: : Bl 4 {1 =
aptians, which are autlined below, = .

MOTE: While the Pause Meai s
dls.P|:|:.-|:|:|. press @ to bnng upa serles of
help screens explaining Fovw! the in-giine
I:i.';l:ltl.'DIS 1.'.'|:-rJ-:. ["I'l'.‘lh- - ur.“ EO o
beragen help screens

=
| i

PAUSE MENL OPFTIOMNA

{TEMS

The lrems Inventary ts used to check which items are currently held by your
character anad also 1o equip wespons and obfects. Align the cursar with one
of the ttems and then press ﬁ‘ o change/its "Equip’ status. An ltem that is
currently equipped will have an B symbal mext 1o it To stop usiig an
equipped item, align the cursor with l'h.-u; item and press o

ARCHIYE

Your r'|1.11:"'.;u:|:|:r1 will encauncer s.pr:i:l:l |I.1:.!II1$. -:lll.rtng E.;,Iﬁl:!'!';'l.}'. Infarmiacion
reparding thise iteems A added 1o the Archive Menu as these items are
encaunteged or C|:H'I:J.._|f.| conditions are fulfilled. A message stating chis will
appear om-sceeen I is s goad idea o thogoaghly read all infoomation added
to the Archive Menu as it may provide clues that will help unravel the
maystery that has consumed Hanuda,

WOTE When viEwkng the Archive, rress 'liF T ACCess hckp soreed wich
additional infrmation regarding the sereen display and contrals

SCENARIOL N ENAVIGATOR

The “scenarin link navigatar” i3 used to check how each stzpe fits topether
within the overall story. Llse Tt 4 == iavigare avaqind the sereen
and ]ﬁghll_ghr stages Tress B ta select the hlghli_ghl:r.'d stage inaeder to find
okl sttore aboiil 4t and i:lt'-t'u@ o sineel, Press III to lock the cursor on a
stage, allowing you o navigate freely around the sereen to follow links
between stages. Press [ L1 again to unleck the curser. The color of the stage
inslicines the stabuas Mo that stage—mevie viewed, mende oot viewed. anc or

bath missiains -:um:plcn:-d, o missions foc .1.1'r|:'mpq'-:d:_ thie stage rul'-rr|'|rl:.'

being played is displayed invellaw.

WOTE The ‘scenarin Hok 11:|.1-'I_g_:1'r;u" i njr.r.ﬂ;n:-d in the same WY 35 the '.‘_'il:.1g-|:
Select [unction; (see the Stage Select Sereen’section of this manual for
furtleer fiformation), Press @) while viewiing the seenaviolink wavigite” Lo
zocess 3 serles of I'u:I.P sereens with zdditional k||'|;:::;i'|'|1.l.tli:'|n Efrﬁ:i;ﬂflilﬂg the
ALreEn d.'ih-FL‘t}' and cantrols, Press 48 o S 0 qose between JI.IEIF HETEENS.

MISSION OMNECTIVES
Check the mission shjsctive for the stage currently
bedng played.

OFTIOMS
S the Options section of this manual,

RETRY
Festart the current srage fram the hcglﬂnilpg_

[or from the last continue point].

TITLE 5CREEN
Chiit the game in progress

EXIT
Leave the Pawse Meonu and return 1o the pame in
progress
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Uz the Stage Select function o - :
elpose an unkecked stage to play. [t 15 i |:|:|H.
et awailable during the sty stages of | B T e
ekl

the  gaine, bur will aitomatically e =
Eecome acceisible onee 3 certain E'— e
amanne af progress liaz be ade. e

: i

MWOTE: When |ni§||ﬁ.§fuwi game [n ;

whicl  he 55;‘@1: Eeleer function s

accessible, figsr choose 'Load Game” from the Main Menu, Adfter selecting
the file, eltose I,'_.ml'rlmn. You will then be prompted to we the Stage Select
function. Once the ':tl.'u". Belect Beroen s displayed, pros i Bing g a
Bl mens with additianal informztion abeut the sereen display and controls
STAGE DIERLAY i

The Stage Select Sereei =a|l¢-'1&ﬂh: list af :11_' ;
awic [eolumas) and a timeline vl:Em.n. the ve :'-r"'
chocse a stage, the gharacter q.-&_l;l]f and the =.'J- infarmarion will ke

highlighted in :.n:llﬁ.r

s poross the horizontal

axis (rowsl. When yoil

u e

LINK DISPL 11-’5# . |
Wihien the M||r.|;i:|rﬁ .’ﬂ 'w'Eh % |:|:|ran:|.r.1=|: :ng«: color-coded limes will

appear |m:|u:.1 ]I:t m:g:,.]hﬂ:htnd o .ﬁgr ALAgES,

MENU

Align the cursor with 3 stage and press E‘ by access 'l'.'|1.-: Menw Select "View
Sitage 5|.:||1|1|.1.:,- o view details regarding that stage fandior plag it Select
Mexr stage” to jump to the subsequent stage: Sebeet “Back o previous sragc’
b quickly jumg tothe preceding stage. ]

by

i

IP
?

.i_:,.,'..

LOCKEDANDKEYSTAGES

LOCKED AMD KEY 5TAGES

When you place the cursar on a stage and press I 1o fix ic in position,
the word ‘Locked ! will somerimes be displayed. This indicares the selected
stape has 2 Mission Obsective 2 that canpol be acosssed witil a certain
condition has been met in another stage.

The stage that contains the condition s called the 'Key Stage’. To locate the
Ky Srage, fi the cursor by pressing I and soroll across the sereen in
the direction shown by the arrow until the word "Fey! s displayed. 1F the
]'!.'4::}' H'r.'lg_r has mar et a ppcnn:d, the arrow indicator will aot be dJEEI'J.}'Ed.

When 2 H:q:r' Hl,nga;- is cleared, E1:,l |.:|.||'FII|l||.g the n:quln:d: condition, the Lock
will be peleased and youw can then attanpe w complere Mission Oljecive 2

in the stage that had been locked.

GLI_AHI"'-G LOCKED AND KEY STAGES

Ui Lize ghe Stage Seleer Sereen to find a stage that has net ver been cleared

B or a stage where only Misson Objective 1 has been complered. S
and play through it Try o clear the stage so char the wncompleted Mission
Olbjective is also cleared.

2 A Locked Srage is indicarsd by the word Locked! when the cursar &=
placed on a stage where only Misson Objective 1 has been cleared. Use the
arrdw sign as a guide and tey to the find the Key Stage. If no Key Stage can
be found, na arrow sign will be displayed; in this case, play another sage
before erying again,

3. Play the Kev Stage. When it begins, the Mission Chjective will be
displayed, zlong with hints abowr o to open the Lok, Successtully follow
_these hints and clear the Key Stage to open the Lock.

4 Once a Key Stape has been cleared and the Lock: opened, the mewly-

unfecked stage can then be played and cleared by fulfilling the Mission
Clbjective =

b T 21 v




SURVIVALIILI

Guiding Ligghes When vour character’s flashlight s an, It%s easier for the
shibite to see them. Same of the shibite carry flashlights of their own to assist
in their search for hamans. However, even if a shibito does spot your
character’s flashlight, it will not aecessarily attack vighe away, Ic may show
cautbon until it is close enough to get o gosd losk at you,

Mowve Chieely Walking Is guister than running. and walking in a crouched
pusition i quicter still. Even when an enemy i in a confined space, ereeping
alony in a crowched positien sy enable your character o ship past them
without belng noticed.

Rack From The Iend  Far shibito and F-cnpln: alike, che mystericas red water
has the effect of restoring physical srrength over time. When fighting a shildoo,
ery o defeat it as soon &5 possible. [Fyou srrike or shaot it and then leve before
it Is incapacitated, it will regain its strength, Conversely, when your characters
have been injured, they must take a rest to get their strength back.

Make Each Shot Counr  When you use & pistel, vour ldo sace will wary
d.r:p:rbd:ing on how fir AWEY ths Sy 15, havwe ]l.'alg yau hawe beoen backed-an,
and the lighting. In other wards if you :lhnul: at the closest possible range,
after 'Indclng an for oz Jnn.g as ]:rn.ulhhe n.m:l with yaur ﬂJ:h]IEht oI, ¥au will
have a better chance of hitting che o el BIE Jock onte a target
first, then get ad close as pessible befo F

Creamares of Habie  The shibito hay stinct behavior patterns. Lse
Zightiack o watch them znd derermine whar thels patterns are, |n-uk|ng for
itedients when they mighe be caught nFFgl.l;I.ni. Linless the mission has a tinse
Timit, be patient aid get a feel for the shibitos patreeis before making o mave.
Some of the shibito may act o surprising wavs, o be careful

Follow Their Gaze Mot only should you use Sightjack to determine the
patterns of the shibito, but ven should also pay clese atteation 1o what they
are looking at. They will often stop and stare an an flem you need to recoves
ar at an object that vwou'll need to uge to complete your ohjective

Examine Everything Make it o Wﬁﬁwr FOIb are fear

unusual objects, Tou might nor have doriced the importanee ofF che item, or
determined what it could be aused for, before reading the decailed description
of the object that appears when you examine it

24
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Shoue It e Semetimes anteacring a shibiva's antention is desirable. You may
need it to mave oway from an ftem or yow may wank it Lo e (o different
lacatbon where it 1= more .I.d.l.lu.nt:gcul.l: for you to confront it Dlon't forget
that YOI CA selece ‘Showut' from the List Meno to attract 2 shibito. but
remember that shiouting dees nor call 3 secondary character to you {'Come
herel™ does).

Hot Pucsuit The shibito that are not carrying flrearms will pursue you if
r]w:, BT WU, Fin aaay froay them and loak far a FI:n:r.' o hide. Ofzen: yoAL
ol hase 10 tirm a few eorners—if the shibite lese sght of fou for more than
a few seconds during the plrsidr, they will back offi Wit for them to retum
ta their normal behavior patterns before cantinting,

Red Alerr! Keep the Alert Effect on Sightjack (the default sertingl. When
an Alert Effect ceciies, and youFweren t aware of any enemies in the vicinity,
pay careful artention to the shibito's viewpaint that quickly flashes on the
sereen. You will usually be able 1o tell where the shibito is located velevant ta
your pastticn. [F you still don’t know where the shiblta & coming from, follaw
this pma:dure.

§ 3 -
1 Turn off your characters flashhight and loak for the nearess plice g -
hide in the darkness. Don’t ren too far away or you rizk alerting
mare shibitos.

1 Press R vo quickly enter Sighriack mode.

3. Fres: IEEN o IEEN tc jump to the alerted shibite’s viewpoint. Lock

ra blue crasshair |'|1:1='l:-lng_ the prasatian af o character.

4 Unee the attacking enemy has been identified, press [ L2 ] again 1o
withdraw from Slghtjack made.

2 In your charaeter's pormal field of visionfthe enemy's pasition will be
* marked fora short while by 1 red erosalar.

6. I'ash the right analag stick to make your charzcter lock around untl the
red crosshiair is visile Mow yon know where the attacker is ceming fram!

Run For ‘||:u|,1( Llfl;" Af assecondary character becames comered |:-} an
attacking shibite, prress ¥ i select "Run!’ from the List Menw Whileyowr
compartion is ricning away, select “Showt' ve divert arrention away from Four

il
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IMPORTANT CHARACTERS

r

1l
e KYOYA SUDA
]

Ageaf Sexs biale
Cheempadion: Student

}::ﬁlpﬂ Sandy 7 am |H.'|.hr|1r||' |‘H\,I!.'
with L lively sense ol curisicy.
Fascinaved by a mysterices weban
begemd, he b drawn b Hanoda g
And aut ware. Shorly afer

Aare |'|'|IIH.‘. b e om al b1 Pilal DTES
I.'ile“l,: CErnnsEyy and s '|1|||ng|,|,|

inko 1k horrer that enses

KEI MAKIMNO

Ao 2y Sow Malo .
I:.:I'.I.'Ill.':ll {HTH S-F'm'ilu.l.l Chanide 'I

Kot Makino = an Indluenisal member

of Hanuda's communsiy, His 1win
bretber als Thves i the wi".'l;,h'. fsamt
I.||r:.' W I-|-:|'|.||'.|I|.'\-:| at Bieth and 5

bretight wp in ecanpletely dafferens
walks of life, which accoumis

for the somewhar Frosty and discas
mature of thelr refacionship

MIYAKO KAJIRO
J'-E-T: i Sew: Femake I'_:‘n'ul'ulfﬂu; Muone

Hiyake Kajiro is a beautiful youreg girl sl e been
Blind since birth, Her disability means thae she has
always bren viewed as soamething of ain oericast, her
Earth receed dies net ovon scem to exist; anl she

miete menthon ol her narme 18 I‘.ll:nl_ﬂ,l-.ll I'll; EiEwn
Buall aaed Ernnngst 1553 |III|iI.H.' in 1k '|li|l|];r. A thie
horrific evests hegin o unfold, somerhing mowes
ber to open her heast to the stranges, Byova Suda,
andl together they try o ascape from Hannda

2

YORIKO ANNO .

Ages £x Sov: Female .
Ceonpeitoe: Undversiny Studens
A student ar the nntversiy where Tamon |

Takeuels wan I':l Yoedka Anes idodizes loey
u—.'.ell.u. despite s reputation for
cocenreaity, 1o iveasted on comeng with
him to Harnde Alibough she can b
pushy and insensithe ot times, her

good nature makes her albmately

|r_|1|'rml|l|:||; 1 dialike.

LA

TAMON TAKEUCHI

Ages 34 San: Male
Creenpation: I'rofessor

Beziuee af lis excessvely radizal ideas

1ol e 1B ories B hias desedoped fram

them, Temon Takeuchd i regarded in

acadense circles a5 a maverich, espocially as

his area of speciality Is ancient folklare =

anl kegend: He was bom i Hassla

l\.'|||;El; and now relums :n.'\-ulll.":'luilbd.

by he student Yocika Anda.
R

HISAKO YAD

Agez Unknown  3eas Female
':J..'n.‘l'rﬂliﬂll.' Cenlide

Het spiritnal dedication and rese e
have ezrned Hisake Yao the abaolute
irust of Ket Makino, As Haroda is
planged Info termes, =he prutects the
lsamvilede sl |{:|l||!|?| h‘l.‘ll and EEVER lizm
the power of popeiiz visicn, She
appedrs 1o bein her nuid-twenties,

ket her acteal age s nes I-cm:-wn‘;y




BIHINTS: THESECONDTIMEARO]
DAY ONE

ozbg Pay a.tt-:ntlnnttg the man oo the f‘%ﬂﬂ the infarmer.

oxiBigy  Pay atrention th the eroiching man, S 3

azzdng It's blawn wp u:n.tu the roof. oy

oy search the plage where thie man bid i

vqooacd It only blooms at night. The tool is on the 2nd ﬂnn{r‘

oroyo7  The man on the roof is watching you, Move from btlfﬁ.l.-il the
café to the side of the warehouse.

erizage o will mele between the gapdn the kischen, Go to the from
daor befoore the pig eries,

adnoczg  Fay actention to the steps which start from the lower part of
& rivers

oHansn " The tools are in the costedian's shack"

15933 After sudden pasting.. The anam at the Shriwe koows,

16:53:37  Leave a chasing man, and gq' downowards. Meet 2 woman before
shie puang awey. |

1754st Attached o money, #

igiapiar Signal to change thedpesiflon, Gather them in one place.

aqui8 After the mam in Black ﬂt‘];ﬁﬂg with stone.

zznuaf Do onot miss a ru.rl.rﬂlg’hzu.d.i'

225257 Elder sister gets confused by smoke,

234518 Pay dttention to the praying woman. The first one is the lion.

26

DAY TWO
preqe:33  First, use che light Then the machine for the peeping persan.
oaaia The man is o the cotrage, He hares being in the dark,
atiotees The woman cuts down the tree, led by the light
oFasidn - Pay attention to the puddle. .
vxzgish - Recetye It from the injured woman. [t reminds you of old
INEHOrics,
1sag:50  Aleeps in the crack found in the floor,
83700 Pay artentiontothe water pipe and the windew. Water runs
from tap to bottan,
23133 [he man in white takes the woman to the backdoar.
] r‘ ']
DAY THREE . ;1 =
a0 qz6  From a monkey to the alarm clock Lo%o thebloady crossroad.
ayweyizy  Reach K's backdoor. e
izz108  Pay artentiop 1o the disappeared water, bl
1608 The two-headed one can'’t pet up ®hen you impale it
221333 From znd Floor to the waterway. PRl and tel 2
zpasad Where she points a !,.3,: -

r 4
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CREDITS
SONY COMPUTER ENTERTAINMENT INC,

LAST

Eryrya Sada - Mbssysshi Sineds, Mivako Eajpen - Masmki
CHomnirio, Taman TakruchamTzkouchl's Ftkbor — Mzaald =i, Yorko
Anee - Mamart Mizuzo, Ket Maktea®hine Mipsts - Hobuski Mitaods,
Hisaker Yo - Brabo Miwenl, MingBia Onda - Ke Kodsn, Feilo
Tekan - Seika Flesakaws, Flanami Yonoda © Chiake Kessnane, Eiji
Tlageakd - Tarse Kanekn, Akira Shireura - Tadso Eata, Macka Mihama
- Kdkz Knshim, Tamaokn Macdy - fena e, Takanchy Meeds -
Eatsirpeshi Toyps, Magpunl Macds - Bie Sun I, Jun E=gro - Yuks
Tohura, Apako ksjire - Ave Mol Tetin Bihid - o Edas,
Tairern Takosichi's Sorhier - Vegkehio Tistabka Tiineen Takeaild [CHIA
¥Werddne] - Sakunaf Thyama, Aeclear Yidlape - Kabel Hans Willger -
Hiemhi Tamars, Skbiio - Mobore SakemoesYoseka Treneda,
Feichirn Togara, Elgo Mok, Winko Sain, Homokn Tkeds, Pleams
Hierthawa, Mriarad Mitures, Hobidhaa Tikemitsz

GAME STAFF

'D-IEH:I Sy Keiscfiirn Tovans, Maoko Saoa
Pl | g Sca i BHE - Junya Cfikera, Kohei Hanri
Lead Prograremar Eign Mipreaki

Prograsimen

Akira Inagawa, Hideahd Mgl Maanort Sadmibiv, Haabiis
Kerivrabew, Shigchi Sk,

Srinalion licsn Bzaki

Uit i Samtem Mobukaau Takaniigm

Brim Takanred Blakayama, Hideak) Toagal, Skirs Imageras

Art Dlirccti=n laz=x Takahmhi

Pealgn Managemeni Mezureke Dheda

Charscier dalgn Kairwn odyii Sie, [apaike HacasRs, BE « Tinskoos Mk,
Skt - Torn Muraoa, Takeshi bervara, Takerashi
Uras, Magshire Mk, Mamaki Tokajl, Bysichino Yokopns

Shibinn design ikl Takakoahi

Backpromnd dalgn tlilrge Koriye, Naomi Horlleres, Michiskl Saga, Jun Taubuka,

Youhiko Tanaka, Mavel Pigion Tk Yokl Masiadi Armgl

Calkaien Hireahi Tamare
Mot Thiecnien Jirans Ezaki
M oot Kei Thkebs, Yashis Baeikl, Gavin Moare
Evear Dvma Ymhifumi Morits, Rumsko Shirods, Koihl Nakajima
Ftemliurchive Temsshiko Misrakoami, Terdkaey Mo
Farticle Kesching Topasa, Yoerhifiml Morka
’.u,!,l?-ﬂ:mllw. Right Graphy - Mobukary Moo
CIpesing derpenes Mlmks Kondn
CLT SCEMES
Direczion Minoru Einakabe
Storphasd Yoo Tasi
Evdy Hbent
| Prodicer Selji Mrpanchs
| Pirodiiction Mgme. Kazuhlkn Sukau, ¥eke Marupama
| Frodusiiem Sqail Minoru Tanaks, Temeys Maracks, Hiroki Uieen, Hireshl Tareagishs
55 Saok, Yosuke Wotaneki Takenh Savch, Tomeya Mieackal Eebuse
Eihl.l.'lﬂ-uﬂm&hgw:lu
o i iy Yrahitl Tachibana
Tresr.Arf Hamhiro Kanch, Kacsupukl Magame, Hisoyakl Tadokor;
: Yawrski Mord
50 Fark Kye, o Gkt Durg fn, Koo Sang, Mo Kis, Tac Gyen
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TECELIRE S AMPLIME
IdAGHA
Caeniera
Wikss Engdreser
Lighs
Uiviera Aduataig
Blakerp
Lk imnie

MOTTON A AFTTIRE
S | T
Technizs! THreetian
Libdef
Sradf

LT HT

M}

it [eedises
Soumd [Hrecolen/Effeet
vt sl s

Menic EfeMA
HJll:lrlm.l

IR,

SFECTAL THANES

REGIOIAAL EOCALLIATION
Bepioral Losalicafren Momager
Chereesa Loonrdizatioe

Snnd Bl

Pracusiioa Marcger

ENrccinr

Astrinit Praadpcir

Preduccr

Sapereisar

Ak Mo

Habupnki Kain

Mo o Unils

Paipubden lhikaswa, Soearo Nanka

S Miure Shiieh Kawads, Movioko, ke Inada
Eviikn Mibs, Thie Imamura

Tekuir Forwans

Sakirrn Minokars

¥en Hoesuni, Takchine Maohing Eebuke Matsoramn. Takumi
i v a i Yoabeh o Gingen, Mamers Kushim, Koulkcl Kapopm
Mureknddan - Dok Tamuors, Yitio Kobapaihi

B b Himakama, Kipa bt Eda, Yaki Teave, i Meorizaki;

Tomeani Yarsazaki™

Tekafumi Fejlaws

Eriko &

el o srrerefirtiere - Hhiormd Shiming, Ganry Aabips, Kiniiain Milsoise
FROCYON STLTNONCDL AT - Masask) Kadeka, Miki Ira

K aaun Kuwuha

Hihilagoeika-

Hiiurel Skirrean

Haeks San

Yoda Yapel; VENG - Hireoki COWiks, Muoaaki Seyams Sl Qleyama
Tadoahiia ‘Willlam Eocam

BN . Mo Tancreura, Hibevs Tikapar s

<The Beatcr!s
Mimisubl &akara
Algha Eztnan
H.ﬂﬁ-l‘ﬂr. Aeang
Taiszhlko Hizawiz
Mokl sk
L]

[ Ckp - Hiresuki Ufinomie Space Craft Brodise - Yauikire Mark
MILLE ¥ISAGE ALENCE - Kndl Malkegirea; Ddrafiedaban < &
My Ollies Rang Bk - Bioguki Migamiong manual of rrrom!
At - Harko Mipake, Yo Yamaguzkl; BHE - Tomeaki Tachizises.
IMAGTEA - Teuru Wemurs Maanb Koina, Skinpel Yanapuechl,
Kaihaw O, Tanmive Gedd, Mo Abe, Hidetaka "Wkl Eneke
Agme RED Tern Tilee Tarusksy Miki Shnspess; HEVANERD,
Haiokn an Mooy loorokn Mbhimoe, Chiam Hoddiba; Chegs
Mizing To., Lid: MITCHITEL, Ovwunan Taripa Sheies

Vs i Wrsaahe

Mik= Suglyama, Maiaaks Died

Eeikhire Ehahers, Yogl Yaunaschil, Moge-Alpha
Blako Saio, Mook Beeds

Eelkehire Toyama

Eenp Teracrwa

Tabaalveiil Pajraas

Tom kaau Kz

Ak Sane, Parréya Takean, Yeaidide Kobapnhi
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CREDITS (continued)
SONY COMPUTER ENTERTAINMENT AMERICA

Drecier, Product Prevelopeneri

SR Poduce Preselupament
Srpiar Troddicer

Cresitve [Hegsior
Technicad Mresinr,

SCEA B Rt Chislin Artvsinsd

Direcior
St Ch Manager
Gl Tt Minadyers

Test Team | ead
e-Laad
Aamaiani Leads

TECHNOLOGT TEAM
Technedogy Mareger
Eah Techrécian

Freject Mlanageeent Touni
Proqect Cenrnd beabar
Peglease Coandl ey

SLEA .'l'I.I.I‘I.'H‘:I:F

Crecter, Prndugs Marketing
Awectile Produsi Manager
[usgener, Prometas
[avecran, Publie Pelutiens
Publiz Ielarions Manager
Pedilis Tlelations Specialiss
CAreziar, Direct and
Dlaline Markeiing
[Hreerar, Loyaley ard
Chanel Markening
Sorvices Manager
Cresthe Serdees Specialla
POF Manager

|'J|.|l.1|iI||1 Daigr

Dbsernls blims
Al Becher
Shukiel Epahida
Hully Hirzcl
Make Coin
Jiss Sreele

Mgkl Dae bk g

“Firchard Mokl

Sam Braadley, Bl Peviani

Al Dartd Mexghes

[Giglse: | 1idethiira

Lo L Biren Mick Kewnii3e; Rie Stopp

[nlm_F-'llzh-*I Adain, Dusid B, lerda Cahill, | Kevwn
Connelly, Alacndey Fogseca, Kyle Humion, Dermai
Lpens, Elena Mucomber, Lrwwence Bluis, [oc Mazel, Katic
Bliviods, Micsh Ray Mo, Tasan Milins Tarik Maplawes
Eevin Fhag, [ Bamiren Fhifip Reed, Vi
Sarvadthasmasrech, Peiel Tueg, LinofLee” ¥ieiry, Mazalie
Neaper

Keuiny Sarnrioes
A Demirlan

Tesen Wills
Eriz lppolizn

Al Blire
Jammwas Tica
Lharan Shapen
klally Smith
Hen Eagle
iyt Dhevaling

Srewve W iasis

Ed Dellasi
ek Sl

T e
Jondi Bighini
Comcapt At

CAMECIAL THANES

Pajbaw Kebichino Byami, Miabs Diai, Slika Sibtpaetd, wmid e dcvelopieen Lo il
SCEL Elpdie Hustmel Sdas Bedna and Iiogen Baker Linda Jog Liss Langers lim "Williaims, sad
Mickells Marahan

e woald like £2 thank vach izdizkdual ab Sy Corspuier Enlﬂu:un:r.'. Arrerica ber ot

eneerboilony, seppart and dediertion Do Ehe dusbss el SHEEN with pecial recug niticn 0 Che

Expeubive Marapemenl edm taciuding Kar Haral, Andrew Howee, lagk Tremen, Jim Basg Glevin :
}-ml: Pranik CMlalley, Spewe Boas: Bilew Busmell Maribyn Weyaar, sad Surked Ymhida. '
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DESCEIBID ATOVE [N MO IVENT SGEA NE LIABLE.

AR CONSIOUENTIAL DAMAGES RESUTTING EROM POSSES
LFURCTION OF THE SCEA SOMTWaARE PRODUCT: —

.S?-l-c states do ol allow |Ii1||:l§Irln'| as 1 how long an bnplicd vﬂr.u:l:r Livis andder
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