JOIN RYNN. A BRAVE ¥ 3
WARRIOR. AND HER FEARLESS
COMPANION AROKH. ON THEIR
CQUEST TO SAVE CIVILIZATION.

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

Coming Winter 2002

OVERCOME CBSTACLES AND
ADVERSARIES TO GAIN SKILLS AS
A HGHTER. ARCHER OR MAGE.

FIGHT YOUR WAY THROUGH
MULYIPLE ENVIRONMENTS
INCLUDING AN ARCTIC TUNDRA,
SWAMP LANDS, AND A
 FORGOTTEN. DECAYING CITY,
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WARNING: READ BEFORE USING YOUR PLAYSTATION®Z COMPUTER ] —F

ENTERTAINMENT SYSTEM |
A very small percentage of individuals may amuitnu epileptic seizures when
exposed to certain light pattems or fiashi l; Eﬂd re to certain
backgrounds on a television screen or while playing video games, including gan
r layed on the PlayStation 2 console, may induce an lplieplic seizure in {hese
ndividuals. Certain condilions may induce previous r%u-umam epileptic
symploms even In persons who have no hist r seizures or epl&e . if you,
or anyone in your family, has an epileptic con |tlon consull your pl n prior 1o
playing. If you experieace any of the followi toms while play nu a video
game - dizziness, allered vision, eye or muscle twilches, loss of awareness,
disorientation, any involuntary movement, or convuisions — IMMEDIATELY
discontinue use and consull your physician before resuming play.

WARNING T0 OWNERS OF PROJECTION TELEVISIONS:

Do nol connect rnnr PlayStation 2 console 1o a Imliedioa TV withou? lirst consulting
the user manual for your projection TV, unless of the LCD type. Otherwise, it
may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherials not authorized by Soay Computer Entertainment
America may damage gn-r console and/or invalidate your warranty. Only official or
licensed pogphmls should be used in the controller ports or memory card slols.

HmIJLING YOUR PLAYSTATION 2 FORMAT DISC:

This dise is intended for use only with PlayStation 2 consoles

with the NTSC U/C designation.

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

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

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

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

Never use solvents or abrasive cleaners.

1C0™ Tips and Hints

-3&T

L

PlayStation 2 Hint Line
Hints far ail games produced Sy SCEA are avalatie

Within the U.S 1-900-333-50NY (1-900-9G3-7669)
S0 &S/min aulo hints, $3.56-$16.95 loe Sps by mall (seiject 1o svalababty),
$5.00-520.00 f2r card secharge

Withia Canada: 1-900-451-5757

$1.50/min. auto hists.

For 1S caliers, game counsedons are avislabls SAM-SPM PST, Menday £ridey. Astomated suppon is aealable
2lhmrnr.l.r; 7 days 2 week Live support fo Conads net avaitshle & this Bime, This hst Ins supponts games

d by Somy O frer Enter America. No hirds wil bt ghwen on our Gonsumer Senvice Line.
Cabers unttr 12 years of age, plaase cheain permission drom a parent of puardion bedare caling. This senvice
FQUITES B Tough-done phang

Consamer Service/Technical Support

1-800-345-SONY [1“-3450099}
cmmrwmmmmmw diatizn or penerd g the PayStatien 2
cotanie Ind £s . Rep are avakable Saturday GAM-IPM PST, Smn.r.« TAMEPM PST

PlayStation 2 Online: www.scea.com
Qur i 15 Swargs Bot! Vsl our weliite 3nd Tnd oul whal's hagpening — niw LRes, adw products and e
lalest imfermiation about the PlayStation 2 computer eatertairment system.

Sony Computer €ntertainment America (SCEA) warrants
e the origmal purchaser of this SCEA product that this
software 15 free [rom delects i material and workmanihip

of a period of ninety (90] days from the origina date of
purchase. SCEA agrees for a period of ninely (90) days
either repar or replace, o s option, the SCEA producL
You must call 1-800-345-5SONY to receive instructions to
obtan repas -’rep!a;enwnt SETVICEs.

This warranty shall not be spplicable and shall be void if
the defect in the SCEA product has arisen through abuse,
unreasenable use, mistrestment or neglect

THIS WARRANTY IS IN LIEU OF ALL OTHER
WARRANTIES AND O OTHER REPRESENTATIONS
OR CLAIMS OF ANY NATURE SHALL BE BINDING
ON OR OBLIGATE SCEA. ANY [MPLIED WARRANTIES
AFFLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING
WARRANTIES OF MERCHANTABILITY AND FITNESS
FOR A PARTICULAR PURPOSE. ARE LIMITED TO THE
NINETY (90) DAY PERIOD DESCRIBED ABOVE. I
MNO EVENT WILL SCEA BE LIABLE FOR INCIDENTAL
OR CONSEQUENTIAL DAMAGES RESULTING FROM
POSSESSION, USE OR MALFUNCTION OF THE SCEA
SOF TWARE PRODUCT.

Somne states do not dllow himitations as Lo how long an
wnplied warramty losts andfor exclusions or limitations of
consequential damages, o Lhe sbove limitations and/or
exclusions of labdity may not apply to you. This warranty
gives you specfc feqal rights, and you may also have
other rights whach vary from state Lo state.
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MUSIC AND SOUND
Sound Designer

Saund €ffects

Music Supervisor
Compaser

Music Arrangements
Recording Coordination

Recording Studio
Engineer

Voice of 1CO

Voice of YORDA
Voice of the QUEEN
Voice Production

e MEMORY CARD slot |
r—— MEMORY CARD slot 2

; - — disc tray

RESET

bultoen

—— (OPEN)
butten

Subtitles
Technical Cooperatien

11
S USB connector T
l = 5400 i LINK cannector -
L——+— controller port | -
“— controller port 2

Overseas Coadination

SCEA

Set up your PlayStation®2 computer entertainment system
according to the mstructions in its Instruction Manual. Make
sure the MAIN POWER switch (located on the back of the
console) is turned ON. Press the RESET button. When the
power indicator lights up, press the open butten and the disc
tray will open. Place the ICO™ disc on the disc tray with the
label side facing up. Press the epen button again and the disc
tray will close. Attach game controllers and other peripherals,
as appropriate. Follow on-screen instructions and refer to this

Producer
Assistant Producers

TEST STAFF
Director, FPQA
Senior Aanager. FPQA

PRODUCT DEVELOPMENT
VP of Preduct Development
Director of Product Development Connie Booth

Masaaks Kaneke

Masaaki Kaneke, Kerichi Kitahara

George Asahi

Michiruy Ohshima, Pentagen

Pentagen

Lynne Hebday (ORTUS PROCUCTIONS JAPAN)
€mari Mamiya (TOUSHITU $€ISAKU CO.. LTD.)
MASTER ROCK STUDIO (Lenden)

Reland Herrington

Kazuhire Shindeu

Rieko Takahashi

Misa Watanabe

Miho Kawagee, Shinsaku Tanaka
(TOHOKUSHINSHA FILM CORPORATION)
Hideo Sato ( A ML, )

Junichi Kobayashi, Satoru fukui,

Toshitake Tsuchikura, Kop Mitsuda,

Asako Sanada

Katsuhiko Kanazawa. Masaaki Dei.

Tsubasa Inaba, Mikike Ckai, Koji Saito

Shuhei Yoshida

Darren Yager
Ron Allen, Ken Chan

Michael Blackledge
Ritchard Markelz

manual for information on using the software. Core Manager, FPQA Sam Bradley
Usability Manager, FFQA Christian Arends

E Technical Coordinator, FPQA Ara Demir juan

Memery Cﬂfbj : Project Manager, FPQA Nicole Nnkjes

Ta save game settings and progress. insert a memory Project Coordinator, FFQA €ric lppolito

card (for PlayStation 2) inte MEMORY CARD slot | or Lead Andrew Waodwerth

slot 2 of your PlayStation 2. You can load saved game . Teders €ricson. Babaran:
data from the same card. or any Memory Card (8MB) Raymend Chung.
(for PlayStation 2) centaining previously saved ICQ Lenny Gordon.
games. For informatien. see "Couches and Saving Game Ryan Goraspe,

Progress™ on page 13. Andrew Jennings,




SCEI
Director

Preducer

Exective Preducer
Supervisor

Game Design
Planners

GRAPHIC ARTISTS
Character Animation

Backgreund Artists

Character Design

PROGRAMMERS
System Program
Characters & Objects Program

Motion System Program
YORDA Al Program
Draw €ngine Program

L& Visual Program
Tools Program

Scripting
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Fumito Ueda

Kenji Kaido

Yasuhide Kobayash:

Akira Sato. Fumiya Tekeno.
Masatsuka Saeki

Fumito Ueda

Junichi Hoseno. Ket Kuwabara,
Tsuternu Koune

Atsuko Fukuyama. Takeshi Ambe
{ICO.YORDA QUEEN)

Mizuki Muramatsu (SmokeMan,|CO)
fFumite Ueda (Lead Animator)

Kazuhiro Numata, Nanake Ohmura,
Chikara Uene, Mitsuhire Shimooki,
Katsuhire Abe. Atsushi Morioka,
Tatpurou Hachiya, Mikike Takeda,
Kaihei Hayano. Tsutomu Keuno
Fumite Ueda, Chika Fukui.

Kazuhire Numata, Mitsuhire Shimooki

Jinji Horaga, Fumiaki Hara
Shotare Omeri, Happme Sugiyama,
Toshihiro lto

Hajime Sugiyama

Shotaro Omert, Jinji Horagai
Takuya Seki

Hajime Sugiyama, Takuya Seki
Teshihire Ite

Junichi Hosono

DUALSHOCK™2 ganaleg controller configuration

L2 button —— - 582 batton
Ll button — R1 butten
directional !
button
. “— A butten
left analog stick ————— K
(L3 button when pushed down) L 0] ?ulton
SELECT button ) Eo X bulten
ANALOG mode button — [ butten
ANALOG mode light -
START button ——————eee |
right analog stick =

(R 3 button when pushed down)

Basic Contrels

| Start/Pause GAME..o.uecuvoserereressisesns START button

Select menu item ... o.Directional butten UP/DOWN
B butten

Conlirm selection.............cocrvnnnn.




Jump up.. :
LunqelStnke- w:lh weapon......
Release... nsso spatiat
Pull up and st-md

Climb chans/plpes.... :
Slide down chams/pipes ...........
Meve while hanging....

Hald Yorda's hand/Call hr.-rf‘
Pull her up .. :

Activate mltch/Tl\rev« !ever
Pick up objects or weapens...

Throw objects..........coccviiienee.
View surroundings..........cooou...
B OORTY CRITHETE sosshsnensseupssmsesssasees

L

.left analeqg stick(analeg

w10 walk,
the sensitivity of the analog

Wleft

v 3B VRN v F P (SR
IS v Tont i 3 ¥

sensitive), Can also be done
with the directional pad

you can either use
stick or hold the @ button

down and move with the
directional pad or analog stick.

corern B button

@ button

w03 button
Lleft analeq stick + & button
wleft analeqg stick UP

left analeg stick DOWN
left analog stick + @ button
analeg stick

+RI butten

@® button

® button
.® button

right analeg stick
R2 butten

ST I I Ve A ST Va0 T A
TR DTRRE | TF T S laar
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lce’s nightmare started
the day he drew his first

" breath. In his village, the
birth of a nermal child is
a seurce of happincﬁ and
relief, Proud fathers show
eff their new offspring.
reassuring themselves and
others that this time, the
curse has not left its
mark. But some births
bring suspicion and fear.
Once in every generation,
the curse arrives with the
birth of a special child
born with tiny horns
julting from his head.

With word of a cursed birth, fear leaps frem person to persen like
a plague. The whole village settles inta a state of quiet. suspicious
panic. Any misfortune that befalls the village is blamed on the
child with horns. If a crop fails or an illness strikes, he is blamed.
€veryone wishes for the day of the sicrifice and the return to
good fortune.

fFor lco that day was his |2th birthday, When his horns grew large,
the villagers knew that it was time, The elders would sacrifice 2
him to keep the spirits frem harming the village. In the morning,
faceless horsemen arrived and took lco away, riding deep inte
the forest and beyend. The journey ended st an ancient

fortress ruin that stoed crumbling against the harsh

grey weas.




Inside the fertress. stone crypts stoed stacked in the
massive fortress hall. A horseman placed ke inte one
of the crypts and sealed the terrified boy inside. An
eternity of torment weuld surely follow.

But a twist of destiny granted a short reprieve.

A dream within a mghtmare showed lco a vision of ghestly
beauty that drives him to escape. ko realized that he

is not alone and be must free both himsell and this lenely

prisener. Indeed his only way out is with the beautiful girl
B named Yorda

The Sea

lco must descend underground to an ecean Tz
inlel where huge wheels churn under the | <
water cascading over the cliffs. lco must
find his way up through the waterworks
lunging from gear to gear in search of a
path out. Then he will descend below the
castle aut onte the cliff face as an ever-narrowing path vanishes,
leaving Ico in a free-climbing nightmare. He must hang onte
slippery rain-scaked rocks hundreds of feel in the air carefully
looking fer hand helds in the dim light. Discovery of a pipeline

means he survived.

The Queen

The time of transitien is near and the Queen plays her final card.
She erders her Spirits to destroy lco if he insists on interfering,
lco. who came to the castle as just ene more sacrificed soul, now
stands as a threat to the Queen’s very existence.
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Symmetry

Travel a leng windblown parapet atop

a sky-high castle bridge te enter the

first area of this baffling puzzle.

Terror gives way o frustration as

lco tries to figure cut how to open

huge circular deors that serve some
unknewn purpose. Symmetry is
really two sides of the same riddle,

: ene left and one right. lco will
confrent the other side later. The spirits level a furious effert to
reclaim Yerda while pounding Ico to the ground. A better weapen
would even the score as the spirts become bigger and meaner
Another cage awaits and the Queen prepares to take a persenal
role in stopping the escape.

An ancient Queen rules the castle and her body is beginning to
fail. lce must take Yorda out of the castle before the evil Queen
can stop them. He will learn quickly that the shertest distance
between two places is a perilous detaur. Centuries of disrepair
have turned the castle into a death trap and many escape routes
Water & Weee are hidden magical pertals that must be opened by complex

8 Water moves toward the sea but actiens, lco will literally crawl the walls in search of a way eut.

& where it comes from is a mystery. Througheut the castle, spirits erupt from the floors to capture the
Begin by solving the puzzle of the princess and Ico must fight them off. €very twisted towering
waterfall. It s easy for Ico te move staircase and stone block of this castle tornb is the PIQ(Q of a

% through this area. but finding a path puzzle. €ach torch and shaft of light illuminates another mystery.

for Yorda is nel. Next. descend into Every open window, dangling chain and razor thin escape is the
i the rock und@rgrounc that supports invitation to one more riddle.
B2 the castle and move toward the

seaside cliffs. Peril returns as lce Solve the puzeles er join the tormented spirits forever.
tries te figure out how to cruss decaying wooden catwalks that
lead to the outer reaches of the castle. Huge leaps are your
only hope for moving forward, The fortress juts straight out
£ of the cliff here and seme connecting walkways have
crumbled into the ocean long ago. €xploit the decay
and anciemt machinery to travel this confusing and 1
deadly area. : !



Press the START button to display
the Man Menu. Press the Direclional
butten UP/DOWN to make a
selection and press the € button.

New Game

Begin a new game.

To load an ICO game in pregress:

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

2. On the Lead game screen,
press the Directienal button to
select the game you want to
continue playing and press the

6 button

Note: See "Cowhes and Saving Game
Progeess” on poge 13 ta fawrn sdout
MIVENG GWDE PrOGEES.

Learn the art of the detour in this
first puzele. lco dreamed of her, and
now he must search for Yorda in the
cage. There is no exit from this
towering tomb without her. If lco can
even [ree the girl, smoldering spirits
will not waste a moment before
attempting to snatch her away. Take
the time Lo learn how to quide Yeorda.
Discover when she will fsllow and
when she needs to be grabbed and
rushed out of danger (Rl button). If they can make it outside.
a commanding view of the castle complex will hint ot escape
routes. The sacrifiaal tembs stand isolated from the castle. The
only hope of escape is a rail trip right te the heart of this
bewildering prison.

Fear of Falling
The fear of eternal cenfinement
gives way to the terror of falling
Scurry slong the high crumbling
battlernents on the cutside walls
where a miscalculated leap means a
descent into oblivien. Yorda and lco's
fate may lie in the strength of the
other’s grip. It is here that the spirits
make a relentless show of force as
lco attempts Lo puezle oul a solution
to the drawbridge.



Press the START button te pause

the game and display the Pause 1
Screen. Press the Directional butteon S
UP/DOWN to select an option and
press the & butten.

N Several threats loom in the Castle: Options S

2ij l. Press the Directional butten
"~ o or Yorda suffers a fatal fall UP/DOWN te highlight an option,
Ico or Yorda can survive short falls. After a short fall. each will
get up and recover. But if the fall is too Tar, it will be fatal and
the game is aver.

2. Press the € button to change a
selting or open the highlighted option.

oL Sound
The Spirits capture Yorda. Adjust the sound velume.
If a spirit can take Yorda back to a portal and disappear into the ¥
[loer with her, the qame is ever. Vibration
Turn the vibration function ON/OFF.
Continuc Play

Key Cenfiguration
Hichlight a centrel action and press the button you want to
assign to that action. Select DEFAULT to undo any changes.

When lco er Yerda is mertally
injured, the Continue Screen
appears. You will be prempted

te continue the game. Select Brightness i ‘; ;
YES to continue play (rom the Press the Directional button LEET/RIGHT te adjust ‘\-—[., I
last couch where you saved display brightness. LU0 B
game progress b
 Exit 1
Return to the game. {

Ene Game
Quit playing ICO.



Swerds
lce can find
swords but they
must be won by
solving a puzzle.
They are far
superior Lo a
stick for [ighting
spirits and one

b carries essential
magical powers.

lco must escape the fortress
with the girl and save her

frem the Queen's evil designs,
Begin lco’s escape from his
sarificial crypt. He has to first
search out the girl in the cage
and attempt to free her by
escaping the castle. She is weak
and easily overcome by the
spirits who attempt to recapture
her. There is no way out of this

place without her. The whale T’"“‘“HS Bembs
fortress is designed ta confuse To use a bomb aqgainst a spirit er to clear an
and mislead the rare mortal that walks freely within its obstruction:

walls. Finding an escape route presents one pureling
dilemma after another. Some passaqes are merely blocked.
Others require dangernus detours. Many paths are invisible
until epened by some hidden trigger.
Much of the fortress has fallen inte
disrepair. Walkways may crumble
underfoot or chains may snap.

L. Light the fuse with a flame from a terch. Have lco
hold the stick up te a torch to light the end of it.
hen move the stick towards the bamb er pick up a
bomb and held it up to a terch.

2. Pick up the bomb by pressing the ® button.

Search the corridors, halls and courtyards
of the fortress and selve the puzzles within.
When lco and the girl reach a new stage in
the journey, you are shown a glimpse of
important elements as the camera pans
arcund the new envirenment. These views
hint at what is necessafi to complete

part of the escape.

3. Press and held the left analeg stick m the
direction you want to throw and press the @ butten.




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

There are weapons in the fortress lco can find to
help him defend Yorda. To attack with a weapon,
press the @ button. If spirits latch onte the princess.
lce can attack them without fear of hurting her.

Lunging

If lco is weaponless, he can drive his horns inte
spirits by lunging at them (@ button + left analag
stick). Weaker ones are somelimes sent sprawling.
Stronger spirits may respond by hurling lco across
3 room

The Stick

The stick is lce's
weakesl weapoen,
but it can double
as a torch should
you discover how
to light it. The

| stick will defeat
Spider Wraiths

I casily and can
defeat Sentries.

} Though he can
.St-.,l defeat larger spirits with a stick, they have a better
I chance of taking Yorda back te their portal,

The Quesn ane the
Prirneess

The Queen rules this fortress
of enslaved spirits. She has
the power over body and seul
of any who enter. Like her
underlings, the Queen can
take pure spirit form. But she
alse assumes human form by
inhabiting a body. The Queen
will send her spirit slaves
after ko and Yorda to feil any '
escape. But you can be sure, if lco proves reseurceful enought

to outwit this fortress, she will take a mere direct role in i =] =
dealing with him. S0 R o

Planning Out An Escape

B To scan your surreundings. use the right analog stick

Press the R2 button te zoom in on points of interest

Many important routes may
be high overhead. Look for
handholds on walls, broken
windows. pipes, chains or ledges
Peer into the darkness or use a
terch to discover useful escape
routes ebscured by darkness,
Gain insights into future
exploration by loeking off

in the distance when lco and
the princess are outside and
can view the rest of the
fortress frem a parapel or
other high position.



 Protecting the Princess

!{ lco leses the princess to the spirits. the escape is
= a fallure. Try to keep her as close and protected as
sible. The princess cannet ge every place that
€0 needs Lo go and he has no choice but to leave
er at times.

M To call the princess. press the Rl butten. If she is
able. Yorda will walk toward lco.

B4 To take the princess by the hand, walk up to her
and press the R1 butten. ko can pull her along with
him. Te release her. press the Ri butten again.

3 Sometimes the princess will have eneugh strength
to climb. Other times she will need help. To make
Ice bend down to pull her up te him, walk to 2
pasition close to a ledge and press the Rl butten.

i lce may bend dewn and grab the princess or she

will climb up to him.

ISl She may become diseriented
el ond wander away. leaving her
vulnerable to the next attack by
the spirits. If you do nel see the
princess, press and hold the Rl
butten to call et to her. If she
is within view, the carera will
shift briefly to let you see
where she is.

YA
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Sentry

Sentries are the size of a
grown man. They may Ury le
separate lce and the princess
before threwing her over a
sheulder and walking into a
portal. Sentries can dedge
some attacks or threw

up shields.

Other Spirits |
Occasionally. other apparitions will appear te battle lco and attempt |
to take back Yorda Do not take these spirits lightly,

Fertress Gheuls

These large hulking spirits
can knock lco across a
reom. They may attack in
pairs while pounding and

tossing lco <o furously he B
cannot counterattack. They [ ‘; :
often try to corner him ']E-W,
while another drags the k-

princess away. i



Spirits flow up through solid rack anywhere in the
fortress to recapture the princess and return her ta the
cage. Most are slew but all are relentless. Some attack or
distract Ico while athers drag the princess into a portal.
They must materialize Lo grab Lhe princess and are then
vulnerable to attack

Spioer Wraith
Spider wraiths
scamper around
madly without
allacking Yorda.
They may
congregate close
te her but seem
teo weak to drag
her away. But
when lco defeats o
larger spirit. they
morph into a
replacement

and attack

When the Spirits Attack

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

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

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

in the way.

Couches ane Saving Game Progress

Sit ko and Yorda down in couches to save game progress. Sit
ko down while holding Yorda's hand and she will follow. Both
lkco and Yorda must be seated to save game pregress

With lco and Yerda resting in a couch, the Save Came screen
will appear

I. Press the €3 butten with Y€S highlighted to begin saving.

2. Select the file you want to save the game to
3. If prompted to OVERWRITE data, select Y€S and press the
€3 button or select a different file in which to save the qame,

o T T




Much of lce's progress through the
game will invelve climbing and hanging
from ledges or chains to find routes through
the fortress. To jump up and grab a ledge, chain
or pipe. press the @ button

Laewers

@ Climb a ladder by
walking up te it and
pressing the left

R analeq stick UP. Te
climb down press the ==
left analeq stick DOWN.
{The directional buttons
can alse be used) 2

Lever Gates

T BT Find levers to open huge gates that block lco
PimE TR R TR and Yorda's way. You may find that others

can control these gates.

7

B The princess climbs or descends ladders with some
enceuragement. After she ascends or descends a ladder,
press the Rl butten to tell her to climb.

Chains

Jump While Hanging
from a Chain

lco can crawl up a
chain and jump etther
forward or backward
Once lco 15 ot the
height you want him to §
jump from, press the
@ button to jump back
away from the cham.




[o¢l Deers
ldol doors mark
the ?rnqrvﬂinn
from one stage
to the next,
Carved in themn
are images of the
sorry horned
seuls who arrived 5
befere lco. ko (s &
mertal and in o
most cases. cannet open an ldol Door. The Princess
Yorda, who straddles the real and spiritual world, can
epen these doors. lco may discover the secret to
cpening these doors himself at a later time,

Pressure
Switch Deers
Pressure switch
deors respond
when weight is
applied to the
pressure switch

in front ef them. ¢
Once lco and the

L ; ¥ princess pass
':‘ through them,

' they may slam shut. If there is no pressure switch
* en the other side, returning threugh them may
be impossible.

- 1

B To hoist lco up to stand cn the

N R L oA e

« lca can swing back and forth on chains to throw himself great distances.

«Alter climbing onto a chain, press and hold the ® button. Then press the

left analog stick back and forth (either LEFT/RIGHT or UP/DOWN) to
begin swinging.

18 To let go of a swinging chain, press the @ button.
I To slide dewn a chain, press the left analog stick DOWN.

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

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

The princess will leap with encouragement from lco. After he leaps
acress an epen area, turn lco toward her and press the Rl button. He wall
lean aver the edge and reach for the princess as she flies toward him

Meving While Hanging
Look fer horizental pipes or ledges
to hang from. Then move left or
right. When lco runs eut of room
to meve. look for mere handholds
directly above or below him.

@ To let go of a ledge and drop.
press the € button.

ledge he was hanging frem. press
the @ button
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