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WARNING: FFAD BEFIRE LSING YOUR FLAYSTATION® GAME CONSOLE

A very smell percentage of indivicuals may experience apileptic seizurs when exposad to czrzin light patterns
er flash ng lights. Exposure 1o certain patierns or dackgrounds on a telavision screen o while playing video
games, including games plaved on the PlayStatiar® game console, may nduce an epileptic ssiz.re in Hess
individuals. Certain conditions may induce praviously undelected edileplic symotoms even in persons wha
hava no history of prior seizumes o gpiepsy, Tyou, oF amygne in your amily. has an apiieptic condition,
congull your physician prior bo playing. If you exparience any of e following sympioms while playing a v deg
game — dizziness, allered vision, eye or muscls twitches, loss of awarenass, discrientation, any involuntary
ricvernietl, or ceavelsions — IMMEDIATELY discontinue use and consult your physician sefore resuming olay.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Da not cornect your PlayStaticn game conscle to a projeciion TV without first cansuling the user manual for
your provastion TV, unless il is of the LCD lype. Othenaise, it may permanently damage your TV screen.

HANDLING YCULR PLAYSTATION® DISC:

This compact disc s intended for use only with the PlayStation® game console.

Do mat bend t, crush it or submarce it in liquids.

Do niot feave it in direct sunlight or near a radiator or ofher sourca of heat,

Be surs to fzka an occasicnal rest breas during extended play.

Keeo this compact disc clean. Always holo the cisc by the edges and keep it in it

protective case when not in use. Clean the disz with a lint-frz, soft, dry cloth, wiping in straight lines from
certer to outer edge. Never use solvants or abras va cleaners.
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SETTING-UP

To play Colony Wars: Vengeance on your FlayStation® ngame consale;

1

Wl

oet up your PlayStation™ gams cansole in accardance with the instruction manual sugpplied with
the system.

Follow your system directions to open the Disc cover and place the Disc onto the hed o7 the drive,
ensuring the orinted side faces upwards,

Close the Disc cover. IT the console is swiiched ofl, press the POWER bulton to begin play. If the
Lorsole 15 alreaay on, press the RESET button.

There are a number of animated

seguences throughout Colony

Gonsole

Wars: Vengeance. These can be
skipped by pressing the €3 buton
or the START button on the
contraller,

Tap View

RESET BUTCON - P ATt IIJ'LIA R N I N El :
i by o ssecows |t is advised that you do not
DAL O — | i insert or remove peripherals or
e saneanry  EMAry cards once the power
— L wewnrvcannaar:  Nas been turmed on. Make sure
Fronl View f : : | I you have encugh free blocks on

| your Memory card before starting
DN TRCLL I PO 1 — N — play. Colony Wars: Vengeance
COHTROULER; PORT § ——————— uses 1 Memary card block




CONTROLLING YOUR CRAFT

All controls reterrad to In th
booklet are default settings.

[f you choose a different
Cont=aller cor [lu ralian, you will
need to allow for this ﬁ.hr g
reterring to the manuzl.

1

il {_JIBUTTON
[ 11 fwhiile in reve=se lew)
|

HEann |'|,'|5 T

| ] I::'_'-il R
'| Arii J fips

|| et g e, il SELECT, | BTART | |~ N .
I| 1 j AMALDG | e ||

&
o I|| secondary weapan
X BUTTO
Fire gur.

Ghangs wiew I_] EUTTON
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PERSONAL RECRUITMENT INFORMATION

“jlag held in this document zare essential reading for all pilots. However, novice pilots should pay
particular attention to the section headed *BASIC CCMEBATY.

Tnis file remains the property of the Navy Sector for Human Rescurces. The pilot whose details
appear celow is registered with the Navy and has been granted temporary possession of this filg,
thougk it can be reclaimed at any time and without prior notice.

MAME:Mertens
STATUS:Fighter pllot
PERSONAL WAR CREDENTIALS:

WMember of underground anti-tribe grouping committed to the end of civil war in Sol
Charged with non-military respensibilities.

- Received training in guerrilla combat Trom Decco Watt, organizer of the unotticial Force For
Unity an Earth.
Upgraded to Unit Leader within the FFUoE. Successfully defended a large farm compound under
attack from tribe warriors. Attended Kron's first public speaking engagement on Earth and
signed up for the rew Navy,

Undertook recannalssance duties for the nascent Navy. The success of these operations led to tull
military accreditation being awarded and Mertens entered the Navy as a fully briefed combatant.

Tra'ned in air warfare and was privileged to receive early notice of the intended warp hole cpening.

Currently involved in the clearance of remaining trice elements from Sol, Mertens is likely to be
a member of initial raids on the League of Free Warlds should the 3ol warp hole be opened successfully,




PERSONAL DATA

The Coleny Wars were gver, and the mighty Empire of my ancestors was finished,

Grushed a: the hancs of the tiny League OF Free Waorlds, it scarcely seemed possible that such 2 huge
‘orce, basea on Earth but governing colonies st-etched right acress the universe, could be defeatec oy

a small army of rebels,
But after years of bitter struggle, the League sealed the Fmpire into its own solar system, Sol, and

sentences the Earth, Mars, Venus and the rest 1o ar eternity of darkness.

Or so they thought.

Imprisoned withir Sol, those who were left split inte warring tribes and foraged for food, somenow
managing to sustain themselves despite tne m:sery and death arounsg them. We are their children, and
we remain here even now, hunary, angry and vengeful, acclaiming a new leager who zan carry us out

of the darknsass.

His name 15 kKron
He is our ‘nspiratior and salvation and we live by his words - “Tne time for suffering is over, The time

Tor vengeance s now.”

deyond Sol, the League Ot Free Worlds is as powerful as the Empire ocnce was. It doesn’t kaow that
war is about to engulf the universe again. But 1, Mertens, am ready to take my place in Kron's new
Navy, The League imprisoned us like criminals, but together, we will mske them pay. Togather, we wil

crush them forever.




BELIEVE IN THE LEADER

KRON, SUPREME NAVY COMMANDER

All Navy pilets are reminded that thay should be familiar with the background of Kron, our force's
aupreme Commander Without Kron, there would be no resistance ta the Leagua’s dictatarship znd
no possibility of breaking taeir grip, Without Kron, the descendants of Earth would remain trapped
within this Sol system for ever meore, killing each otker aver time until nothing but planets and cases
remained.

His history remains classified, but his dedication tc the cause is an inspiration to all those who
believe in freedom from oppression. Who amongst us can believe that there would be any future tor
our people withcut Kron? Who can doust that Kron offers us the chance ta liberate not only
ourselves, but all the peoples of the universe?




PERSONNEL FILE

Pilels are reminded Lhat this personrel file may be subject to appropriatior
by Navy security staff without prior notice. You should also e aware that
entries in your personal Vodex Notator are moniloread.

BECKS

Becks is a committed and valuable memoer of the Navy, clearly anxious to bring the Sol system civil
war to a close in order to launch an attack on the League. 12 has beer nazed that her enthusizsm
frequently borders on zezlotry, although Kron's view is that such feelirgs are to be encouraged

amongst Mavy recruits. For this reason, Becxs is regarded as an extremely promising pilot.

A native of the M ars colony, Becks often cites the Laague’s bomcardment of the pyramid cities as
her earliest memeory, She also holds the League directly responsible for the murder of her parents in
the civil war They were atiempting to guard a Tood compound frem tribe ralders, and wers amoushed
while on night duty, Becks was fortunate to be taken into the home of passionate Navy veterans -
they taugkt her the kistory of the Colony Wars and enrclied her in an underground =mpire loyalist
group at an early age. Her beliet in Kran and the Navy remains strong.




IKLEIN

I<lgin is an associata2 of Becks 2nd Mertens — It has been notea that they congregate together
whenever circumstance permits. Such an informal grouping is to be encouraged, particularly as
Becks’ pr-i'i-"l educatior is extremely zcvanced and she is able to indicate historizal facts and
points of analysis which may ba missad by her colleagues.

Klein's traumatic childhood on Pluto was dominates oy the loss of his mather and his role in carirg
far ner prior to her death. He was forced to take a r'-“~|3c-'u*=ul*-ln |”.3._'-i ion in the family as his father
an frequently absent due to work commitments. To the family’s crecit, they were willing to relocate
» Saturn in order for the father to take up employment at Pra-sec Chernical Puri tication, thougn
unl’m tunately, the subsequent coup on Saturn in which a rogue grouping taking political control
resulted in the persecution of the immigrant community. The remaining members o7 Klein's family
were killed.

||r'f"|*tu|';rn;=l',- the lass of 2 close knit family in such circumstances has ieft Klein with a tendency
teward depression. He remains loyal to the Navy and is an excellent pilat, but he has been found to
gxperience emotional problems at times of great stress. Those who fly w .:h 1im should be aware of this.




our initiation into the new Navy will be switt = an intro saquence will play and orce complete, you

e

will <ind yourse's at the Main Menu.

All menus are navigated using the Up andg Cown Directional outtons to highlight a selection followed
by the &¢ button to confirm. Press the @ button to return to the previous menu, or the @) bution
to return to the Main Menu.

To begin the task of ridding the solar system of the treacherous tr |I:::3 select *LOHa CIN'. This takes

you to the Game Menu where you should select '"CCMMENCE GAME'. To begin mission briefing
procedures, select *START E ERTEF". Oace the brief 4as been issued, select 'L ALUNC

Your cratt will be launched and you ‘will carry the nopes ot the Navy with vou. Do not disappoint as.

BASIC COMBAT

The Basic Combat files are property of the Navy Training Archive. They are intenced for use by
||.--: ce pilots. All recruits u. would be aware that the infor: ||rr|-1| -|II enable them to increase their
ambat abil'ty at a time when they remain extremely vulnerable to enemy activity.

- Naxe u=e “f the targeting arrow in the center af your HLU D when looking tor the nearest anemy
craft, The asrow will point in the correct direction.

It is essential to distinguish quickly between Navy and League craft. The Info Lock will appear

blue for friendly craft, green for enemy craft,




- Reverse thrust is particularly useful 'r.-h-j:'l invalved in a dogfight: when used in conj

L= B LT,

the Directional buttons, it enables you to tura quickly without

unctian with
e enemy craft flying past.
.-,'1:'_'. anery o ELII will be orotected by shields. Use arti-shield weapons zzainst them until the
shields are down, thea switch to other w :‘.'.:-:IHE- 'Mich will darmage the hull. Make use of the
shielashull |r|rrgrh gauge whir I1 appears on the Info Lock — it turns from yellow to red when the
shigids gre oown.

USING A DUAL SHOCK™ANALOG CONTROLLER

In our struggle :ni' vengeance against the League D7 Free Waorlds, we expect our pilots to control
their cr a't vIth pracision znd exgertise, This can be greatly enhanced by use of a DUAL
SHOCK™Analog u-'.:n rcl er which rot only delivers the aczuracy of anzlag cantral, but aso lats you
f:..!l the impact of space battie when used with the vibration function turned ON.

CONTROLLING THE GAME WITH A DUAL SHOCK™ ANALOGC CONTROL

n aadition to the regular game controls, the following controls apply to the DUAL SHOCK
Analog Contral ler,

......

LEFT STICK Steer left and right

RIGHT STICK Push the Right stick forwards to accelerate.

Push the Right stick bacewarcs ta brake and ravers

.| s




COCKPIT HUD

The cackpit is the default viewpoint. Other viewpoints can be seleciec Dy using the SELECT buttor
while In-game.




1. SHIELD/HULL INTEGRITY

Your craft’s hull is p “l:v._‘; by shields which will be weakened ezch time you are hit by a weapon.
When the gauge turns fra i to red, your shields have been destrayed and your bull is taking
direct nits. Once the hul L1t stroy r'd the craft will explode, although cn-board c_-_ﬂ,,i pods should
enable vou to eject to ':-.-'Ja'_'_-f'.

2. INFO LOCK

The Into Lock will appear blus for Navy craft or green for League craft - it can display name or
fighter 1D EJL.La It also inc'udes a gauge showing shieldfull integricy — when the gauge changes from
vellow 1o red, the crafi’s shields are down and it is close to destruction.

3. SPEED

Incicales your craft’s currant speed.

4. GUN TEMPERATURE

We have been unable to improve the rapid fire technology found in most gun weapons. This means
that constant use of guns will cause them o overheat and fire will become sporadic. This gauge
indicates your gun's temperature — once the gun :wtrlh_.__ rapid fire can be regained by zllowing the
WeEdpDnr ta canl,

5. CURRENT GUN

[ndicates your currently selected gun weapon. Cycle thraugh available guns using the lill outton.

&. SECONDARY WEAPON AVAILABILITY

uantity of currently sslected secondary weaanan.




7. CURRENT SECONDARY WEAPON

Indicates vour currently selected secandary weapan. Cytle through available seconcary weapons
using the £ button.

8. HOLO-RADAR

A hl;-l“gr_':"-r"'_' radar device ilu;‘il_'.':ntirl-; the location of other craft in relation te your current position:
your ci :.l'[' |J Iy 1I ¢ center of the glekbe. Enemy craft apoear a3 green cots while friendly cratt appear
blue. If & craft is behind you, it appears on the holo-*adar as a hollow dot while craft in frort of you
Appear as -,ul d dot=.

9. TARGETING ARROW

In additior to the holo-radar, pilots oenefit from the targeting arrow which points in tne approximate
direction of the nearest enemy craft.

10. MULTI FUNCTION DISPLAY

Information show on the MFD will differ according te the current rissicn obiectives. The different
displays show the tollowing data:

* [istance — Displays the distance from your cratt to the craft detailed in the [nfo L:
* Tima — Displays the missicn’s elapsed fime in seconds.

—
A

. _.-_Ll.l Progress — Probe pods can be fired at craft to scan them for data.
hey will then return when the scan is complete

« Radiation Leve

* Naoise




MISSION BRIEFINGS

Wission briefings are issued prior o cach active mission — yau must underscand vour objectives
befare engaging in combal.

The Briefing Screen is reached hy chocsing ‘COMMENCE GANE’ from the Game Menu.'START
BRIEF' will down'oac the current briefing while *LAUNCH' will engage the launch procedure
irmmmediately.

Fhe briefing will contain informatinn regarding the struggle’s current status and your orecise

ctives wil' be detailed at the oriefing’s erd. These objectives will also be displayed cnze vour crafs
nas cammenced its launch procedure.




SELECTING AND UPGRADING YOUR CRAFT

In order tc salect craft and upgrade their capabilities, choose *ENTER HANGAR' from the Briefing
Secreen. This will take vou to the Craft Setup Screen.

. Beslign Pouer

Sndect Crafc

USING TOKENS

H.:: vy creft technolegy is improving rapi ..I-, -.Ith:u igh years of isolation within the Sol system have
takzn their toll en our hardware stocks. Only the most experienced pilots will have a full choice of
craft or be able to implement maximum |_=.':--;J|'E::‘.'.’-“::-;_. theze privileges must be sarred in hattle. You wil
earn takens 25 vou complete missions successfully — tnese can then be exchanged for craft upgrades
n the Hargar

SELECTING CRAFT

A5 resources remain scarce, anly the most experienced pilots will be parmitted to select the most
powerful craft. ~’c,|1 must earn the right to pilot these craft by proving yourself in battle. Once there ‘s

rmore than one craft available to you, choose 'SELECT CRAFT! from the menw, thﬁn use the Left and

Right Directional b .’r... 15 to cycle through them. When the cralt you wish to use is displayed
the €% bution to confirm.

; BFESS




UPGRADING CRAFT

Choose *ASSIGN POWER® from the menu, then use the Left and Right Directional buttans to cyc's
trrough the 4 upgradeable craft att-ibutes, They appear in the “orm of a circle diviced into 4
sections:

Shields (Yellow! — Increases your craft’s resistance to gamage.

Engines (Hed) = Increases your craft's basic top speed,

Afterburner (Blue) = Increases the atterburner’s maximurm duration.

LA

Gyras (Green) — Increases your crafl’s maneuverability.

Craft upgraces are exchanged for tokens — your current token kalance appears in tne centar ot the
circle. Rotate the circle until your chosen attribute is at the top, then use the Up and Down
Directional buttons to increase or decrease the attribute’s cower. When all attributes are et
correctly, oress the €9 button to confirm. Once they have been confirmed, the tokens cannot e
retrievad,




FLYING YOUR CRAFT

FORWARD THRUST

Farward thrust is engaged using the R1 putton

REVERSE THRUST

Reverse thrust IS engaged using the L1 outton.

AFTERBEURNERS

Engage maximum forward thrust very rapidly by holding the L1 and R1 bButtons together.
Atterburners cut cut with constant use. Atterburner status is shown by a blue bar which replaces the
red weapor temoerature gauge while they're in use. NOTE: You cannat fire any weagpons waile using
the afterburner,

PILOTING YOUR CRAFT

lUse the Left and Right Directional buttons to bank your craft left or right. Use the Up Directional
button to dive and the Down Directianal button to climb. The L2 and RZ buttons will rall your craft
1o the let and right respectivaly.




TARGETING AND FIRING WEAPONS

USING GUN WEAPONS

Press the @ buttcen rn—*pta-eu to eycle through your available gun weapons. The selecied weapon
can be fired by pressing the ﬁ button,

USING SECONDARY WEAPONS

Press the @ button repeatedly to cycle through your available secondary weapons.,

MISSILES

The missile is armed by pressing the @}hualun. The weapons lock will appear vellow while the
targeting system attempts to lock onto an enemy cratt — you will reed to keep your target towards
the centar of the screen. Once the misslle 15 locked and ready to firg, the weapons lock will turn réd.
Prass the @ button again to fire.

If 1 lack is lost, the craft will have to be re-targeted. If a missile is fired without a locked target, it
fire straight out in front of your craft, Press the @n&.t.ﬂl. to disarm the m h..l.-?-.




TORPEDOES

orpedoss nead to charge up before they are fived. Press Lhe @ bulton Lo arm the ::.’|-Ed: and begin
Il"‘.:'lff_-l-' g — the secondary weapon icon on the HUD will change from blue to yellow when the weapen is
r.='.3rt‘,5'd. Press the (@ buttan again to fire the charged torpedo. Frass the E butten to disarm the

Largeca,

GRAPPLE GUN

The grapple gun shoots straight ah2ad from the front of your crafl wher you press the €3 bulton,

MINES

Lisrupt eanemy noming miseiles by using mines — they will draw the enemy weapons away from your
craft. Drop mines by ho Iding the L2 and R2 buttons together to give a reverse view, then pressing the
® button to release a mine. This operation should be carrizd out when the incoming missile alarm
i5 actvates, though vou will have to reszand quickly if the mine is to disrupt the enemy weapaon
effectively.




WEAPONS

Ciomo LASER

& standard gun weapon which has a reduced etfect when used against sniglds.
Best uses to destroy a craft’s holl

AS LASER

An anti-shield weapon which causes no damage tc a target’s hull. Should only be
used to destroy shields.

PLASMA CANNON

A powerful anti-battleship wezoon, thouah it has a slow rate of fire. Best used
against battleships or Installations,

SCATTER GUN

& rapid-tire weapen best suited to combat against fighters,

ION CANNON

Intensely powerful multiple-beam weapon which needs to charge up before

release. Effective against slow moving or large targets.



GRAPPLE GUN

A beam gun capable of ‘grabbing’ objects. Once an objact has been grabhed,

press and hold the ﬂi button to sling-shot it. Use it to move objects aroung, but
also to slow down fighters and hold them in positicn.

SEISMIC LANCE

A concentrates beam of energy. Hold down the €8 button to create the peam.
Best used for technical operations such as smashing aste-oids,

PARTICLE GUN

Hold down Lthe € button 1o charge the weapon, then unleash a controllaole balt
of immense power. While the €¥button remains held dowr, vou can coniral the
bolt’s flight path using the Directional buttons. Release the @9 button to
detonate the beolt, Use for long-distance targeting and scouting.

PLASMA MISSILE

A homing weapon used to destroy a fighter's hull, It has a reduced effect when
gsod against shields. Best used for finishing otf weakened fighters.



AS MISSILE

\ homing weapon used 1o destroy a fighter's shields — it causes no damage to a
fmgr s hull. Shauld be used for steipping shields from fighters.

PLASMA TORPEDO
[ts effacts are similar to the alasmsa missile, bus it has no homine ] SyStem. _1- nas a

reduced effect when used against shields, mH s bast used for finishing off
battleshins or instailations.

AS TORPEDO
The AS torpedo’s effects are similar to the AS missile, but without the haming

system . The wezoon causes no damage to a target’s hull. It should be used for
strippi ||,] shields from battleships and instal ations.

OFFENSE POD

-

A small-scale fighter used to attack enemy targets when you ting yourself

autnumberad in combat.

DEFENSE POD

A sma l-scale fighter used to cefend weak friendly forces.



FROEBE POD

A small-scale fighter used to gain data on enery targets.

REPAIR POD

to repair wesk triendly Torces.

A osmall-scale fighter vsed

LIGHT MINES

Drop these mines bebind your craft o distract incoming missiles. They should b
u=ed whenever the incaming missile alarm is activated — a rapid response 1< vital.




MISSION DEERIEFiNES

At the end o7 each missicn, you will receive a full debriefing from Navy Command. The progress of
our strugale will oe r-*“-t-_ I — It 15 your responsibility to remain aware of tne current war status as
there are likely to be hostile forces attemprting to spreac misinformation and untruths.

To continue the game, select 'EXIT DEBRIEF' — this will take you to the Game Nenu where yau can

selact '"CONTINUE GAMLE®, Uther options availlable an the Dapriet Screen are *PAUSE DEGRILCS,
‘UNPALUSE DEBRIZF and *“RESET DEBRIEF! which allows the cebrief o be repeated,

MEMORY CARD OPTIONS

The Memory Card Cptions Screen is reached by selecting *"MEMORY CARD' from the Game Menu.

LOAD

Allows you o load & previously saved cl:':ne from a Memory car cI First make sure you have a Memory
card correctly inserted according to the Cansole's instructions. Do not insert “J' remave Memory cards
ance the powear nas I’J-F'r‘ urnes un Once you nave selected this aption, wait for the Console to detect
the Memory card. [f more ’rhan Memcory card is inserted, use the Left and |~3|::1_ Directiona buttans
to '|n.'_|l'||qht the correct ore. Use the Directional buttons to highlight the reguired saved game, then

I i

press the €% button to se ect iL. Press the € button agan to confirm the load s 'OK.




SAVE

make sUre you nave a
0O NoT i1sert nr remaove

Allows yvou to save your current game position using & Memory card, First
Memory card correctly inserted according to the Consale's Instructions.
Memory cards oncs the pawsr has been turned on

=]
=

Once vou have sclected this option, wait for the Console to detect the Memory card, [f more than 1
Memaory card is inserted, use the Left and Right Directional buttons to highlight the correct one, Use the
Directional buttons Lo highlight the required free black, then press the € button to select it. You wi
than nead to erter 2 name of uz to 8 characters, Use the Directional buttons to move the highlighter
over the letters and press the €3 button to select each one. When the correct name has beer entared,
highlight 'END', then press the €3 button. Press the €9 bulion Lo confirm the save is '0OK'.

You may save 2 game at any time. However, Colony Wars: Vengeance will always save games back to the
beginnina of the act being played. For instance, you may have played two out o7 three n':z-_' ans within an
act and then decize that you wish to save your progress. Colony Wars: Venceance will save the gams
back to the beginring of the act and you will effectively have lost the two completed missions. It makes
sense then to anly save games at the beginning of each act. If you attempt to save cames at any other
paint within an act, an on screen warning wil' ze displaved to remind you of the risk involved.




DELETE

lo delete a saved gamne 1 a Memory card. use the Directional buttons to highlight the required
block, then press the Ei LL“1 You will be prompted 'ARE YOU SURE?. If vou want to continue,
nress the E}hu ton to delate the saved game. If you do not wish to continue, pess the @Y hutton,

Orce the saved game has beer deleted, you will need to press the €8 butten to cenfirm the daletion is 'OK',

USING PASSWORDS

The Password NMenu is reached by selecting *PASSWORD' frem the Game Menu.

If you do nct want to use a NMemaory card 10 réecard your progress, maks a note of the current

nassword when it is displayea at the end of an act. Alternatively, visit the Fassword Nenu screen
petween missions to <ee the current cassword.

ENTER

Salect '"ENTER to enter a new password, the Cirectional b ‘.erl'- o mova the hlgh ightar over
the required etters, ther press Lhe EFULLI_- to enter -;:iu one, q.-:'l"" rota thal restoring & game
from a password will result in the loss of all pilot statistics. When you have entered the password the
numoer of the act to bhe restored -,.|II be displayed on screen.

Select "ACCEFT' when you have entered your password. The game will then be restored to the
beginring of t||'- last act plaved.




The Qptions Menu is reached by selecting 'OPTION S’ from the Game Menu. It allows you to alter a
humber of the gare settings.

CONTROLS

selecting "CONTRO! : will allow you to choose ar alternative Controller contiguration. Choose
‘::}‘JFlnu-J?— tnen use the Left and Right Cirectional buitons to cycle theough the different
canfigurations, T_-'n::-_lqh remember that instructions in this manual refer anly to the default
configuration.

AUDIO

Selacting ‘AU DIO’ allows yvou to zlter the game’s audio settings. "M USIC VOLUME' 'SFX VOLUME'
and *SPEECH VOLUME’ can be dlt-'r-'d by highlighting the appropriate optian then using the Left
and Right Directional buttons to decrease or increase the volume.'SCUNC MODE' can be alte EJ by
highlighting _1r_ cption then using the Left and Right Directional buttons to cycle through r1 OMC
‘STERED’ or *DOLBY".

VIDEO

aelecting "WIDEQ allows you to alter the game'’s video settings. Choose "CENTER SCREEN' to move
the position of the game screen Ln vour TV — use the Directional buttons to move the picture ’rIr*n
press the ﬁ sutton to confirm, "GAME SUBTITLES  and ‘"MCYVIES' can be altered rh fl gh ignting
the appropriate cption then using the Left and Right I_'I'|'F tio |f1I buttons to switch between 'Y :!-,-“ ar
‘MO, Change *DEFAULT VIEWPFOINT' by highlighting the option then using the Lett arnd Riaht
Cirectional buitons to switch between "COCKEIT, *INT El -i.‘.f'-.l._' or 'EXTERNALL
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TECHNICAL SUPPORT
Phone: (650) 287-6583 Fax: (650) 287-6602
Technical support reg raseslalives are available &l Whe numbers lisled
above M-F, Sam-5pm, P51 ‘You may also send your guasions or
lechnical problems via e-mail to: psygtech@nsygnosis.com or by wiling:

:'Eg.lilﬂ-..'E 5 T-;,IIF"I""| lppet

|-:|F .f | 1'11'9 El :I
Fnster City, CA 54404

For questions regarding PlayStation game zansaie 2nd its peripnarals,

lease call:
1 (B00Y 345-S0MNY
Hepresenlatives 2 A availab e M=k BAS

PSYGNOSIS ONLINE

httpwww.psygnosis. com

Our news is &lways hot! Visit cur website gnd find

out what's happening at Psygrosis - damos, tips and info about the
Dames you lika ko play! Also, previaws of new progucts,

PRODUCT ORDERS
Can' fird Psygnosis softwarz? Call
(1-800-438-7734) for help

(1-B00-245-T659)
R

1-B00-GET-PSYG

(£ 95 per min} Live Cpzrator Assistanca (81.15 per min) 34.25 for mail-out Lips.
Live support is available Sam-2pm M-F P51 Autometed suppor is available @4 nours
a day-7 davs a wask, Must be 18wezrsoro

dar, on hrave a parent’s permission 1o call.

rises subject o cranng withou natice. This hir e SUpons gfcrzs n OO 0CEd Dy
Pevonosis Limited. Mo hirts will be given on our Technis
This ervics reqares 4 Kesh-lone phons

al Support or Croer fnes,

LIMITED WARRANTY
Paynnosis, Lid. warrants & tha arigingl pchaser of this Paygnoss
_imited nroduct that this Softwara is free from defscis inmeten|
and workimigrshin for 2 pesiod of ingty (90) davs from e dele of
awichese, Psyanosis, L. ageas f{-I the period of ninoty (20) cays
ta eitiver regair or replace, at its opficn. e Fswanosis, Lid. product
You must prov de your raceiof and call 1-800-GET F5YG to mzeive
instruction to cotain repaitrep-acament services, The feregaing 1s
ihe sole remecy availa 3 o tha arigingl xarchasar,

The licenged sofwars and releted documentation are provided a5
i Thiz warranty shall not he aoplicable and shall be void if tha
defect in tha Psygraosis, Ltd. product has arisen through abuse,
unreasoiahla wse, mistreaiment or naglect. THIS WARRANTY (5 1N
LIEU OF ALL OTHER WAARANTIES AND ND OTHER
FEPRESEMTATIONS OR CLAIMS OF ANY MATURE SHALL BE
BINDING OM QR OBLIGATE PSYENDSIS, LTD. ANY IMPLIED
WARRAMTIES APPLICABLE 70 THIS S0FTWARE PRODUGT
INCLLDING WARRAMNTIES OF MERCHANTABILITY AND FITMESS
FOR & PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY
(30) DAY PERIOD DESCRIBED ABOVE. IN MO BVENT WILL
PSYENOSIS, LT, BE LIABLE FOR INCIDEMNTAL OR
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION,
L-Iq.il._ OR MALFUNCTION OF THE PEYGHOSIS, LTD. S0FTWARE
FRODUCT.

Some slales do nat allow limitstions as o how long an implie
walranty [asts and o exclusions o limitations of co L:L;.:mlml
damages, so the above [milalions andfor 2xclusions of labilily
ray ot apply 1o you This waranty gives you specific legal rights,
aned wou mzy also have atber rights which vary from siaie Lo slale,
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Caloey Wars, 0.0.T., Psymnosis and the Pepgnasis loga are TH or & and € 1998 Psypnosis, Lid, ML RIGHTS RESERVED.

Licenzad by Sony Gomputes Entertainment Amesica for use with the PlayStation game console. PlayStation and the PlayStation Iogos ar
registared teademarks of Sony Compuber Emterainment inc. The ratings icon is & trademark of the Interactive Digital Soitvare Asznocistion.

Manufactired and prined m the U.S.A. THIS SOFTWARE 15 COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE NTSC UG
(& DESIGMATION. L5, AND FUREIGH PATENTS PENDING.







Crushed by te League of Free Worlds a
~ cenfury ago, your defeated people cry

> uk for retribufion. As @ loyal Navy pilot:
o engage in dizzying space bates

and brutal dogfights, facing mission

- after punishing mission in an all-out

| campaion for vengeance at ﬂlill,[:[lsr:
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