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MEMORY CARDS
Sk SR KT To save game selttings and progress, insert a MEMORY CARD into MEMORY CA
+—— WEWIAY Cag 3007 slat 1 of the PlayStation’ game console before starting play. You can load your
saved games [rom the same card, or from any MEMORY l:,!.ltn containing
previously saved Spyro :‘ﬁla s Rage! games,

T read about how fo sove an*d gomes, see poge 24, Savtag and lumﬁrl#ﬂm
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Set up your PlayStation” game console according to the instructions in the

Instruction Manual. Make sure the power is OFF before inserting or removing

a compad dise. .
E

Insert the Spyro 2: Ripte's Rage! disc and close the Disc Cover, Insert a game
controller and turn ON the PlayStation game console. Follow on-soreen insructions
o start a game.
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CONTROLS

Nobe: The Left Stick of the DUALSHOCK™ analog comiroller is functional only in
ANALOG mode when the ANALOC mode swaich LED s ON (). Press the ANALOG

e swatch fo fogole the LED ONAOFE

MEMLU CONTROLS

START button

Directional button or Left Stick
Directional button LEFT/RIGHT
o button

@ button

GAMEPLAY CONTROLS
Directional button or Left Stick
& button

£ button (lop twice)

i button (lap twice) + € button
® button

i button

@ button

L1 batien/R1 butten

& bution « Directional bution or Left Stick
L1 + M1 or L2 + A2 buttons

L1 +1L2+R1+RX

START button

SELECT button

Start /Pause/Retum (o gameplay
Highlight selection

Turn Guidebook pages

Confirm selection

Cancel selection/ return to
previous screen

Move Spyro

hump

Glide

Glide, hover and land
Flame/Spit objects

Charge

Talk {when prompiled)/
Free-look mode

Pan camera LEFT/RIGHT
Free-look mode

Quick-center camera behind Spyro
Point Sparx to nearest reasure
Pause

Shiow status

i8] L] g =]
(11} 1 S m
ool
- N ol
= :'lﬂ"‘?ﬂ- £ ':Fm-.'_‘l
: [ Bl

¥y m-llril.'-l'cHEL il ;l-lilhl
oot Iis, W 50, péease
Il te clEgpilal stk
oullirac in iz sechion. Thisis a
digal contrafier and '

FTINAL RO & nTTON porrnatifle anly in digiad mots

(11710000 + RN 0 TN

SILECT BUTTON @ aurion

AALBE MODESWTTOl HrauTIoN

NTART RUTTH [HEH] NACHT STOEN

SPECIAL MOVES

¥ou must purchase these Special Moves from Moneybags before you can use them,

Swim Underwater

4 button Paddle underwater

i button Dive, Charge underwater

Climb

2 button + Directional button Jump on ladder and dimb
UP or DOWN

Headbash

£ bulton » & button Headbash



CONTROLLING THE CAMERA

Spyro and | have fived up some camera features 5o you can have as much fun as
possible while playing the game. Mast of the time it follows Spyro and me around,
without you having to think about it. But sometimes you may want o take a look
all around while Spyro is standing still. That's the time to use the L1 and R1
buttons. Pressing either bulton moves the camera to one side or the other.

Keep holding down the button to leok all the way around. That way you tan

see everything!

Another way of looking Is to zoom in by pressing the @ button, and then press the
Directional button or Left Stick to look around. This makes Spyro's head turn and
is a great way to aim before spitting & Supershot (@ button) at an enemy. Just aim
the targel in the center of the screen at an enemy and fire.

PASSIVE/ACTIVE CAMERA

You ¢an thoose one of two camera setfings from the Pause menu. Try out both

sellings to see which one you file. When you're standing still, press the L1 ar R1

butten ta pan with either setting.

« The PASSIVE CAMERA moves maore slowly, 5o you can check things out. It still
follows Spyro, but you can run around while the camera remains ai one angle.
The PASSIVE CAMERA gives you the most Ireedom when panning with the
L1 or R1 buttons.

= The ACTIVE CAMERA moves right behind Spyro. It moves fast, 5o pay attention,
This is a greal setting for the high-speed player.

VIBRATION FUNCTION
If you are using a DUALSHOCK * analog controller, you can use the Vibration
lunction. Use the Options menu fo furmn the function ON or OFF.

THE BATTLE FOR AVALAR

Spyro the Dragon and Sparx the Dragonfly are looking | — -
Torward to a relaxing vacation at Dragon Shores. L |

# |
They're gaing to rest up from their victory over w | ——
Gnasty Gnare in their first adwventure. But fate is rﬁ:ﬁ"“
about to give thelr travel plans 2 big ugly tweak. " il *“

In tha worlds of Avalar, a dinosaur-riding trouble-
maker named Riplo is making life miserable with his
magical spells. Statues are coming to life and attacking
their makers. Monslers are messing up electrical systems.

Eskimaos are being turned into ice cubes and fish are running out of water!

The folks in Avalar have to come up with a plan, quick! They decide that a dragon
s what they need to defeat Ripto and his gang. One of the defenders, the Prolessor,
has oreated magical orbs that will snatch a dragon out of another world and shoot it
through a portal to Avalar. Just as Spyro and Sparx leave for their trip, the
Professor revs up the orbs.

in the blink of a gnorc's eye. it's “Good-bye, Dragon Shores,” and “Hello, Avalar!”
as Spyro and Sparx tumble through a portal and info an afien universe. If they ever
wiant to take their beach vacation, Spyro and Sparx have to help get rid of this
raging Ripto, It's enough to make a dragon spit firel

Spyro never passes up a challenge or the chance 1o toast a few enemies — and there
are plenty of both here. The vast worlds of Avalar contain beaufiful mountains, bub-
blling lava flows and gom-filled lakes, The local folks seem pretty nice too . . . welrd
= bt mice. But some of the scariest creatures ever seén live here and that's by drag-
on standards! Wil Spyro ever get back to his world? IU's a snap if you're a dragon,

%0 fire up the breath burners and rev up your headbash. Ripto Is about to see what
happens when a dragon leads the attack.



SPYRO AND SPARX k

SPYRO THE DRAGOMN

Spyra is the mischievous hero of this tale,

Hie may be the smallest hero in the - '\{_
Dragon Family, but even the Elder Dragons ) ;

rarin’ to go, especially when he can headbash some

sheep or flame some frogs. He's so full of energy,

he heeps me on the move! Spyro is extremely

curious and hardly ever cautious, which sametimes !
gels him into trouble! That's why | stick arcund,

1o make sure nothing too serious happens o him! - =i . s_
A T « ha

e

admit he's got gumption! Just ask Gnasty Grore ‘ '
— he won'l mess with Spyro again! Spyro’s always K

SPARX THE DRAGONFLY

That's me! My job is 1o kieep Spyro oul of trouble.
When Spyro takes 2 hit, | feel it, and | change color.
| go from yellow (fell health) to blue
{mediim bealth) to greén (Fm losiag i),
/One more hit and I'm a former dragonfly, and
Spyro is on his own. You can help by making
sure Spryo goes after plenty of fodder. nmm
-I'Hhuilhhfhrﬂlulunﬂl W-lﬁ‘
keep my health up toa!

BT
- -
. u i,
- -

THREE STEPS TO SAVING THE WORLD

We have lots of work to do - 50 let's get started! First, we'll search the realms fo
collect gems and help people out. We'll also collect orbrs and talismans to help us
travel between realms and worlds. When we clear & realm, & portal back to the
Home World appears. We don't have to find every gem or complete every task for
the partal to appear. We can come back later to replay any realm. Anything we
accamplish on a returm Irip is added te our lotal score for that realm.

To totally complete a realm:

1. Complete the talisman task. Talk to the first crealure you meet when you enter a
realm, Look for someone standing next to a banrer and listen for hints about
what is needed from you.

L Complete all the orb fasks. Talk 1o any friendly folls who nvite you lo accepl
challenpes. Some may ask you lo perform multiple tashks.

3. Collect all the gems.

You must win all the talismans and many of the orbs to beal Ripto.
Complete all of the worlds of Avalar to win the game,
Collect 100% of everything in the game and you will be generously rewarded.

T uminck the secral playalile dems of CTR {Grash Team Nacing)™ prois
and bold L1 and BT, (Sem predn [ bottes shsufandeurly whils in Lhe
|mirw Misnu scroen fer the gama.




THE GOOD FOCLKS OF AVALAR

Five Avalar beings show up throughout Spyra's travels to give directions, teach new
moves, help solve puzzles and guard his progress. It's very important to listen to a
character every chance you get. When you see sameone, walk up ta them and listen
bry pressing the @ butten. Some characters will ask for help or give you clues to
beating Ripto.

ELORA

Listen 1o Elora for tips on moving through the game or finding
important things, She will also take you to important portals.
If you get lost, try to find Elora. She can help you gel un-lost.

HUNTER THE CHEETAH

If you want 1o leam how te perform fricky moves, Hunter
the Cheetah is your cat. He dhallenges yoo o feam athietic
tricks that you'll need throughout the game. Hunter will also
show you how the contrals work. He loves contests, 5o be sure
to say YES when he wants Lo compete.

PROFESSOR

Sharpen your wits by listening to the Professor. He may
challenge you to some brain teasers. He will alsa give
you valuable information to solve some of Avalar's
comfusing riddles,

MONEYBAGS

Moneybags will always belp, for a price. You have to
pay him with your collected gems. He will open
passages, rent equipment or show you how to perform 2 4
moves. His high-priced services are definitely worth <

the investmenl.

I0E

Toe is & fairy who zaps Spyro with her wand every fime
he comes near her, Each zap saves Spyra’s progress.
When you progress to a certain point, you will see her
hovering around. Go up to her lor a quich zap. if you
are defeated, you return o the game at the last point

where Zoe rapped Spyro last Zoe also gives you quick - '

gameplay hints on how to operate controls or defeat enemies. -.“f'

n



4 STARTING A GAME

"Whesiiyou see the Title sareen, press the START
button To begin a new game, move the highlight
o NEW GAME (uxing the Directionol button or
Left Stick) and press the 2 button. As Spyro,
you will be tramsported 1o Avalar, where your
adventure begins.

D5 AND REALMS

Aval three Home Worlds: Summer Forest,
&' i Plains and Winter Tundra. Within each

Home World are many realms. You must travel

to each realm, help the inhabitants fight off Ripte's

forces and win a talisman. You must alvo win orbs

by accepting challenges.

You begin the adventure in the realm of Glimmer. Help
the Gemcutters there, win your first talisman and a portal
to the Home World of Summer Forest will appear.

Hhhhﬂhhmm[thﬂtn&z_ Summier Forest. You must Kick him out of the
castle before entering Autumn

TALISMANS AND ORBS

TALISMANS

Most all the realms in Summer Forest and Autumn Plains contain
a talisman thal you must win. (The anly exceptions are the
Speedwoy reaims, which do pot canfoin @ lofisman, ) Talismans
are important because winning them is your only way of enfering
Riple’s hideouts. To gain talismans, help the beings in each realm.
I you are successful, they will reward you with a talisman. When

you win a talisman. it becomes part of the Guidebook and gives
Spyro magical powers. Gain enough talisman power. and you
unlack the doars to Riplo's hideouts.

ORBS
All of the realms in Avalar contain orbs, Orbs can open portals
and doors, Mever pass up the chance fo win an orb! You win orbs,
muost of the time, by completing challenges from the inhabitants
of Avalar, The challenge may be & game such a3 a puzzle or
athletic event. It might also be a task you do 1o help sameone.
» Find oul aboul challenges by talking lo characlers during
your travels.
+ When a character challenges you, say YES or NO by selecting it in the dialogue
Mlhﬂlmmiﬂwﬁﬂuhﬁ buttan, Ihnldun'lmnthiueﬂ a

IHHH"IHHHSI. Elora or the Professor will tell you.
m“mspfm&uwmﬂw;mh;umsw
P.i— There are four secred orbs i ihe pome

13
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NAVIGATING BETWEEN HOME WORLDS

The main area to each world is called the Home World,

This is where you enter the world, and where you'll lzave it
after collecting the talisman, When you are in one Home [ "
Warld, you can warp to another Home World (ff you hove @
the talismens thot apen #) wsing one of the Warp platiorms. .

B5 you're lost, ook for Elora, She uswally knows the mght
wiry o go

SPYRO’S SPECIAL MOVES

Spyro begins his adventure with the Flame and Charge attacks. Sometimes enemies are
not even bothered by one kind of attack. When that happens, try a different one.

FLAME M

* Press the @ button to breathe a sirzling spurt
-ty

of flame.

» Alm with the Directional button or Lefl Stidk

» Anything in the way is instantly Bar-B-Q'ed!

* Flame to open some chests., ﬂ‘i*
CHARGE 'L‘

* Press the @ button fo ram an the rii,

* Aim with the Directional butten or Left Stick. =N
* When you charge into something, it shatbers! ‘

A

SUPERSHOT/SPIT
= This move is great at long range.

N\

* You have to have something to spit. Look around on the -

ground for an interesting item and move Spyro dose o

it I it's “spittable.” Spyro will grab it in his mouth, ;

« Aim at the enemy you want to spit at and press \H’J ﬁﬁ
the ® button.

» For super accurate aiming, press the 6 button and
thesi press the Directional button or Left Stick o move
the aiming target onto the enemy you want to hit.

SWIM UNDERWATER

= You have to pay Moneybags before you can
swim underwater,

= Press the 8 button to dive underwater.

s Press the 3 button to paddie and steer with
the Directional button or Lefi Stick.

= Hold down the i@ button to charge underwater,

CLImB

* You have to pay Moneybags before you can climb.

« Walk wp to a ladder and press the £ button to jump on the ladder,

# Press the Directional bution or Left Stick to move UP or DOWN
the ladder.

* Press the Directional button and the & button to jump from
ladder to ladder.

HEADBASH

* Yoo have to pay Moneybags before you can use the headbash.

= Press the  button to jomp in the air, then press the € button
to deliver a ground-shattering headbutt.

";l,l"_




TACKINGTO THE FOLKS OF AVALAR SPIRIT PARTICLES AND POWER-UPS

While i lar, you'll run agros: : Spirit particles activate power-ups. Every fime you defeat an f ‘!
baings. If you one of them ma) enemy and it releases a spiril particle, you are doser lo activat- | g
ta say, walk for lqllbllm chimrac 1 - ing @ power-up. Power-ups give you spedial skills. Some can = .-'-1 r
bﬁmmhﬂﬁhﬂﬂg‘lﬁm s h “l A ' i make you Ry and others make your lame more powerful.
2 bulton 1o make a acter pegin 3 . Power-ups ook like two towers with a number between them.
Sometimes chara shpsiant to tel [ iy Lo g The number tells you how many spirit particles you need to
something. Other times, they activate the power-up. Defeat enough enemies, and the power-up is activated.
they ask a question, you'll lnmmr Yes or No. When that happens, the number vanishes and you'll see the actual
Press the Diregtional button UP/DOWN lo select & response and press the power-up. To use it, jump between the towers.
7 button. Press the @ again when you want a character to comtinee talking. The Aibs
you want him or her itimntlﬁng.nrwuwmlud!aﬁuﬁlhgu:s{m. p swﬂr’khaﬂmﬂlﬁu&.ﬂhmmgun&mmh

' foree, a countdown bar appears at the rght of the screen. When the | A .
mmﬂ - power-up is tlose to running down, @ signal tone goes off, counting E'.L. '
Each world has a tﬂ'hhmmhu'ullnunins. When you ;w;mﬁmmtmaiwﬂn i, A
deleat 36 Vobweay; gt ks T r¢icased aind oie Superfly:  Spyro can fly. Steer with the Directional button

point is added to particle counter, To 522 how : _ ! sak "ﬂll"ﬂl
“many enemies are left in any realm, look at the Pause g H.rl.-l’t!ti:k.nmtl L

iﬂ!ﬂthrmfﬁemw On the Guidebeok side
of the Pause screen, you'll see a spirit particle icon with
the number of enemies already defeated and the total
number of enemies for that realm.
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SPYRO’S HEALTH

You begin the game with four hit points and five lives.
(You can see kow many Nees pou bave by pressing
tihe SELECT buthon.) You can be attacked four times
before you lose a life. Each time you're attacked,

you lose one hit poink | take care of Spyro’s hit
points, so every time you're attacked, | change

color, It | lose all my hil points, you're on your own!

Did you notice all the sheep, frogs, mice, bugs, snakes
and fizards that inbabit Avalar? Those are fodder! Charge or flame the fodder and

they'll release a butterfly for me to gobble and gain back some health. If I'm lucky

enough ta gulp down a Full Lite butterfly, | gain back all my health and you gain
an extra life.
#5. - Look for o butterfly in o bottle

SPARX'S COLORS

No Hits Yellow  Full Health
After 1 hit  Blue Getting Shaky
After 2 hils  Green  Galing . . Golng . . .

After 3 hits  Gane!

GEMS

Gems are lying around everywhere. You'll want to
collect as many as you can. Sometimes they are
hidden in bottles, baskets or vases. Charge info or
flame those contalners to obtain the gems. (You 'l
see the mumber of gems released Roshing an the
sereen.) Use gems to pay Maneybags for access to
locked areas, equipment rentals and advice.

= Te see how many gems you have,
press the SELECT button. Your gem count
displays al the top ol the soeen.

= To see how many gems there are in the realm, open the Pase soreen
press the START button) and look on the Guidebook side of the sereen.
Mear the Gem icon, you'll see the number of gems collected and the
tatal number of gems in that realm.

= Il you cant find {hose last few gems, | can help. Press the L1, L2, R1 and
R2 buttans al the same tme and I'll paint you 1o the nearest gem.

SKICL POINTS

Sometimes a spedial challenge comes along. Il you master this task, you'll hear a
spedial sound effect meaning you've just gained a Skill Poinl. Collect enough Skili
Points and you'll get & surprise!



THE STATUS DISPLAY

Anytime during your travels, you can press the
SELECT bution to display your current status.
The Stalus display shows;

Current Gem Total - How many gems you have
i spend,

Lives Remaining - Number of fives you have left.
Spirit Particles Collected (onemies defeated)

- The count for the current reaim.

Spedial Tasks or lems - Sometimes, you must collect certain items or deleal
special enemies. A number and an icon of the ifem or enemy appear at the
bottam of the screen showing the total needed and the total accomplished.

THE MAP

The Map can be turned ON or OFF from the
Options menLL
The map shows:

Spyro's Position - This is the shiny beam of light on
the map that moves when

you do. The beam shows what is In front of you.
Talisman and Orb Positions - Dots on the map show

the location of the talisman (portaf) and places
where challenges can be accepled to win arbs.
Red dol - Find the talisman and portal o the Home World here. The red dot

‘appears when Spyro learns of the talisman task by talking to someone standing

by a banner,

« Green dol - Find the location of challenges for winning erbs here. This dot will
appear when someone talks 1o you about the challenge.

Remember; You must help the beings m the realm hefore yau can win the takisman and
open the partol

As long as there is an orb or talisman to win, the icons will flash as a reminder.
They stop flashing when you win the item.

THE PAUSE SCREEN

Press the START butten to stop the game and open
the Pause screen. Press the Directional bation or
Left Stick UP/DOWN 1o select an option and press
the &3 button to open its screen. You can instantly
return ta the game from amywhere by pressing the
START bution.

From the Pause screen you can:
Continue the game.

Save the game,

Dpen the Guidebook of Avalar,
Open the Options menu.

Make sound adjustiments,

Chech the number of lives you have remaining.

See how many gems, talismans and whsrnunmdhmlcdiwhmhmmh
Exit the level or quit the game.

- L=
el .

. .L{J_h._:_.ﬁ
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& THE PAUSE SCREEN (o

GUIDEBOOK

Keep track of how you're doing. Flease see below,

SAVE GAME

Select this to save the game. When you reload the saved game, you will begin in the
last Home World played in the game. For more, see poge 24, “Smang o Logding Games ™
OPTIONS

Adjust game setfings. Please s poge 25

SOUND

Voice - 5et ON/OFF.

Sound/Muslc - Adjust the volume,

Speakers - Choose STEREO or MONO lo malch your setup.

EXIT LEVEL

Leave the currend realm and return Lo the Home World.

QUIT GAME

End the curremt game and return to the Title screen,

GIVE UP

Stop a speedway round and return to the begioning.

GUIDEBOOK

Keeping track of every arb, talisman, gem and enemy
in Avatar is a big job. The Guidebook keeps a record
of everything you collect and all the tasks in each realm.

Press the START butten 10 pause the game and see the

Guidebook. The current realm page is displayed.

+ At the fop is the overall tntal of gems in the game, lives remaining and the total
number of orbs collected.

= The current realm appears at the bottom. This shows the number of gems,
enemies defeated and orbs already collected in that realm. It also shows the
maximum number of each ilem in thal realm.

To see the whole Guidebook and every realm or world visited;

I. Highlight Guidebook and press the £ button,

1. Press the Directional button or Left Stick LEFT/RIGHT to turn the pages.

1. Dn a Home Waorld page, you can view each realm and what percentage of
that realm yon have completed.

4, Press the Directional button or Left Stick UP/DOWN fo select any realm and
press the £3 butten lo see Lhe page for that realm.

OPTIONS

Press the START button to pause the game, then sefect OPTIONS and press the
4 button. You'll see an Options menu for adjusting game settings:

Mayp - Display the map of the current realim on the lower left of the

game SCreen.

Camers - Select PASSIVE for the camera to pan more slowly. e
Select ACTIVE I you wanl the camera to stay behind you and 3

pan maore quickly,

Horizontal - Press the Directional button or Left Stick
LEFT/RIGHT ta center the image between the

two sides of the screen, .
Vertical - Press the Directional button or Left Stick & 1 "
UP/DOWN to center the image between the top and bottom of the screen,
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PROGRESSING TO THE NEXT WORLD

When you've collecied all the talismans needed (o
move ta the next Home World, you have a final tash.
You must defeat one of Ripto's monsters! This it the
toughest battle in each Home World. During these
battles, yellow balls at the bottom of the screen
represent the enemy’s hil points. Each time your
attack is successiul, one of the balls vanish, When
all the balls disappear, the enemy is defeated and
the next Home World opens up,

COMPLETING THE GAME

When all of the worlds have been cleared and you have defeated Ripto, you have
completed the game. Far a perfect game and a very spedial reward, you must
complete 100% of every world in Avalar,

SAVING AND LOADING GAMES

SAVING A GAME
if you have a MEMORY CARD inserted in your PlayStation game consale, you can
SANE @ game, i 1

1. Press the START button to pause thie game.

1. Select GAME and pi bultan.

Games are I whenever you:
« Exit arealmth a

= Sele LEVEL or QUIT IME from the Pause screen.

S

LOADING A GAME

If you have a saved game on a MEMORY CARD,

you ¢an load it and continue play.

1. Insert the MEMORY CARD in the PlayStation
game console and turn the power ON.

1. On the Tile screen, press the START button,

3, Press the Directional button or Left Stick RIGHT
to highlight Load Game and press the €3 button,

4, Press the Directional button or Left Stick
LEFT/RIGHT fo highlight the game you want i load and press the &3 buiton.

TIPS FOR TOUGH ENEMIES

Draguns are great warriors by nature. Anybody who can set fire to something with

their breath is someone you wanl an your shde!

Your main attack medchanisms are fllame (@ burtton) and charge (&) baotfon).

One of these attacks will defeal most enemies, but some need tougher treatment.

* Il your standard dragon tactics don't work, look for something else.
Chanees are there is help dose by in the form of a power-up or semething
Iyimg around that can supercharge your attach.

+ Sometimes the folks of Avalar have great ideas, so be sure to talk with everyone.
One of your friends could also show up to give you helplul information.

= Be sire 1o experiment with move combinatians 16 make the flame and charge
attacks more versafile,

= For really tough enemizs, your only aption is a power-up weapon such as-
Powerflame. Defeat weaker enemies fo release their spirit partices and activate
power-ups, then go after the heavies. '



Spyra vwice by QA Supervisiry Pramatines Masager DA fanager sl Ma
m Tom Keniry mhcﬁﬂ Danni Aomesior anales Hinaeahi 1:;:;‘:, it
Davelapad Seurds by ; flmens i Tester O Conrlinater
|m:'“m Liptversal Sumd Laad DA Amalyst Creative tervies Wiyl heda i MeCabe
Brian Aligmier Wiky Godum Fevllipw Vingiwermts Enpaid [ magnid Spucial Thani Tasee
i Chsg Ky Wiy Ansbstamt Lewd G4 Analysis {ush fingham Abira Sy I, Cihdy
Oud Fowt ikl Db peer Kt ITLTTR R | i
Dives “eahipukd My Mk, Chinmry
oy D] Fhasis s L sEnlt 51 Chari Haenergerat Fey Gllghes nidtoy Moy e Cueiifie
liskie Cuamochick e e Ceey Philgs i e Flise
b Ty g tiat] s T AaNY ComPITER SN
finwd thandy specsl thanks T loe Todker Y il Cigen
Al gy Heflens Rureagh Cpma Ckwtand,  OA Anafysts Besign Firm AN S, Aoy Moo
Driain Herslws i Walp, M {okesmean. frank Faryi Ay Wnderaziner Qewgn Prosiiiog Srvin Masnn
Tetier Hastings ity Cewsan, Boces Ackssing Yeriron Carler Manual el Py Dy ol Ry an W By
lsn Jebrnn Maria Sehulman Wil Cosgirban Copyuriting Grmep Product Ll e e
Yartesnul Rinsel| Chrm Cocoelte stamdvi ik ey Wt i, Wick. qughlin
o s Fradared 4nd Publiched by ekl Caro! Arm & Mail Hanas Product Manager e ol
Toud Bt LONY COMPUTER fers et Wl R B iumnmm‘
At Sehasvbed EMTERTAINSMENT ANSEBICA INC. i SENY COMPUTER Pl elations Masager S Wl
(raig St Prodursy Eaic Ippuiin - ENTENTAIMMENT 1ML, (APAN] Tizahees Anbiord Lncallation Todtirs
Chack Sy Lrady Here Chrrsoghe e Exeputive Praduoy Lofalitation Cmordomates Yarcele Crala
EE:.I-:I,“:IM mz“ Lh:'m Shuihn Yostida ot ¢ Hammed mrl:,‘,l o
‘1 Demcnan - Preducer Mamiis] W ines L FVLE
Matl Whling ikl ::m- P i1 Samgsier i Kehnen
M fry = bpdrigumnt Susania Parres
i by Wy Radgers Py Selled v et b o
i i Déeretor of Markating i Sprihi i faiy
W Egneored s Cogrodcel Y o Mtumata Bk Bt Warit  usitamt Prodorer applbaatiam tagineer
e Publly Belabians Managar e Wervaish .*'r Aarhi Matnusiics i e
Wy Kirven Mo Nagak and Intelectunt Property | M0 Anistat QA Managrs
% Prsedised Marksting Specialist Keery Bupham. e M Hosges Gt e
Chmracier vobins Whtgiic ojn Lisa Lunger 2
Ceigy et Bt Welesques Michztis Manatiem =
Melrist Drir ) i 1 Tpeilal Thisiiks r ) "
L,qnmm WM ;ﬂ" 'mlﬂ- Spedalinst At Aidemms, Hivce A, Sheflicy Ashiimens, Kurts Buckmager, Cluem Crslla, Grace Bao-Chieh, Michasl Collarin
Hhary Linds Wit Techmsial Coordinater & Lesd Anshyst  DNrarinr of Prametians
M Rogart , S Thasmpant i Sharan Shap Mieleom, buse McCinigle: Sasle Miley, Crliire Beascuimed, 0 Walie, Commigy Bichiond Wike e

Sy W, By Wil ks S, Loeve T, b oy, s Tan, KAt el o Wil Ry P R P

’ fratr, Cxvwpagstron, Cliwng Trker s, frien (Bmick, Che Gl Albertn Bscober. by Frnis, ach Freedholt. (erry Contin
mn e, Phil Hosmivar unlmmmimﬂlmanmﬂnmmﬂ[ﬂt
) st Mbuisd. Franmt
|Wmnﬂh" m{ﬂﬂ.
¥

27



NOW THAT YOU'VE GOT THE GAME, ARM

YOURSELF WITH THE POWER OF KNOWLEDGE!

Look for SPYRO 2: RIPTO'S
RAGE! —PRIMA’S OFFICIAL
STRATEGY GUIDE at your
local software or book
retailer. Buy the book,
send in the subscription

card, and get a free &
month subscription
to PSExtreme.
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Sarry Computer Entertainment America {SCEA} warrants b the orlginal purchazer of this SCEA
prodact thal this seflware is free feom defects In matenial snd werkmmaehip tor 8 penicd of sinely
(B0 cdays from the original date of purchase. STEA agreis for a pesiod of alnety (90 doys 1o aithar
tepir of reglace, & (s oplion, the SCEA product. You mst gall 1-800-345-50NY (o recive inginc-
fioes 1o chiain repaireplacemani sarviees.

This warraaty shall mot be applicabls aad shall ke void if the defecl in the SCEA product hag arsen
ihroagh-abise, unreasonable une, miskreatment ar neglecl. THIS WARRANTY 15 1N LIEW OF ALL
OTHER WARRAANTIES AND NO OTHER REPRESENTATIDNS OR GLAIMS OF AMY NATURE SHALL BE
BIMDING DN OR OBLIGATE SCEA. ANY IMPLICD WARRANTIES APPLICABLE TO THIE SOFTWARE
PRODUCT, INCLUDING WRRRANTIES GHEHWMILITTM FITNESS FOH A PARTICULAR PURPOSE,

LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DFM!-GES- I’IEELII‘HHE FRDM POSE!
MALFUNCTION OF THE SCEA SOFTWARE FH‘-EIﬂI.IH. N i
Some states do aol allow |imitalions &5 j ow |G @0 imphed s

or limitations of eonssguential damages. 2o iia ahoe iimiiations

miay nat apply ko yoo. This marrznty ﬂmw apecific lugnl nyhts,
rights wihich vary bram state lo slale.
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