A PREOUEL TO DISNEY'S REATUAE FILM, LILD AND STITOH,
DISNEY'S STITCH: EXPERIMENT 626 TERRORIZES THE
GALAHY IN AN ALL-DUT.ACTION-SHODTING ADVENTLRE,

(Liith a cause For destruction and 3 penchant; Fon wreaking havoe,
Stitch, a 2-Fook, Foun-armed genebic expenimenk-gone-out-of-
- control is bullebproof, Fineproof, smanker bhan a supen

computer, and ... quickly becoming
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WARNING: READ BEFORE USING YOUR PLAYSTATION*2 COMPUTER ENTERTAINMENT SYSTEM.
A very small p ge of i epileptic seizures when exposed to certain light patterns or flashing
lights. Exposure fo certain pattems nrhnclq]rumdsm 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 selzures or epilepsy. If you, o anyone in your

family, has an epileptic condition, consult your physician prior fo playing. If you i any of the following while
playing a video game — dizziness, altered vision, eye or muscle twitches, loss of any y W
o JIATELY di 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 peripherals 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 infended for use only with PlayStation 2 consoles with the NTSC W/C designation.

= Do not bend it, crush it or submerge it in Bquids.

# Do not leave it in direct sunlight or near a radiator or ofher source of heat. L
» 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 profective 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.

ﬂisneg’s.Bhibch: Experiment 628 Tips and Hinks

PlayStation 2 Hint Line L]
Hints for all games produced by SCEA are available:

Within the US: 1-900-933-50NY (1-200-933-7669)
$0.95/min. auto hints
Within Canada: 1-900-451-5757

$1.50/min. auto hints
Automated sarvice is available 24 hours a day, 7 days a week. -

This hint ling supports games produced by Sony Computer Entertainment America. No hints will be given on our
Consumer Service Ling. Callers under 18 years of age, please obiain permission from a parent or guardian before calling.
This service requires a touch-tone phone.

Consumer Service/Technical Support 1-800-345-SONY (1-800-345-7665)

Call this number for help with technical support, ion or general gy g g the F 2 console

and fts peripherats. Representatives are available Monday - Saturday, GAM-8PM PST, Sunday, TAM-6:30PM PST.

PlayStation 2 Online WWW.SCER.Com

Our news is always hot! Visit our website and find out what's happening — new aea new products and the latest
about the F 2 compuier system.
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D IN A SECAET LAA

...on a diskank planek in a skrange park of bhe
universe, Expeniment 626 is born. Well, nok quike
“born.” B28 is actually the ereation of the eccentnic
seienkisk, Jumba, and he's khe pinnacle of years of genetic
research. Jumba designed 626 ko be an indestruckible
masker of mayhem, and if previous experimenks are any
guide, Jumba has succeeded. The little blue creature is nearly
impervious to all Forms of abback and is capable of deskruckion
on 3 galackic scale. Buk B26 is nok alone in bhe lab. When ke
awakes Experiment B2 is already there, wakching. Bokh are
Ehe lakest in a long series of experiments, and bheir series,
the B00s, has been a smashing success. Could B26 be the
greakest of all?

In anobher secrek lab nok eo Far away, Jumba’s anch nemesis
is hard ab work on experiments of his own. The nefanrious
On. Habbitrale is racing bo create mukanks more powenful
than anybhing cooked up in Jumba’s lab. Fer his Firsk besk,
626 will make his way ko Or. Habbikrale’s mountain hide-away
and demonstrate that nothing is more powenful Ehan Jumba's
ereakions, and cerbainly nobhing designed by Or. Habbitrale.

Meanwhile, Capkain Ganku wakehes all of bhese proceedings,
aboard a gigantic military ship on bhe Fringes of the galaxy.
He is obsenrving bhe activities of bhese scienkists with a

great deal of inkeresk, waiking For Lhem ko eross bhe line.

Perhaps bheir destruckive likkle mubants will ge 2 skep koo Fan
this kime... hen it's a long, long skay in a very uncomFortable
place For Jumba, Habbitrale, and Eheir misenable listle ereations.

Now you take control of Experiment 628, aka Stikeh. Jumba
has planned a series of missions designed ko Lest his lakesk
expeniment. In each of these, Skiteh's chief goal is to collect
ONA For Jumba bo use in his ongoing genekic research, then
reach the teleportenrs ak bhe end of each level ko reburn Bo
bhe lab. Skikeh is Fond of destruckion, and he's very goed ab
causing ik, so along bhe way he will do his best Lo cause as
much mayhem as possible, while still gebting the job done. Leb
him do what comes nakurally! Deskruekion in Ehese weonlds
often yields sunprising results! As Stikeh collects more ONA,
more worlds will open For explorakion... and deskruckion!
Skanding in bhe way will be

many Foes. Some are
pushovers. Dbhers
are very powerful
indeed. IE's bime

ko prove bhat
Stikeh is worthy

of his repubabion.

)



U SETTING UP

Sek up your Console according ko bhe instruckions in ibs

inskruction Manual. Insert bhe Oisney's Stikch: Experiment

626 disc and close bhe disc cover. Turn bhe Console DN ab bhe

POWER butkon. Oo nok insert or remove peripherals or MEMOAY

CARDS once bhe power is burned on. Make sure bhere are enough

Free blocks on your MEMOAY CAAD before commencing play. To save
game sebbings and resulbs or conbinue play on previously saved games,
insent a MEMOAY CARD inko MEMORY CARD Slok 1 before skarking play.

QUICR START

Refer ko bhe inskruckions below ko quickly geb Stitch on his way. You'll
Find more debailed informabion aboub Skikeh and his abilibies, as well as
gameplay kips and informakion abouk his universe, in bhe pages thakt Follow.
Here’s an early bip: if 1t looks like somebhing uou might like ko smash,
busk-up, or destroy, Skikeh is ready. Ib's park of his design. When in
doubk, break somebhing.

MEMOAY CARD slok 2 Disc bray EEEJH
MEMORY CARD slok 1 : B é
Top USB conneckor = .-PEN
Bobbom USE conneckor ubbon
5400 1.Link conneckor 0 Controller port 2
ontroller pork 1
L2 bukbon p A2 bukkon
L] bukbon 2 ’_ R bukbon
SONY
Oireckional 5 .,."‘u"' - @ 3 Ez‘::::
bukkons % talbbon
O bukkon

Left Analog Skick
(L3 bubbeon when pushed downl

SELECT bubkon
ANALDG mode swikch

Right Analog Skick
(A3 bubbon when pushed down]

START bukbon

MENU CONTAROLS

Use bhese bukkons ko navigabe bhrough @ menu screen.

(LIP), (ODWN), (LEFT), (RIBHT) .. ... .cnvennnnn.. Highlight Menu Dpkions
R BIERON: o s s s s e S T S e Seleck/Confirm
O bUbOn. . cvoeieirieiananan, Reburn bo bhe previous screen

IN-GAME CONTAOLS

These are the defaulk conkroller sebbings.

LoPt Analog BETeK +v.veeernnenenssrnsnnerennnes Direckion and Aim
Directional Bukbons (0-Bukkons). ... .....covviennna... Walk and Aim
< T o e, 1 Jump (Tap again in midair
For Double Jumpl
@BUBEON s s s T Fire Ray Buns
@ BB s rerein st s e S R et e LiF&/Throw
@Y hipkbice... W0 P R et Fire Special Weapon
.................................. Speed Burst/Ball Slam
................................. Snap Camera View (Tap)/
Side-Strafe [Hold]
...................................... Jebpack/Grapple
.............................. Lock-on and Circle-Stnrafe
[Hold]
Right Analeg Skick . ... ..o Look Around
[Press ko snap Stikch bo camenral
sﬂ"m T R e A e e SR Pause Menu
e s . Sy, MO Hide/Show Inkerface

Rl



5 GETTING STARTED

THE TITLE SCREEN

Press the (START) bubton bo open the Main Menv. You will be
asked ko load 2 saved game or select an empby slob From your
MEMOAY CARD. The game will aukomakically save your progress as

you play.

LOAD FAILED SCREEN

You'll see bhis sereen iF you don't have a MEMORY CARD inserted inko
MEMORY CARD Slok 1, or iF you have a MEMOAY CARD inserked buk no
game saved ko ib. Press bhe €3 bukkon ko conbinue ko bhe nexb sereen.

MAIN MENU

Choose a world o explore From bhis menu. See ‘Choosing a Werld® below
For more debails. You can also sek game opbions by pressing (START) and
opening the Pause Menu.

OPTIONS

Change game
sebkings here, as
descnibed below.

CONTROLS

From bhis menu, you can
adjust the Following game
Funckions:

VIBRATION FUNCTION

Press bhe €3 bukton bo swibch bhe Vibrakion Punckion of your
OUALSHOCH®2 analog controller ON or OFF. Then use O-Bukton
{UP £ DOWN) ko conbinue on ko obher Dpbions Menu choices.

INVERT LOOH

Press bhe €9 bubkon ko suikeh bhe direckion of bhe (UP € DOWN) conbrol
when using the (RIGHT ANALDG STICK) ko look around Skikeh’s world. When
Ehie seleckion is “on,” eontrol will behave like an airerafb skick, (LP)
pitches bhe camera Forward, (DOWN) pulls Bhe camenra back. When Ehis
seleckion is “ofF," these conbrols will be reversed.

INVERT JETPACH

Press bhe €3 bubbon ko swibeh bhe direckion of the (UP & DDWN) conbnel
when Flying with the Jebpack. When Ehis seleckion is “on,” conbrol will

behave like an aircraft sbick, (UP) pikehes bhe camera Forward, (DOWN)
pulls Ehe camera back. When Ehis selection is “off," Ehese conkrols will
be reversed.

VIEW CONTROLS

This seleckion will show you bhe conbroller conFigurabion For Bhe game.
Wken you have Finished reviewing khe conbrols, bap bhe @ bukkon ko oo
back bo he Main Menu.

MOND/STERED

Press the €3 bubton ko swikch bebween Steren and Mono sound. When
you have Finished making uour seleckion, press bhe @ bubkon ko reburn
bo the Main Menuw.

SOUND EFFECTS

Ppess (-Bukkon (LEFT) ko lower he sound effecks volume or (RIGHT) Bo
raise bhe sound effects volume. When you have Finished making your
seleckion, press khe @ bukkon ko reburn ko bhe Main Menu.

music
Press (1-Button (LEFT) bo lower the music volume or (RIGHT) bo raise

bhe music volume. When you have Finished making uour seleckion,
press bhe @ bubbon ko return ko bhe Main Menu.

GAME CREDITS

Choose bhis opbion bo see bhe names of all he people who
made bhe game. Press bhe €9 bubbon Bo reburn bo bhe

Dptions Menu. ?



fv% CHODSING A WOALD

Use Ehe Main Menu ko move From world bo world as you
help Skitch colleck ONA For Jumba. The First world is open
bo you when you skark bhe game, buk obhers are closed unkil
you unlock them by collecting ONA. The circular pickure window
tells you how much ONA is required ko open each locked world.

The spinning ONA icon en bhe Main Menu tells you how mueh bobal
ONA you have collected so Far.

From Ghe Main Menu, Press 0-Bukkon (LEFT) or (RIGHT) Eo choose a
world ko explore. Press bhe €3 bukbon when bhe world you have chosen
appears in the pickure window.

CHOOSING AN AREA

Within each world are several areas From which you can collect (INA. As
with bhe world menu, Press O0-Bukten (LEFT) on (RIGHT) ko chosse Ehe
area ko which you wank ko go. Press bhe €3 bubkon when bhe anea you
have chosen appeanrs in bhe pickure window. Each area conkains S0 pieces
of (ONA For you ko colleck. The picbure window Eells you bokh how many
pieces of ONA you have collected in each area, and how many (ONA are
needed to open bhe next locked area. To complebe a level you musk locate
he teleporker ab bhe end of bhe area.

SECAETS

As you guide Skikeh Lhrough his missions, colleck all Bhe Film reels you
Find. You'll need bhem ko punchase and unlock secrets. A eounken ak bhe
bokkom of the sereen bells you bhe tobal number of Film reels you have
eollecked so Far.

To unlock a secrek, go ko khe main menu and seleck secrebs. Press 0-Bukbon
(UP) or (DDIWN) ko highlight a locked selection. Seleckions appear in Stitch's
alien language unkil bhey are unlocked and revealed. Press bhe €9 bubkon
ko make your seleckion. IF you have enough Film reels, the secret will
be revealed!

To access a secrekb, Press (-Bukton (UP) o (DOWN) Bo highlight a selection.
Press the €9 bubkon bo make your seleckion.

Press the @ bubbon ko reburn ko he Main Menu.

oulT
Press the @ bubton ko reburn bo the Tible Screen.




10) PLAYING DISNEY'S STITCH:
EHPERIMENT 626

MAIN GAME SCREEN

You view the ackion From behind and slightly above Stikch. Move him
through Ehe alien environments, collecking as much ONA as possible.
Run, jump, climb... and destroy! Beware the dangerous ohsbacles bhat
stand bebween Stikeh and complebion of bhe job Jumba has given him.
Pay special abtenkion ko Skikch's Facial expression on bhe Health Meken.
IF he doesn't look Goo goed, ik might be a good idea ko Find some Alien Toes
bo restore his health.

( & =)
‘&’ —o( @1 Numasn
" =1 oe GUNs
( 3\ )( "‘ : =
3T & <o
ar/
C® “{ ] 'i"'-k‘iu

ONA EIJLLBL‘TEEI‘
ONA NEEDED

HEALTH NETEH‘
SLOW mp METER

HEALTH METER

The red seckion shows Skikeh's healbh. You can bell how much damage Stikch
has suskained by his Facial expression. IF Ehis bar disappeans, Stikch reburns
ko bhe previous checkpoink.

SLOW mp METER

The purple seckion shows how much burst energy Stikch has collected.
As Stikch performs Speed Bursts and Ball Slams, bhis meker will begin ko
disappear. Fill it by eollecking more Slow Mo objects.

ONA

This shows bhe tobal amount of ONA Stikch has collected. Under bhe
spinning ONA con, you can see bhe amount of ONA needed to open the
nexk wonld.

GUNS

Stikch can carry up bo Pour guns. This shows Bhe number of guns
Stikeh is currently earrying. IF Skikeh is carrying a special weapon
[Freeze gun or big gun), ik will be displayed here until the special
weapon runs ouk of shobs.

JET PACH
IF Stikch is wearing bhe Jeb Pack, bhis indicator shows the amount of
dJek Pack Fuel remaining.

STITCH

Manic and deskruckive, Skikeh
eraves Freedom and demolition
mosk of all. He can't help
himself, since his love of
mayhem is in his genes,
hard coded inko his
biology by his ereakon, the
eccenkric scienkisk, Jumba.
Stikeh is sturdy and able ko
Lake a ok of
damage. He
can move
quickly, jump
very high, and
even climb walls. He
is nok a good swimmen.

In Fack, he sinks like a stone,
so beware of lakes and rivers.
He does his best ko carry oub
Jumba's ordenrs - usually bo bring additional ONA back
ko bhe lab For Funbhen genebic experiments - bub boo often
his nabure causes Far more devastabion bhan is bolerable.

I



‘ﬂg STITCH'S MOVES

Use the 0-Bukkons or bhe LePt Analog Stick bo conkrol

his direction. Skikch has bhe abiliby bo climb sheer walls

and cliffs and jump ko extreme heights using his double-jump.

IF he's in @ hurry, he can put all six limbs on the ground and
really move.

NORMAL

Stikeh gets around jusk Fine on kwo of his six limbs, allowing him Eo
skand upright and use his okher Foun limbs ko canny ohjects and enemies,
or up ko Four Ray Guns. Inkeresting possibilibies For chaos abound.

SPEED BUAST

Somebimes Stikeh needs ko geb somewhere Fast and drops bo all six ko
scurry along. Tap (L1 ko go inko Speed Burst Mode. Time slows dramabically
For Bbikch — it’s like Bhe wonld is Tn Slow Mokion, buk enly For Skikeh.
WWhile everybody else lags behind ak ‘normal’ speed, Skikch hurnies along in
a blue Flash. It bakes a lok of energy ko race around bhis way, so Skikch
can't keep up bhe pace For long. He's a superior specimen of strengbh and
dexkerity, bub there are limiks. His Speed Burstk meker (he purple bar
beneabh his health] shows how many
kimes Skikeh can burst. To refill Bhe
meken, pick up a Slow Mo objeck.
Use the Speed Burst bo dodge
abbacks, or Lo cover a piece
of ground rapidly, or even ko
shook more rapidly han enemies
who only Fire ak ‘normal’
speed. Combine with a
well-bimed shift bo a
Ball Slam (see page 15
For awesome deskruckive
capabilities (Tip: press
the (L)) bukbon while
Skibeh is in mid-ain
From a jump or Falll.

CLIMBING

Stikeh's incredibly

sharp claws allow him to |
climb many sheer walls

and cliffs. When in

Normal or Speed Burst
Mode, approach a wall on
cliff, and, if he can sink his
claws inko ik, he'll skark ko
climb. He needs all six limbs while elimbing, but he ean skill

Fire bwo of his Pour Ray Guns. Nob as devastating as a barrage From all
Four Ray Guns, buk useful nonebheless.

LIFTING AND THROWING

The mix of ONA Jumba included in Expeniment B26's design gives Skikch
oub of bhis universe skrength. He can lift hatehling eags, big

bombs, and even many enemies.
Dnee in his grasp, Stikeh can e
give bhem bhe heave-ho ko : ﬂ o
clear the way. To liFt an 4 b
objeck, appén‘ach it and
press bhe (® bukkon. == p
Stiteh will carry ™ - :’\‘
the object unkil ib's

thrown by pressing . -—_——
the @ bubbon again. \_ P 2NN

A‘\K’q




‘U lﬂ STITCH'S COMBAT SKILLS

Stikeh's preferred approach ko combat s direck and ko
the point. This usually means bhat Fights are Furious and
brief. A Fusillade Prom up bo
Four of his Aay Guns will bring
down most common Foes.
For obhers, consider
eombinabions of Aay Buns
and a likkle bik of stealkh...
Because Sbikeh is
Stikeh, he's eagen
to use bhese skills
ko generake havoc
and mayhem wherever
he happens to be. Feel
Free bo use bhese weapons
and skills on anything uou
see. Stikeh 1s happiest
when you do.

RAY GLNS

Standard issue Plasma Ray
Buns. Press bhe @) bukkon bo
Fire. To skrafe, press and hold (L2) or (R2), Bhen move leFt or right.
StraFing will keep the enemy in Skikeh’s gunsights while he moves lakerally
on bwo Feek. (L2) skrafes side-ko-side in a skraight line, while he (A2}
strafe moves Sbikch in a circle around his opponent.

WWhen upright in Normal movement, Stikch can wield up bo Four of bhese,
unleashing a devaskaking barrage. IF Lo of his limbs are holding an object,
well he’ll only be able ko Fire bwo Aay Guns. Skikch skarks each level with
a single Aay Gun. As he explores the world and defeaks enemies, he'll Find
addibional gquns hidden inside objects. When Stikch picks up another Ray
Bun, the Ray Gun meber moves up one dob ko indicake bhe current number
of guns in Skikeh's arsenal. IF Skikeh is defeated, he will also lose some of
his Firepower.

SPEED BUAST TO BALL SLAM

Some enemies can'k be defeabed by Ray Guns - plasma salvos bounce right
off bheir bough armor! That doesn’s mean bhe battle is losk. It means
Stikeh geks ko use his Ball Slam instead! Here's how it works. Have Skikch
jump inko Ghe air, Ehen press and hold bhe (L) bubkon. Time slows ko a crawl
as Stikch goes inko super-speed mode - ik looks like bhe world is in slow
mokion, buk really Stitch is moving much, much Faster bhan everybhing else
(like a Speed Burskl, giving you enough kime ko help Skitch aim ak a bangek.
Once you've lined up Ehe enemy, release the (L1) bukbon Eo send Stikch
careening inko bhe bargek. After you've mastered bhis abback, bry bo geb
mulkiple Ball Slams on the same enemy by immediately pressing (L) again
aften each successFul slam.

SPECIAL ITEMS

Somebimes bhese are just luing around and somebimes bhey are hidden in
hard bo reach places. Bomebimes bhey are inside obhen objects - smash
them open bo Find oub whab's insidel Or just smash everything ko pieces
because it's Fun. No makter. Heep uour eyes open when bhe dusk clears;
you never know whak you'll Find in he rubble.

ONA

Jumba sends Stitch and B2] aPter these biks of genekic
code For use in his ongeing expenriments. Colleck Ehem ko
open obher worlds and complete your goals.

GUIDANCE MARHERS

Jumba 7s always wakching Stikch's progress. Move Stikeh inko Ehese
spinning red disks to gek a word of advice From B26's creakon.




[M&] CHECHPOINTS

When Ehese plabforms are ackivabed, Jumba can reburn
Bbibeh bo bhese poinks iF he should be defeated, instead
of skarking bhe mission over From bhe
beginning. An ackivabed checkpoink
can also help you Find your way. (@
The Flashing arrows on bop poink -)
bhe way bo bhe next ohjeckive.

ALIEN TOE

Bobble up mukated Alien Toes ko restone Skikeh's healkh.
They may nok look appebizing, bub each restores a bit of
Stikch's health. They have no effect iF Skikeh already has
maximum health.

MOVIE REELS

Collect these to unlock secrets, which
you access bhrough bhe Secrebs menu
on the Main Menu. From bhere, choose
a secreb ko buy, and spend reels ko
unlock k. The more reels you Find, Bhe
more secrebs you can buy!

SQuI0 BOTS
These hovering robobs will lead Skikeh on a wild chase
ko Find hidden Movie Reels. To ackivate a Squid Bok,
simply bump into i&, and Ehe chase is onl Bekker hurny,
because if a Squid Bok pauses For too long, ib will
warp back bo ibs skarking posibion.

SLOW mo

Skikeh can only enter Slow Mobkion mode [Ball Slam, Speed Burst) For shonk
periods of bime. Collecting Slow Mo objecks refills Ehe purple Slow Mo
meber and allows Sikch more bime For bhis bype of Fast-paced ackion.

/

JET PACH

Find one of bhese, strap it on Skikch’s back and go! Press
and hold (A1) ko accelerate bhe Jek Pack and use bhe Left %
Analog Stick ko conkrol Stikeh's direckion. While "
you're jebpacking, wakch For rings. These rings
refuel your jebpack, and without bhem, you
won't geb Fanl

GRAPPLE GUN

Aim bhe Grapple Gun ak pipes and beams ko swing Skikeh inbo ackion.
Press and hold bhe (A1) bubkon Eo Fire and Ehe Grapple will swing Skikch
Forward. As long as you hold the (R1) bubbon, Skikeh will swing back and
Forkh and bhe Grapple will remain abbached. Pump bhe Left Analog
Stick Forward and back bo gain more speed and -
momenkum. At the right moment, release (R~
and wakeh Stikeh Fly! Try a dovble-jump after

a Grapple swing ko gain exkra diskance.

SPECIAL WEAPDNS

In addition ko his Four Ray Guns, Skikeh can use special weapons he Finds
bhroughout bhe galaxy. When you've gob one of bhese, press the @ bubkon
to Fire. Each special weapon has a limiked number of shobs; don's waske
bhem destroying objects. Save them For bhe really Eough opponents.

FREEZE AAY

Encases bhe karget in a block of ice. Skikeh, of
course, can khen shook bhe Frozen barget and
wakeh ik shabter inko a million bits!

81G GUN

A jumbo-size variank of Skikeh's normal Ray Guns. This vension

shooks guided rockebs, so afber you've

Locked On an enemy (kap (R2)), press

the @ bukbon ko lek bhe rockeb Flu.

There's nok much bo do after bhab bub T'?
wait and wakeh bhe Ehnilling explosion. | f




9

18 PAUSING THE GAME

Somebimes your world inkerFeres wikh Stikch's, or maube
the volume of Stikeh's world is inkerfering with yours.
What ko do? Press bhe (START) bubbon to pause Ehe game.
Choose <<Aesume>> ko keep plauing the game, or choose

<<[pkions>> ko open bhe in Game Options Menu (where you can
adjusk game volume, ameng obher bhings). Choose <<Level Seleck>>
bo save your game and move ko a different area. When you're Peady

to re-join Skikch, press (START) again.

SAVING THE GAME

Rabher bhan make Stikch do somebhing he Ten's very good ak - like sib
sbill while you save the game - Disney's Skitch: Experiment B28 saves
aukomatically! When you leave a level by choosing <<Level Seleck>> From
the Pause Menu or by reaching the keleponken, your progress is saved ko
the current MEMORY CARD slob. Once you've selecked a saved game slob
ak bhe skank of your First game, uou

never have ko worny aboub

saving again.

STITCH'S ENEMIES

Just ko give you an idea of whak you'me up againsk, below you'll Find a
brieF lisk of some of Stikch's enemies. You'll Find ,
plenky more as you explore the galaky.

SOLDIER

Standard issue space-soldiers
in combak armor. Slow, nob
koo smark, and lightly armed.
They'll puk up 2 Fight, iF only a

brief one.

HEAVY SOLDIER

These are boughenr, smarker and skronger
than regular soldiers. They are so heavily
armored bhab bhey are impenrvious bo
Stikeh’s shoks! They are equipped

with powerful, heak seeking rockets.

FROGBOT

Large, Flying roboks with an impressive
looking strafe abback designed and builk by

the milikary. Many privabe securiby Firms use Bhem
too, so bhey are common. They're dumber Ehan
Soldiers and only a bik
tougher. The lack of
complex sensing
equipment leaves
them vulnerable
ko sneak akkacks,
especially From behind.



E]@ WALL GUN

Wall Guns, with their rapid rake of Fire and
sknong plasma bursts, are bobally impervious
ko Skikeh, even his ball slam! Like :
Frogbobs, bheyne machines with limbed
inkelligence and bheir sensory
devices menrely Erack mobion, making
them easy ko diskrack.

GREEMA

Cute, cuddly Greemas are Found everywhere, and “
normally bhey wouldn’t be included here in a discussion

of Stikch's enemies. However, On Habbitrale has infected
some, (quite a lok of bhem, in Fack] with mubank genebic
code. The sick ones look a likkle odd (Habbikrale Tsn't
halF the scienkist dumba is), buk when Bhey Fully
mubake bhey're awful
looking beasts, neanly
three Limes bhe size of
Stikeh. Their hides
are very bough,
boo bough For
Ray Guns.

BUZZER

They look and Ply like giant dragenflies,
buk Buzzers are more like eommon
household Flies - pests ko
gek pid of with a swak (or
a blast From all Four Ray

Bunsl. Nothing more bhan
annouing when you've gob bebken
things bo do.

STITCH'S "FRIENDS’
JumeA

dJumba, khe eccentric scienkist who specializes in genebics. He has an
aPfeckion For Skitch, somewhat like a parent's, buk since Stikch is a genebic
expeniment and nok ackually a child, Jumba ean be eallous abouk B26's
general welfare. Jumba doesn't enjoy seeing Skikeh hurk, Bhough it's nob
always cleanr iF his concern arises ouk of his

aFfeckion on his desire bhab his ereakions be |

supenion in every way. Afker all, a Flaw a
in khe enreakion means the ereakon
is himselF Flawed. He does nob
Eolerate suggestions bhat
Stikeh is nob Bhe most
powenFul creabure ever
ereabed in a lab. Jumba's
gok a shork Fuse -

he angers quickly, buk
even 2t bhe height of a
rage, he always manages
bo bake care of himself -
before he wonnies aboub
anyone else.

ERPERIMENT 621

Stiteh’'s immediake predecessor, B21 is envious of his younger sibling.
Perhaps he's well aware of the realities in Jumba's lab — laker experiments
such as B28 ape superior models, iF only slightly. They are more likely bo
be destined For greabness than bhe older models. 621 desperately wanks
ko please Jumba... and he won't let B26 geb inko his way.
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