








Late one night when the rest of Paradise Falls is asleep, tack and bis
twin sister Hannah read a poem about the Swagman and his grue-
some gang of Night Terrors. It tells of how these sinister characters
emerge from their twisted, bad-dream landscape - The Terrortries -

fo spread m:g/)fmare-indacing Dream-Ash on sleeping folk.

As tack and Hannab read this, a rush of wind and o noise from the
window freezes them in alarm. But a soft light illuminates the room
around them and as they turn, they see a Dreamﬂg sprinkling
Dreamdew into their room. The kids rush to the window, wafching as

she flies back off across fown.

But hunched in the darkness on the 60(19/) of a free is the Smagman.
Reaching his crooked hand up toward the Dreamfly, he captures her
in a swarm of Oream-Ash. She is fated to the imprisonment of one of

his bell-jars - just like the other eleven members of the Dreamﬂl:g/m

With them imprisoned in this way, the Swagman can safely send his
Terrors through the portals between his and our world fo extend the




boundaries of the Terrortries. Without the Dreamflight fo neutralize
the bad dreams coiling through sleepers " minds, they will never

waken from bhis m:g/)fmares.

As ack and Hannah witness this from their bedroom window, o loud

sp/infering sounds from the /anding and the kids hide in fear...

The landing floor fractures open - a red glow rising from the pit with-
in as the green skull of a Ska//gmag peers out triumphantly. A gang
of these Night Terrors invade Gack and Hannahs room - stealing
their favorite possessions, including dacks bug collection.

One S/(a//g however, senses Hannabh hiding in the wardrobe and
wrenches the door open. Confuring a greasy silver ball from his
hand, he rolls it hgpnoﬁca/{g over his ﬁngerﬂ}os - then bhurls it info
Hannahs face. The ball breaks into a smoky cloud around her...

And to &acks horror, his sister is shrunk under the spell - impris-
oned within their foy 6:'!‘d—-cage - dolef‘a/(g hanging on its perch as the

Ska//gs tumble, snickering out from the room.

As f/)eg leave, the box of Gacks 6ugs falls from one of their sacks and

the beetles scuttle QWY OCross the floor...







[. Set up your P/agSmﬂbn ™ game console according fto the

instructions in its nstruction Manual.

2. Insert the Smagman disc and close the disc cover.

.

3. Insert o qame controller and turn the P/agSfaﬁon M game

console on. Follow the on-screen instructions fo start o game.

MEMORY CARD SLOT 1
— —— MEMORY CARD SLOT 2

Front View I

— b ——»
CONTROLLER PORT 1 M

CONTROLLER PORT 2







W"thng/e Button

Sc)uare Button
Circle Button

X Button

L TIL2 Buttons
RT/IR2 Buttons

Select Button

START Button

Maoing the character next fo an oly'ec;f such as o
small crate, while holding the Triangle Button,
will allow you fo pas/) or pa// that olg[ecf.

Pressing the Square Button will use whicheover
item is currently in cack or Hannah s left hand.

Pressing the Circle Button will use whichever

item is currently in sock or Hannab s right hand.

This is the fump button. TErp the button for o
small fump and hold it down for o /){g/)er one.
Beware! Landing on enemies does not kill them,

but takes Lees (enerqy) away from you.

(/se either of these butftons fto fogg/e control
between tack and Hannabh.

Hold either down in conjunction with the

Directional buttons to slow down and walk.

Press once to access the invenfory screen. Press

again fo refurn fo gam ep/a y.

Pauses [ resumes qame.




Dream World

Directional buttons:

Up
Down

Left
R{g/)f
Button

Sqaare Button
ﬁ"{bng/e Button

X Button

moves the Dreambeast up the screen.
moves the Dreambeast down the screen.
moves the Dreambeast to the left.
moves the Dreambeast to the right.

This Button controls Loacks Fire-breath attack
and Hannahs Laser Eyes. Whilst holding down
this button, the left and right Directional buttons

can be used to turn the beasts head.

This Button delivers Gacks Power Punch and
Hannahs Clow Ripper.

This Button is used for éacks Mega-butt and

Hannabh s Pirouette.

This is the [fump button. Tap the button for o
small fump and hold it down for o b{g/)er one.
Beware! Landing on enemies does not kill them,

but takes dees (enerqy) away from you.







It is advised that you do not insert or remove peripherals or Memorg

Cards once the power has been turned on.

Following the Sony, Eidos and Core Design screens you will then be
shown a short infrodacforg MO sequence. fo//oa)in_g this sequence

you will be presenfed with:

The options availoble fo you here are:

START GAME Takes you to the Game S/lot Screen
OPTIONS Takes you to the Options Screen

Here you may highlight and select the game you wish to load from

one of el:g/)f game slofts.




f you are playing the game for the first time or do not have a mem-
ory card, the first time you arrive af this screen all eight slots will

read New Game.

I you have Saved Games, they will be displayed as a location

descripﬂ'on .

The options available to you here are:

SOUND OUTPUT Stereo (defoult) / Mono

SEX OOLUME O/ Low | Medium | High | Full (defautt)
SEX TEST Select effect number to test
muSIC OOLUME O/ Low | Medium | High | Full (defautt)
MUSIC TEST Select track number to test

CONTROL SETTING Select and you will be presented with S pre -set

control configurations. Se/ecﬂhg your desired

setting will return you to the Opﬂbns Screen.

EXIT Select to return to the Title Screen




Make sure that there are enoag/) free blocks on gour Memorg card

before commencing play.

*Please note that if you do not have a Memory card you will not be

able to save your game.*

Opening the Scarab Chests throughout the game will not only pro-
vide gou with invaluable information vital for completing the game
but also certain chests will include Save Game prompts, if you have
a Memory card inserted you will be asked i’ you would like to save
your game at that point. Please note that it you do not have a mem-
ory card inserted you will lose all Saved Game information when

smifc/)ing oft' qyour console.

Your tull game canﬁgaraﬂbn will be saved within the Save Game.




While playing the game, you can retfurn to the Title Screen by press-
ing the Start Button (to pause the game) then by pressing the Select

Button and fb//oming the on-screen prompfs.

The game is basically split into two
main areas - the Real World and the

nightmare lands of the Terrortries.

You must explore both lands i you _
are to free the Dreamflight and i e
return the Real World to normal. The &P B gle

Terrortries can be accessed via the
Mirror Warps. The Mirror Warps look %
very similar fo normal, everyday mirrors
and are norma//g found in the same

places. e.q. in o bathroom.









Sources of Dreamdew will be scattered throughout the game, here

are some examp/es:

Dreamdew Flowers & Ashplants:

Dreamdew Flowers provide you with the main source of Dreamdew.
Ashplants however will spray cacklHannah with Oream-PAsh, deplet-

ing your bar of precious Dreamdeo.

Dew Pockets:
These float in the air and pop dew out when Lackitlannah fump at them.

Dream Webs:

cack and Hannabh can also collect dew from Dream Webs.

OREAM LIFE & DREAM REOIDAL.

The twins’ Dream Life is measured in dees. Lees can be collected at
many points in the adventure as they are emanated from the sleep-
ing folk of Paradise falls. If cackllannab takes a hit from a Terror,
usually only one Cee is lost. Zack and Hannahs dream life is

shared, therefore the tees are shared also. This will force the play-




er to look after both characters, rather that choosing one. After all

f/)eg are brother and sister.

At some point the player may lose all of /)t';g__//)er sees.

When this happens, a brief' animation sequence will show
Gackltlannah plummeting through the blackness towards the Yawn-
ing maw of the Swagman. As helshe fulls, digits will count down from
70 to zero and the Scarab will appear, offering a Dream Revival to
allow you to continue the adventure. Pressing the START Button
before the digits reach zero will

allow the player fo continue from A ¢

the last Save Game point. Not
pressing the START Button
before the d{gifs countdown fo

zero will return gou fto the ftitle “ 7

SCreen.



The /noenforg panel is the place where you can select certain objects
fo either use or Swap between the two characters. Some specia/

items howeoer are speciﬂc fo fust one character.

(ithin the inventory are two highlighted slots for each of the fwo char-
acters, these represent the items currently held in their left and right
hands. To place an object in a hand or pass an object fo the other char-
acter, use the Directional buttons to mooe the arrow cursor over the
desired object - then press the X Button to pick it up. Move the object
to the desired slot and press the K button once aqain to drop it in.

Here is a list of items that you will come across on qour traovels:

The following items do not require Dreamdew to make them work:

Dreamcharged Flashlight:
This is LacklHannah’s mainldefault weapon in the game, The player




can use the flashlight, not only to attack Night Terrors, but also fo cut

through andergma)f/) and curtains pulled across doors.

cack's Flying Disc:

(Dorks like o 6oomerang. It also homes in on any on-screen Terrors.

Hannah's Yo-yo:

Hannah can use the yo-go to bash the Terrors. She can also use
it to grab items that are out of her reach, or flip-switches in hard-
fo-get places.

Cherry Bombs (both characters):

These eXp/ade on impact and can be used to blow up cramb/ing
walls/floors and some Terrors. Tbeg can also damage Zockl{annah
if helshe is sfanding too near when fbeg exp/ade.

The following items use up Dreamdew while they are in operation. f
the player has not filled up his Dew Bar with Dreamdew, they will not

be able to use these items:







(()arping Circles aflow the player to (darp Hannah to Lacks present

posiﬁon or oice-oversa.

(darping Circles cannot be accessed unless:

(7) The selected character is standing on a Circle.
2) The Warping Marble icon is selected.
ping

/(egs:
Certain interiors will have locked doors which can only be opened 6g

ﬁnding and using kegs.

Pressure Poads:

Some areas contain doors that cannot be opened 6g ﬁnding o keg




and usually a Pressure Pad will be close by. To activate the pad, sim-
ply stand on it - this will raise/open the door. Stepping off the pad will
de-activate it, causing the door to lowerlclose. This pmb/em is solved
by taking control of the other character and moving himlher onto the
pad thus re-activating it and allowing one character to pass through

info the next area.

Beftore each level Guardian is LIMBO...

Limbo is the yawning void which surrounds the Swagmans
Terrortries. It is littered with chunks of earth, some of which will
crumble away underfoot, plummeting you info the abyss below. Here,
the Scarab will be able to order your bugs fo show you a safe route
across. Make sure you have enough bugs to get all the way across

the void. The Scarab will tell gyou how many you need.













tre with s/mrp clows and o whipsnap fail.

combie Kid:

These will either burst out from their grave or clomber from an open

sfanding coffin to aftack god.

Swaqg Spikes:

Tl)eg dart out of walls and floors, hoping to impale you, before /iqaef"g—-
ing and retracting back for another attempt. Some Swag spikes are
used as a level puzzle, requiring a pressure pad fo be found before the

sp tkes will retract.

Trash Sca//gs:

Some Scallywags hide in the trash, armed with a pile of bins, kick-
ing them back and forth between each other. The best way fo deal
with these is 6g simp/g dodging them.

Cactus Spies
At first glimpse normal cacti, but when you turn away from one, he /4
scuttle after you, if he gets too near to god, Cactus spikes erupt from

his torso, s/as/)ing those oital tees away.




* ODont forget to take the Flashlight from the bedroom. You cant
leave home without it.

e [f you wish you could get out of the garden, find the well.

* Dont hang around in dark corridors. Just leg it.

e Remember, if ZacklHannabh get separated, look for the warping
circles.

* fyou dont want to be stuck in LIMBO, search the nooks and
crannies for your bugs.

e [f you re stuck, use your cherry bombs gratuitously. Theg might

Jfust blow you an exit.

[-900-77-E/D0S
(34367)

Cost of call $0.9S/minute/ust be 18 years or have parenf’s per-

mission/Touch-Tone phone required




For Core Design, LTOD:

Lead Programmer Chris Long

Support Programmers Stefon Walker, Martin Gibbons, David Muir
Lead Artist James Ryman

Support Artists Dave Pate, Peter Duncan, Lee Pullen

Music Nathan McCree

Sound effects Martin lveson

Game Design Richard Morton

Script Dicky Arnold

Producer Troy Horton

Executive Producer Jeremy H. Smith

For Lidos Interactive:

Quality Assurance Frank Hom, Matt Miller
Jeremy Hunter, Mike R. Kelly, Mike McHaole,
Philip Baker, Tom Marx

Lead Tester Tricia Gray

Producer Mike Schmitt

Product Manager Susan Boshkoff

Development Coordinator James Poole

Marketing Support Gary Keith, Paul Baldwin, Sutton Trout

Lee Wilkinson, Kelly Zavislok




EIDOS INTERACTIVE LIMITED WARRANTY

EIDOS Interactive warrants to the original purchaser that this EIDOS
Interactive disk is free from defects in materials and workmanship for a period
of ninety (90) days from the date of purchase. This EIDOS Interactive disk is
sold “as is” without expressed or implied warranty of any kind, and EIDOS
Interactive is not liable for any losses or damages of any kind resulting from use
of this program. EIDOS Interactive agrees for a period of ninety (90) days to
either repair or replace, at its option, free of charge, any EIDOS Interactive disk,
postage paid, with proof of date of purchase, at its Factory Service Center.

This limited warranty is not applicable to normal wear and tear. This limited
warranty shall not be applicable and shall be void if the defect in the EIDOS
Interactive disk has arisen through abuse, unreasonable use, mistreatment or
neglect. This limited warranty is in lieu of all other warranties and no other rep-
resentations or claims of any nature shall be binding on or obligate EIDOS
Interactive. Any implied warranties of merchantability and fitness for a particu-
lar purpose, are limited to the ninety (90) day period described above. In no
event will EIDOS Interactive be liable for any special, incidental, or consequen-
tial damages resulting from possession, use or malfunction of this disk.

Some states do not allow limitation as to how long an implied warranty lasts
and/or exclusions or limitations or incidental or consequential damages so the
above limitations and/or exclusions of liability may not apply to you. This war-
ranty gives you specific rights, and you may also have other rights which vary
from state to state.

Our HELP Line number is (415) 547-1242. Customer service is available
Monday through Friday 9:00AM to 5:00PM Pacific Time.






