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EARTH’S FINAL STAND

An Uncertain Future

A Failed Victory

Global Observer,

Evil from Outerspace
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GETTING STARTED

MEMORY CARD slot 2

MEMORY CARD slot ‘ﬁ
i

USE connector
S400 i LINK conneclor
controller port 1
controller port 2 -

dsc tray
RESET button

{OPEN) button

CONTROLS

Watching in disbelief. we’ve learned that, while the monsters seemed to
randomly and wildly attack. they actually seem to be in complete control
of their actions. Here’s a scientist’s analysis of how they pull off such

devastation.

Set up your PlayStation®2 computer
entertainment svstem according to
the instructions in its Instruction
sure the MAIN
POWER switch (located in the back
of the console) is turned ON. Press
the RESET button. When the power
indicator lights up. press the OPEN

button and the disc tray will open.
Place the War of the Monsters™ disc
on the dise tray with the label side
facing up. Press the OPEN button
again and the disc tray will close.
Attach game controllers and other
peripherals. as appropriate. Follow
on-sereen instructions and refer to
this manual for information on using
the software. This game is compatible
with the DUALSHOCK"2 analog
controller and the DUALSHOCK"

analog controller. Connect a

controller to controller port 1 of the

PlayStation 2 console when playving
with one pl:l)'vlk and connect
controllers to controller ports 1 and 2

when plaving with two players.

DUALSHOCK®2 analog controller
12 button

L1 button

directional
buttons

SELECT button

left analog stick

(L3 button ANALOG  START button

when pushed down) maode button

R2 button

R1 button

A\ button
O button
X button

O button

right analog stick
(R3 In
when pushed down)

The fn"nwill;: deseribes the default [:‘l'lll'lllt‘ _\] control |:|_\nul.

directional buttons . . . . . Move Monster

lefi analog stick. . ... ... Move Monster

right analog stick. . . . ... Free Look

@.bobton: - oo Heavy Attack

@ bolton: v siisasa i Light Attack/Shoot (when far from opponent)
@button. . ........... Jump

@button. . ........... Action [Climb/Gral/Throw/Catch]

button: v

button ... .. v e Free Look
ER button ... ........ Block
EE button + @ button

or ® button . ... ...... Counter
START. ... ... covnvmmmns Tause

SELECT . .oovnva v Taunt



GAMEPLAY SCREEN MAIN MENU

EXCLUSIVE PHOTO! This rare photo not only shows how much This is where the end started.
damage these [ierce beasts can cause, but also gives an indication to We used to watch in horror (and
their complex life force and strength. humor) at the classic black and
white movies — the giant monster
Health Gauge Aiming Cursor Monster Indicator and sei-fi flicks — in those

rickety driv theaters. Little
did we know how prophetie

Stamina those "B movies would be.
Here on this sere
world’s fate teets

brink of extinetion.

Gange

Special Attack

Indicator 1 player:  Find out what brought each raging monster to life in

them over and over in Free-For-All

.'\ll\l'linll' - 'Illilll'. II

and see how many opponents can be defeated in Endurance
mode.
No. of Wins

2 player:  Battle for ultimate supre - against another player and

even toss in some CPU controlled monsters for a chaotic

I‘l“ll- wonster I)l'a‘\']: \‘.ul('l] il] amazement
Health Gauge: This indicates how much life is left in a monster. screen view merges into one!

< the =plit-

Stamina Gauge: Watch this gauge as it determines how much energy

Options:  Visit the “snack shack™ to customize various settings and to

a monster

to attack with. A flashing gauge = S
SR % Tl also Load and Save Settings.
indicates the monster can enter rage mode.

See pp.13-14 for more information.

I.“(l{l same: Rilil] ”'Il' l]l'i\'(' 1 I'I'I(I\'i("!i pl'l)j('l"{ll' Il(l'll!i('. rummagze

e film bin and load the latest saved
ed items.

Special Attack: If this has a pulsing “red” square in it. the monster through the clas
has the ability to launch a Special Attack.

See p.12 for more information.

game ill'lll unloe

Unlocks: Bll_\ new monsters, extra monster “costumes”, 2 [IIH_\I'I‘
Monster Indicator: This color cirele not only indicates the direction of levels and mini-games with the Tokens earned while playing
the monster. but also indicates its current health in 1 lllil_\t'l‘ Adventure mode. The more destruction. the
status. Starting at a “healthy™ green. the color will more Tokens!

eventually change to “red” indicating that the
monster is low on health Note: All Tokens and purchased Unlocks will be lost when the console is
turned off unless they are saved to a Memory Card (8MB) (for

Station*2). You can s:

No. of Wins: Available in Free-For-All, Endurance and 2 player
maodes, this indicates how many consecutive wins

ve your curr *nt game progress

\li\'!'l]llll'('

Tokens and purchased items after each level in 1 play
each monster has. maode. or with the “Save Settings” in the Options menu.

ng Cursor: This unique tar
monster to pinpoint its line of attack.

llll'lg rl'thll'l' il"l)\\ﬁ l‘ill';'l




OPTIONS MENU

GAME MODES

The good old Snack Shack!

The Drive-in’s snack bar had just
about everything...everything
except the weapons we needed to

PRESS @ FOR MORE

! ; PLES @ 0k MOTE
stop these rampaging behemoths. ; g.iﬂlfw STERED MOND

Note: The options highlighted

red al’l(l l'll!l(] are tll(' (]l‘rﬁll]t L P VIBRATION

settings.

Difficulty:

1P/2P Controls:

Aundio:
FX Yolume:
Music Volume:

1P/2P Vibration:

Load Settings:*

Accept and
Save Setlings:

USIC VO LUME =
1P VIBRATION 8 0fF

o
104D SETTINGS
ACCEPDAND SAVE SETTINGS

Select from EASY. MEDIUM or HARD.

Press the ® button to aceess three different
control schemes — scheme A. scheme B and
scheme C.

Select from STEREQ or MONO output settings.
Adjust the Sound Effects volume.
Adjust the Musie volume.

Turn ON or OFF the vibration feature of the
DUALSHOCK 2 analog controller.

Load saved settings from a Memory Card (8MB)
(for PlayStation®2) inserted into either MEMORY
CARD slot 1 or MEMORY CARD slot 2.

To save the Options settings. earned Tokens and
any unlocked items. insert a Memory Card (8MB)
(for PlayStation®2) with at least 68KB of space
available into either memory card slot. Press the

@ button to initiate the save and select the

ﬂ!l!ll'l)!ll'iﬂh' memory 1‘ill'(| .‘il(I'A

# Note: Any settings or unlocks saved onto a memory card inserted into
MEMORY CARD slot 1 prior to turning on the console will
automatically load when the console is turned on.

MONSTER MYSTERY DEMYSTIFIED!!! Those ravaging beasts
strategically decide what, where and how they will cause the most
destruetion! We at first thought evervthing was random, but it has now
been seientifically proven that they choose their battlegrounds and which
monsters can and can’t participate. One thing we know for certain —

the more monsters in a battle, the more destruction and chaos!

Note: On the Monster Select sereen. the numbers (1. 2. 3 and 4) that
appear are the available costumes. Initially. vou will only have

ess to costumes 1 and 2. You must purchase additional costumes

through the “Unlocks™ menu (see p. 7).

1 Player

Adventure:  Select a monster and prepare for a destructive remake
-fi movie. If the
monster survives l|ll'nug|1 every chaotic batle, it"ll
discover how it was brought to life.

ace:

(]f '\'ﬂlll' rﬂ\'(ll'ill' ('Iil!'.*'i(' giunl monster/sci

Free-For-All: * First decide on the number of CPU (computer
controlled) monsters (up to 3).

*

Choose the “win™ mode — Sudden Death. First to X
wins (where “X7 is any number between 1 and 10).
or Unlimited Play.

»

Then ;li('k a monster (and CPU monsters).
Then choose a city to battle in.

Endurance: F,\'Pr_v monster thinks it’s the master of all monsters.

Here's where they test their destruction skills against
1]

an t'l'l(”i’!i!i IH'ISI“III'_{!'I[ uf opp ments Sl‘(' ]'Ill\\' many

monsters can be l-mlqm-n-ll with just one life.
2 Player
Free-For-All: The ultimate battle for bragging rights! Each player
selects a monster. up to two CPU {l'nm]nm-r controlled)
monsters, and a l'il}' to decimate.

Elimination: Here’s the most hrutal championship of monster battles
ever! Select the number of respawns (rounds) to ﬁghl.
Then each player selects their first monster to battle
with. After each respawn. the loser must select a new
monster to try and 1n||||||* the winner.

Mini-Games: Use the Tokens earned in 1 player Adventure mode
to buy three different mini-games to play against -]
a buddy.



BRAWL TACTICS

Scientists have learned — through keen observation — that these raging
monsters have numerous brawl tactics to clobber their opponents.
Whether destroying military defenses. buildings or entire cities, these
monsters seem to have been born with an innate ability to fight.
Here’s an outline of their abiliti

BASIC MOVES

ATTACK!

Target Lock Opponent

Holding the XN button + button will lock the monster’s
nearest opponent or onto the monster closest to its .-\iminj: Cursor.

ight onto its

Ground Smash
After knocking an opponent to the ground. a monster can further
pummel their opponent by pressing either Attack button when next to the

downed opponent.

Rising Attack
After getting knocked to the ground. a monster that presses either Attack
button, will perform a ri

ing attack as it gets back onto its feet.

Grapple and Throw

All monsters have the ability to grapple and throw their opponents. Press
the @ button to pick up an opponent and then press the @ button again
to throw them! They can even press either Attack button to get a few

quick hits in. Grappled opponents can escape by rapidly pressing the
controller buttons.

DEFEND!
Climb
Pressing the @ button near walls will allow monsters to dig their elaws

and fists in deep and start elimbing. The monster can move in any
direction once it’s attached to the wall.

Block
ER hutton — This will block almest every attack.

ADVANCED MOVES

Dash

Some monsters choose to trample their opponents! Quickly press forw
(the direction the monster is facing) twice and hold to Dash. To ram its

10 opponents, press the @ button while d:lshiug.

Stun Hit
If a monster presses the ® button and £ . it will execute a special hit that
will dizzy its opponent (indicated by the “stars™ spinning above). Keen

monsters will follow this stun with a few more pulveri smashes!

l‘]l]wl‘l‘lll
.'\l!\'il]'l('('il monsters “i]l l|'_\' to up[l!‘l'('l‘l l]l('i]' llllplll'l{‘l'll.‘ I'I)' Ill'l‘!i!iil]"__" l]'l('
@ button and # to send their hapless vietim flying.

Shove
A monster in tight quarters has been known to press the @ button and 4
to give itsell some fighting room. This is also good for linking a combo hit!

Juggle
\‘I! yve seen l)l'l]!' a !-'1’!('1" r('\\' monsters !“'('F.‘i li'll' @ ])'II'[('I]'I a]'l(l ‘ o l\'I'IIH‘]\'
their opponent up into the air. Another opportunity for a combo hit!

Dive Attack
At the top of a jump. a monster can press f and the @ button to come
('rashulg to the grlmnd.

Air Recovery
After getting socked and sent flying through the air. a monster can press
the

button just as its shoulders are aligned with the ground. Doing so
will make it land on its feet. This will save it from sustaining additional
damage.

Counter
Holding the EEE button and pressing either Attack button just as an
opponent is about to attack will trigger a Counter. This

will stop the
attack and stun the opponent. While their opponent is stunned. monsters
often unleash a fury of punches. kicks and throws.

Catch Objects

; monsters have dc-\'vlu!n*d the a||i|il_\' to catch nhjﬂ‘lﬁ hurled

at them from great distances, Pressing the @ button at the right time will
cateh almost any object thrown their way. Once in their grasp. monsters
will hurl the object right back at unsuspecting opponents!

Batter Up
Equipped with a steel girder, column, or other object. many monsters
swing like mad! But additionally, they’ve been known to bat back any

11

objects thrown at them. Timing is erucial!



SPECIAL ATTACKS

ginally thought that these hrutal beasts could only pound and kick
each other. The latest news indicates they all have a phenomenal ability to
unleash a devastating Special Attack! With a power-up stored (look for the

‘red” square next to the monster icon). each monster can unleash
al Attacks.

milsing
=

one of two different devastating Spe
Long Range Special Attack
Monsters can launch a Long Range Special, by simultaneously pressing the

@ button + the @ button.

Short Range Special Attack (a.k.a. “Crowd Control™ special attack)

To blast a “Crowd Control” Special, monsters simply need to
||~m|:-'l} press the @ button + the @ button. T

damaging several monsters at once as well as giving the

simult is attack is great for

o monster

extra room.

Note: To replenish a Special Attack. the monster must either
collect a Special Attack red sphere pick-up or collect enough
“blue” Stamina sphere pick-ups to fill up it Stamina Gauge.

mina can also be generated by using objects (i.e. griders. cars, ete.)

1g the fight. Onee the Stamina Gauge reaches the top and fMashes,
it will replenish its Speeial Attack.

PICK-UPS

Keen observers will notice that these monsters fight not only with their

fists and claws. but also with weapons strewn about the battlefield. They
anny ability to use their environment to th

can grab and use any item highlighted with a gl

have developed an ur
Monsters

advantage

“areen cin

WARNING: If you see any of these weapons lying around you'd hest stay
clear, as the monsters have heen known to crush everything in their path
Lo gr ab them.

WEAPONS
There are several classifications of weapons that can be found in the

environment. The monsters tend to experiment with each to find out

which is best for pummeling their enemies.

12

CLUBS

The first type is the “club™ style weapon. These include
steel :_'u'dt*r.-'. stone columns, ete. Press the @ button or
the @ button to swing them like a club. Press the @

button to throw them.

SPEARS

The second type is the “spear” style weapon. This includes
]'lll!ill antennae. :‘fl‘l'l Ililll’i. ete. .I‘hl‘!‘l' ‘\l'ull(l]l!‘ are ::l‘ll(l
for 5'""“""'!“_’ (l;l}ll?nl‘ll‘i. -]-l'li"l'l' I|il\'t' I'Il'('n 51’\'1"'“[ I'l'll‘ll'll'{l

incidences of monsters throwing a “spear”™ and impaling

other monsters to stun them. If thi ||;||r]}t-u.~u the i|u|lza|v(| monster will t ¥

frantically to remove the spear. While it’s stunned. the offending monster

1 that inl|m|m| monsters

W iil ll"\ tir lill {'K!(’l]."i\'t' (Ill]llﬂgl'! \\.€‘.\'l' ﬂl!\'(l Il’l
will rapidly press the @, ®. ® and @ buttons to remove the spear.

MISCELLANEOUS WEAPONS
Last is the basic "llll'mn'iu;_'" type. This includes cars, rubble. rocks. ete.
These have been known to cause damage to everyvthing. They are also ideal

for distance fighting.

MISCELLANEOUS PICK-UPS
Question Mark

Cloaking Cube

This alien ereated pick-up

will be given to renders the collector

any monster that temporarily invisible and also

collects this icon. prevents it from being “Target

Locked™ ]i} other monsters.

HEALTH

Flll'llillﬂll'l_\ I‘l)]' us, 1'](‘:‘!' monsters l|l> !-Ilrrl"l' severe 1;

of

age. [;{ Haus
di

| give “+5" points

this. they often scour the battlefield in
of “green” Health pick-ups. Small g
of health, Medium and large gree
and “+1007 points of health, respectively!

rent types

adioactive” pick-ups will give

Many monsters will snateh them up even in
good health to prevent their enemies from
collecting them! +3 +25 +100



STAMINA ROBO-417

In addition to Health concerns, Stamina has been known to be px!rvluv})' An itary war robot whose time ended at the demise of the

illlpul'lull'l for several reasons. First, it allows the monster to shoot other atomic age. Robo-47 ]ul('l\':f- I'It"il\_\ gauge steel |l|ulin-' and

monsters from a distance. Second. it Fives e ch monster |lum'hi|lg and armaments once l||n||;:|'ll to be the lnilllulf'h- of mo n
ability. Finally, if enough Stamina pick-ups are collected to max technology. But Robo-47"s shortcomings only reside in its

n Ill' |Hll‘k§ l’ll{lll_ II [Illl'll‘ll

out its St
refill its Special Attack. but Taunting will unleash its “monster rage™.

amina Gaunge (it will start to flash). the monster will not only dated appearance. His Ator
to level a building...and the surrounding city block.

allowing it to move faster and do more damage.

AGAMO
To recover nina. these monsters will search for three different types Agamo’s massive stone structure is helieved to be the work
of “blue” Stamina pick-ups. Small blue spheres of a civilization that vanished eons ago. The fire burning in
will ;.‘.i\'t' ) [I(lilllri of Stamina. Medium and its eves and head hint at the rage that has t-ngtlfﬁ‘tl its soul.
large blue “radioactive™ pick-ups will give Agamo can effortlessly control the molecules binding its
=+25" and + 1007 Stamina points. respectively! 43 +25 +100 rock hody together and create a large boulder of massive

destructive capabilities.

MONSTERS!!! ULTRA v

apers. radio and television shows across the world.

robots

Cquipped with

As reported in new
these monsters thrive on the destruction of evervthing around them.
They want only to erush buildings, hurl cars and destroy one another.

state-of-the-art eye lasers, space-age metal. rocket firing
fists and an energy sword. Ultra V is ready to eliminate
any threat to mankind. Now with a mind of its own. there
tructive

ittle to prevent it from unleashing

WARNING 1o all Citizens: Be on the lookout if one comes erashing into

your neighborhood. You are advised to run the opposite direction.

ll'l‘lllllrh-g} ¥

A monster protected by the cooling of its molten hot lava.

TOGERA

Togera is believed to be a descendant of the gigantic
.\[u;:mn sprouts four arms and a clm-p desire to scorch the

(Iil'll)!-?ll 'S lllilf once ]'(]illlll'{! Ihl’ G‘AI]'l]'I n ﬂinm& III‘ years ago.

I'lil]'l]'l. “Ill!'ll it lll'll("ll!ill('." its f ous \lIIl'ﬂlll}-lll."]Til'l‘(I

urvival drives it

Now. it is possibly the last of its speci
Special. a hail of lava and fire will come pouring from

to fight savagely — morphing its body to protrude deadly

the :.-k'\_

“hone” spikes and spitting deadly streams of en

NETIC

A beast of pure energy. its orig
ize that the electricity somehow

PREYTOR

Onee a deadly carnivore in the i
|
experiment gone awry. Armed with piercing appendages
and an ability to regurgitate a parasitie life form. this flying

in remains a mystery.

“l}]'l{L '1

reyior
However. scientists the

1 result of an

mutated into a savage monste

nge fu

mixed with an organie life form to produce a st

of organic il]'lll t‘}t'll]l‘]ltill mass. Sll'il]lgt'l‘\'- li'll’ SIISII{’IIIII‘(I

all in the center of its body appears to be immune to
ty that radiate from its body during
s claim that the effective

monstrosity feeds on destruction.

the surges of elee
CONGAR its Special Attack. F

range of these electrical bolts can span entire cities.

Cong; a super-gorilla fueled by anger. astronomical
satiable revenge. Along with his extreme

strength and i
reach and destructive punches, his Sonic Roar is
14 extremely damaging at close range.
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