


Precautions

* This disc contains software for the PlayStation™ home video game console. Never use this disc on any other machine, as it
could damage it. ® This disc conforms to PlayStation™ specifications for the European market only. It cannot be used on foreign-
specification versions of PlayStation™. ¢ Read the PlayStation™ Instruction Manual carefully to ensure correct usage. ®* When
inserting this disc in the PlayStation™, always place it label side up. ® When handling the disc, do not touch the surface. Hold it by
the edge. ®* Keep the disc clean and free of scratches. Should the surface become dirty, wipe it gently with a soft cloth. ® Do not
leave the disc near heat sources or in direct sunlight or excessive moisture.® Never attempt to use a cracked or warped disc, or

one that has been repaired with adhesives, as this could lead to operating errors.

Health Warning

For your health, rest about 15 minutes for each hour of play. Avoid playing when tired or suffering from lack of sleep. Always play in a
brightly lit room, and stay as far from the television screen as possible. Some people experience epileptic seizures when viewing
flashing lights or patterns in our daily environment. These persons may experience seizures while watching TV pictures or playing
video games. Even players who have never had any seizures may nonetheless have an undetected epileptic condition. Consult your
doctor before playing video games if you have an epileptic condition or immediately should you experience any of the following
symptoms during play: dizziness, altered vision, muscle twitching, other involuntary movements, loss of awareness of your
surroundings, mental confusion, and / or convulsions.

See back page of this manual for Customer Service Nos. and Games Hotline Nos.

© 1997 Sony Computer Entertainment Inc. Published by Psygnosis Limited under license from Sony Computer Entertainment Inc. Original English Manual Translation ©
1997/98 Working Designs. Psygnosis and the Psygnosis logo are ™ or ® of Psygnosis Limited. All rights reserved. For home use only. Unauthorised copying, adaption,
rental, lending, re-sale, arcade use, charging for use, broadcast, cable transmission, public performance, distribution or extraction of this product or any trademark or
copyright work that forms part of this product are prohibited. Published by Psygnosis Limited. Developed by Sony Computer Entertainment Inc.
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SETTING UP THE GAME
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PSYGNOSIS HINT-LINE

Here AT PSYGNOSIS WE ARE DEDICATED TO BRINGING YOU COMPUTER
GAMING €ENTERTAINMENT Of THE HIGHEST QUALITY. ALLIED TO THIS
nealcxrmw, WE AIM TO PROVIDE AN €EFFECTIVE CUSTOMER SUPPORT
SERVICE. SO 1f YOU NEED SOME HINTS AND TIPS ON HOW TO PLAY OUR GAMES,
CALL OUR HINT-LINE ON: |

0891 66 99 50

CALLS CcOST 50P PER MINUTE AT ALL TIMES, (UK ONLY)

REMEMBER: ]f—" YOU DO NOT PAY THE PHONE BILL, THEN YOU SHOULD GET
PERMISSION Off THE PERSON WHO DOES, BEFORE YOU CALL.




ALUNDRA'S WORLD
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CAST Of CHARACTERS

ALUNDRA ,
| GIFTED WITH THE ABILITY TO
! DREAMWALK, ALUNDRA 1S
™ ABLE TO ENTER INTO
"\, PEOPLE'S DREAMS AND
0y - .| ACTUALLY CHANGE THE
o _ OUTCOME. IN ONE Of HIS
M s e | ONN DREAMS, ALUNDRA
Ll A Sl WAS INSTRUCTED TO
M. & W JOURNEY TO THE VILLAGE
/| OF INOA. 1S HE READY FOR
# | THE NIGHTMARE THAT
10 J AWAITS HIM THERE?

STEI==sT Tt ==

MEIA 1S ALSO Of THE TRIBE Of §
€LNA. HOWeVeER, SHe FeeLs | ™0 T
THAT ALUNDRA USES HIS i
P o gl POWER QUITE CARELESSLY,
el &gy WITHOUT REGARD FOR THE
m L g § CONS€EQUENCES. TRUSTING A\l
NO ON€ fULLY BUT HERSELF,
MEIA APPEARS HEADSTRONG |
AND DISTANT, BUT /U
HARBOURS A | '
HEARTBREAKING SECRET... |




& 4 J€SS 15 THE LOCAL SWORDSMITH IN INOA. He's A
.5  VERY CARING PERSON WHO SEES A LOT OF HIS

: ™. DECEASED SON IN ALUNDRA. HIS FATHERLY
. NATURE MOVES HIM TO HELP ALUNDRA BY
£ MAKING MANY CUSTOM WEAPONS AND
\ ITEMS FOR HIS QUEST.

SEPTIMUS m
SEPTIMUS HAS BEEN |
RESEARCHING DREAMS
R AND NIGHTMARES fOR L
L THE PAST THREE Lo
oy YEARS, EVER SINCE HE

Gl HOPES THAT ONE DAY HIS

RESEARCH CAN BE USED TO
SAVE THESE PEOPLE FROM
THEIR RAGING |D.
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§ SYBILL :

SYRILL HAS THE ABILITY TO DREAM ONLY WHEN
SHE'S AWAKE. HER DREAMS SEEM TO €ERILY
PORTEND fUTURE EVENTS WITH UNCANNY

"] ACCURACY. NEEDLESS TO SAY, SHE
M¥ FRIGHTENS A LOT Of THE OTHER VILLAGERS.

—= == B e = - E—

....

YUSTELL i\ &

AS ONE Of THEOLDESTRESIDENTS | |\ | | Ae %7
of IO Vostes itas siiverien B I % i R
THE VILLAGE'S DESCENTINTO |  f L

DARKNESS WITH A SENSE Of
HELPLESSNESS. fOR A SMALL f€E€, |.
SHE USES HER CRYSTAL BALL TO GIVE *

ADVICE TO ANYONE WISE ENOUGH TO
| INQUIRE Of HER. 77
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AS THE ONLY PRIEST IN THE VILLAGE, RONAN TRIES TO IMPART {

HIS TEACHINGS TO THE LOCAL VILLAGERS. SINCe THE KING

j-
=

ABANDON THE GODS.

GIL o
Cpl LES BECAME EXTREMELY RELIGIOUS WHEN HE LOST

BOTH Of HIS PARENTS IN A FREAK GARDENING
ACCIDENT. HE NOW WORKS VERY CLOSELY WITH
CHANCELLOR RONAN IN THE SANCTUARY, AND LIVES

WITH HIS LONG~SUFFERING SISTER, KISHA.

HAS ORDERED THE DESTRUCTION Of THEIR IDOLS, /-
RONAN 1S CONCERNED THAT THE VILLAGERS WILL j oy




ZAZAN

THIS LEADER Of THE RARE WHITE
MONKEYS LIVES IN THE WOODS
JUST NORTHWEST Of THE VILLAGE
Of INOA. HE 1S CURRENTLY TRYING
TO PUT THE VILLAGERS ON THE LIST
Of ENDANGERED SPECIES.

THIS WISE MAN LIVES SOUTH Of INOA
VILLAGE IN A LITTLE HUT ON THE COAST.
He 15 YERY STURBORN AND DESPISES
INTRUSIONS ON HIS PRIVACY. THE

MORE THAN WHAT HE'S TELLING THEM.

TOWNSPEOPLE SEEM TO THINK HE KNOWS

LARS

. He 15 THE WISE MAN IN ALUNDRA'S DREAM
l  WHO COMMANDS HIM TO GO TO INOA

VILLAGE. HE 15 ONE OF THE

3, GUARDIANS THAT CONFINED

4 MeLzZAS SO MANY YEARS AGO.

\
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A S a ZORGIA
| BN Y, s MeLzAS' RIGHT-HAND THUG 1S READY TO DO ANYTHING THAT
L 1S MASTER COMMANDS. THIS PHILOSOPHICAL AGENT Of
| _f'f DARKNESS HOPES THAT ONE DAY MELZAS WILL REWARD HIM BY
.~ T 27\ ALLOWING HIM TO RULE THIS WORLD. |

T_ MELZAS

LEGEND TELLS Of AN {
ALIEN THAT CAME
FROM BEYOND THE 9
STARS IN ORD€ER TO

FEED OffF THE PEOPLE'S

SPIRITUAL ENERGY.
- W However, seveN
..;5 GUARDIANS CONFINED

A HIM AND SEALED HIM
V=a AWAY IN THE LAKE
NORTH Of INOA.
MANY HAVE COME

TO BELIEVE THIS
ONE TO BE
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STARTING THE GAME
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AFTER THE BEGINNING
ANIMATION (WHICH CAN B€
CANCELLED BY PRESSING
THE START BUTTON OR
THE @ BUTTON) THE TiTLE
SCREEN WILL BE
DISPLAYED.

THe TiTLe ScreeN
DISPLAYS TWO OPTIONS.,
'START' BEGINS A NEW
GAME. 'CONTINUE’
RESUMES PLAYING A
PREVIOUSLY SAVED GAME.,
BeEFORE CHOOSING
'CONTINUE', MAKE SURE
THAT YOUR MEMORY CARD
1S FIRMLY INSERTED INTO
MEMORY CARD SLOT 1.
PLEASE DO NOT
REMOVE THE MEMORY
CARD OR PRESS RESET
DURING A SAVE OR A
LOAD.

¢ '"CONTINUE 15
CHOSEN, THE PREVIOUSLY |
SAVED GAMES WILL BE ]
SHOWN AS DIARIES ON THE
TABLES. MOVE ALUNDRA
TO THE TABLE CONTAINING
THE DIARY YOU WISH TO
OPEN. WHEN A BOOK IS
OPENED, IT WILL SHOW THE
SAVE LOCATION, MAXIMUM
HEALTH POINTS, AND GAME
TIME. TO CONFIRM THE
DECISION TO CONTINUE
FROM THE SELECTED |
POINT, S€LECT 'YES' THEN
PRESS THE X BUTTON. THE
GAME WILL LOAD FROM THE
LOCATION SELECTED. |
CANCELLATION Of THE
OPERATION 1S
ACCOMPLISHED BY
SELECTING 'NO’, THEN
PRESSING THE X BUTTON.




ALUNDRA'S LIFE GAUGE
WILL DECREASE WHEN HE

RECEIVES DAMAGE DURING
A FIGHT. WHEN ALUNDRA'S
LIFE GAUGE REACHES
ZERO, THAT'S IT ~

GAME OVER.

(WIICK RESTART
TITLE

WHEN THE GAME 1S OVER,
A SCREEN WILL APPEAR
WITH THE OPTIONS OFf
'QUICK RESTART' or
'TITLE'. 'QUICK
RESTART' WILL CONTINUE
FROM THE LAST SAVE POINT
USED. |f THE GAME HASN'T
BEEN SAVED IN A LONG
TIME, YOU MAY BE
STARTING BACK QUITE
SOME DISTANCE, SO SAVE
THE GAME FREQUENTLY.
'TITLE’ WILL RETURN THE
GAME TO THE TiTLE
SCREEN AND ATTRACT
MoDe.




GAME SCREEN

1. EQUIPMENT WINDOW.
DISPLAYS THE WEAPON
THAT 1S €QUIPPED. TO USE

THE WEAPON, PRESS THE
B BUTTON.

. 2. I'TeMm WINDOW

14

IR
B
B
)Y
B

DISPLAYS THE ITEM THAT 1S
CURRENTLY €QUIPPED. TO
USE THIS ITEM, PRESS THE
® BUTTON.

T ;
i1 | i ik |_.'.I|'.
[ AR il ' 1k |
. I'l'. ke TR T L
i i 1
| i H
4 | ¥ :

i IR S w0 \ 1t SN
i Euen thougly be's a0 god . Melzas s

L b destroged Tor th's

I RETeInDer Tt iy e

3. Lire Gauge

ALUNDRA'S CURRENT LIfE
GAUGE. WHEN HE GETS
HURT, THE LIFE GAUGE WILL
BE DECREASED. Use
HEALING ITEMS TO
RECOVER POWER.

4. MAGIc GAauge
ALUNDRA'S CURRENT
MAGIC POWER. WHEN HE
USES MAGIC, HIS MAGIC
GAUGE WILL DECREASE. TO
REFILL THE GAUGE, USE
MAGIC RECOVERY ITEMS.,

5- GiLoer
THE AMOUNT Of MONEY
BEING CARRIED. |

6. MessAaGe WINDOW
SHOWS THE
CONVERSATION BETWEEN
CHARACTERS, CHARACTER
NAMES, AND OTHER
USEFUL INFORMATION.,




STATUS SCREENS

Press THE L1 OR R1 BUTTONS TO SWITCH BETWEEN THE STATUS SCREEN AND THE

SURB-STATUS ScreeN. (TO seELECT THE STATUS SCREEN, PRESS THE Lz OR Rz BUTTONS.)

STATUS SCREEN

1. WearON WINDOW
WEAPON ARSENAL. TO
SELECT A WEAPON, MOVE
THE CURSOR TO THAT
WEAPON, THEN PRESS THE
X BUTTON. THE WEAPON
WILL THEN BE EQUIPPED.

2. ltem WiNDOW

ITEM INVENTORY. AN ITEM
CAN BE€ SELECTED BY
MOVING THE CURSOR TO
THAT ITEM, THEN PRESSING
THE X BUTTON. THE ITEM
WILL THEN BE AVAILABLE
FOR USE.

| Smord Torged Tor Ring Bnow . 1§
Himpr Sue destriittion orert 0 |
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3. WEAPON'S Name
NAME Of THE CURRENTLY

- €EQUIPPED WEAPON.

4. ITem’'s Name
NAME Of THE CURRENTLY
E€QUIPPED ITEM.

5- MessAaGE WINDOW
THE MESSAGE WINDOW

. DISPLAYS IMPORTANT

INFORMATION ABOUT THE
STATUS SCREEN.

6. Kevs

THE NUMBER Of KEYS THAT

HAVYE BEEN COLLECTED.

7. GILDED fALCONS
THE NUMBER OFf GILDED
FALCONS IN ALUNDRA'S
INVENTORY.

8. GiLDER
THE AMOUNT Of GILDER
BEING CARRIED.




SUB-STATUS SCREEN

0, DR -
| Leathser dry o e

1. CresTs 3. PROTECTORS 6. MessaGge WINDOW
DI1SPLAYS THE CRESTS DiSPLAYS THE ARMOUR THE MESSAGE WINDOW
THAT HAVE BEEN AND BOOTS CURRENTLY  DISPLAYS IMPORTANT
COLLECTED DURING THE €QUIPPED. PROTECTORS INFORMATION ABOUT THE
GAME. THEIR USE WILL WILL BE €QUIPPED | SUB-STATUS SCREEN.

BECOME OBVIOUS LATERIN AUTOMATICALLY.
——+ THE GAME.

16 4. ARMOUR NAME
| 2. SreciaL ltems Di1SPLAYS THE NAME Of
| Di1SPLAYS ANY SPECIAL THE ARMOUR THAT 15
QSR ITEMS RECEIVED DURING CURRENTLY €EQUIPPED.

% THE GAME. THESE ITEMS |
CANNOT BE USED DIRECTLY 5. fOOTWEAR Name

A | BY ALUNDRA. DISPLAYS THE NAME Of
| | THE BOOTS THAT ARE
m’ﬁ | CURRENTLY €EQUIPPED.

N
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CHARACTER SKILLS

COMMAND LIST

WALK
DIRECTIONAL BUTTONS

Jumpr
X RUTTON

RuN
A BUTTON +
DIRECTIONAL BUTTONS

TACKLE
® gurTON, B BUTTON OR X
BUTTON WHEN RUNNING

ATTACK
B BUTTON

CHARGE ATTACK
Howtp powN THE B
BUTTON (ON CERTAIN
WEAPONS ONLY)

Pick Ur ITtems |
B BUTTON + - |
DIRECTIONAL BUTTONS

THROW
B BRUTTON

CONVERSATION
B BUTTON

INVESTIGATE
B BUTTON

Use €QuirpPeD Item
® BUTTON |

WALK
DIRECTIONAL BUTTONS

RUN

A BUTTON + DIRECTIONAL

BUTTONS

TACKLE
® BUTTON, B BUTTON OR
X BUTTON WHEN RUNNING




TO ATTACK THE ENEMY,
PRESS THE M BUTTON.
ALUNDRA WILL ATTACK THE
ENEMY WITH THE WEAPON
THAT 1S CURRENTLY
€QUIPPED.

CHARGE ATTACK
HoOLD DOWN THE
B BUTTON

CERTAIN WEAPONS WILL
ALLOW ALUNDRA TO DO A
MORE POWERFUL CHARGE
ATTACK IN ADDITION TO
THE REGULAR ONE.

TO DO A CHARGE ATTACK,

HOLD DOWN THEe B BUTTON

UNTIL ALUNDRA BEGINS TO
FLASH. WHEN ALUNDRA 15
FLASHING, MOVE TOWARD
THE ENEMY AND RELEASE
THE M BUTTON. THe
CHARGE ATTACK WILL THEN
BE CARRIED OUT IN THE
DIRECTION ALUNDRA 15
FACING, CAUSING SEVERE
DAMAGE TO THE ENEMY.,

PICK UP ORJECTS
B BUTTON
+ DmecnoNAL BUTTONS

TO PICK UP AN OBJ€ECT,

- POSITION ALUNDRA SO

THAT HE 1S NEXT TO THE
OBJECT, THEN PUSH THE B
BUTTON WHILE PRESSING
THE DIRECTIONAL BUTTON
TOWARD THE OBJECT.
ALUNDRA WILL PICK UP
THE OBRJECT.
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Influence the future! L’avenir des jeux vidéo BT R4S
Fill in this card & send it dépend de vous!

FREEPOST to us every time you Remplissez cette carte et ren-
buy a Psygnosis game & you can

voyez-la a Psygnosis (port payé)
chaque fois que vous acheterez
un de nos produits. Vous pourrez
ainsi influencer le développement
de nos prochains jeux.

then influence the development
of our new games.

Please PRINT clearly in CAPITAL LETTERS Merci de remplir entiérement cette section en
& REMEMBER to fill in ALL the sections LETTRES CAPITLES -|
First name Prénom Vorname Day Jour Month Mois Year Anné
Date of birth
Date de naissance
Geburtsdatum
Last name Nom MNMachname ag FTOnNR L
Male Sex Female
Masculin Sexe Féminin
Mannlich Weiblich
Address Adresse Adresse
|
TOWN /[ COUNTY VILLE STADT ODER LANDKREIS POSTCODE CODE POSTAL
i
!
|
Country Pays Land POSTLEITZAHL

W ATSO U EE-EI R G ETITR TN8 Quel jeu Psygnosis venez-vous Welches Psygnosis-Spiel haben
d’acheter ? Sie gekauft?

What type of computer games do Quelles catégories de jeux aimez-vous 7 Ry R TR AT T T Sie

VLU TR EN TR TSR ST Numérotez de | A 7 selon votre préférence. bei Computerspielen? Geben Sie bitte
| to 7 if I is your favourite type. Noten von | = 7, I ist dabei Ihr Lieblingstyp. =
Sports Racing Combat Platform |

Sport Course Combat Plates-formes l

Sport Rennspiel Kampfspiele Plattformspiele *

Action Sims Role playing }

Action Simulation Jeu de Role -_

Action Simulationen Rollenspiele i




This Psygnosis game was purchased J'ai acheter ce jeu par le biais suivant :

Sie haben dieses Psygnoisis-Spiel

through: erworben bei:
Mail order Games store Hypermarket
Vente par correspondance Magasin de jeux vidéo I Hypermarché |
Versand Spieleladen Supermarkt
| I Department store Music/video store Don’t know
| Grand magasin Magasin de musique et vidéo Je ne sais pas
Kaufhaus Musik/Video-Geschaft Weil nicht
Electricalgoods/TV/stereo store Toy store Other
Magasin d’articles électroniques | TV | stereo Magasin de jouet Autre
‘ Elektro/TV/Audio-Geschaft Spielwarenhandel Anderes
How did you find out about this Comment avez-vous connu ce jeu ! Woher haben Sie von diesem
Psygnosis game? Psygnosis-Spiel erstmals erfahren?
| ADVERTISING PUBLICITE WERBUNG
In magazines On the radio Magazine/TV review Gift
Dans les magazines A la radio Test dans un magazine [ a la TV Cadeau
In Magazinen Im Radio Test im Magazin/TV Geschenk
In newspapers At the cinema Friend’s recommdndation Other
Dans les journaux Au cinéma Recommandation d’un ami Autre
In Zeitungen Im Kino Empfehlung von Freunden Anderes
OnTVY In-store recommendation
A la télévision ' Recommandation d’un vendeur en magasin ‘
ImTV Empfehlung im Laden

AT N VAT LT R P T N DRV IT Quel est le prochain jeu PlayStation ™
intend to buy next!? que vous souhaitez acqueérir !

Welches PlayStation ™-Spiel méchten

Sie als nachstes erwerben!

What makes a good game? Number  [SERSAETTR T TR RTNT e LA (R )] Was macht ein gutes Spiel aus?

Nummern | = 6, | ist der wichtigste Faktor.

them 1 to 6 if 1 is most important. les éléments d’un bon jeu.
|
Playability Graphics Sound effects Plot
Jouabilité Graphismes Effets sonores Intrigue
Spielbarkeit Grafik Soundeffekte Handlung

Music Originality
Musique ‘ Originalité
Musik Originalitat

AN LR TR LRI T dEVAL 21 G Rl Quelle note attribueriez-vous a votre
R R B DN B D REEYCE EL 4al PlayStation ™ (entre | a 10)?

Wie beurteilen Sie lhre
PlayStation™, auf einer Skala von

|-10 wenn 10 exzellent bedeutet?




By air mail

Par avion
IBRS: PHQ-D 256-KT

Sauf avis contraire de votre part, nous garderons ces
donnees pour vous faire éventuellement parvenir des
informations sur nos produits ou ceux d'autres
societés. Vous aurez un libre droit d'acces et de modi-
fication conformément a la loi Informatique et Liberté
du 6 Janvier 1978,

Put an “X" here if you do not want to be contacted

to take part in our Psygnosis play testing programme

Cochez cette case si vous ne souhaitez pas étre contacté pour
participer a notre programme de test de jeux Psygnosis

Markieren Sie hier bitte mit einem “X”, wenn Sie nicht
am Psygnosis-Spieltestprogramm teilnehmen maochten

Put an “X" here if you do not want to receive further
information on related products from Psygnosis and it's affiliates

Cochez cette case si vous ne souhaitez pas recevoir
d'informations sur les produits Psygnosis

Markieren Sie hier bitte mit einem “X", wenn Sie keine

weiteren Informationen liber verwandte Produkte
aus der Psygnosis-Gruppe erhalten méchten
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ONCE AN ORJECT HAS
BEEN PICKED UP, PRESS
THE B BUTTON AGAIN TO
THROW IT. I THE B

BUTTON 1S PRESSED WHILE

PRESSING A DIRECTIONAL
BUTTON, THE OBJECT CAN

BE THROWN FURTHER THAN

NORMAL. ALSO, JUMPING
WILL SOMETIMES ALLOW
OBJECTS TO BE THROWN
FURTHER.

BE CAREFUL NOT TO
THROW ALL Of THE
OBJECTS AS SOME ARE
EXTREMELY FRAGILE AND
WILL €ASILY BREAK.

CONVERSATION
B BUTTON

To BEGIN A
CONVERSATION WITH ON€E
Of THE VILLAGERS, MAKE
SURE THAT ALUNDRA 15
STANDING NEXT TO THEM,
AND PRESS THE ll BUTTON.
AfTER THE M BUTTON 15
PRESSED, ALUNDRA CAN
THEN CONVERSE WITH

- THE VILLAGER.

INVESTIGATE
B BUTTON

If ANYTHING LOOKS
STRANGE OR UNUSUAL,
PRESS THE M BUTTON TO
EXAMINE IT. IT 15
IMPORTANT TO
INVESTIGATE EVERYTHING.
DOING SO JUST MIGHT
HELP ALUNDRA SOLVE THE
MANY PUZZLES IN

THE GAME.

® BUTTON

TO USE AN ITEM, MAKE
SURE THAT THE ITEM 1S
DISPLAYED IN THE ITEM
WINDOW. TO USE THAT
ITEM, PRESS THE @
BUTTON. ALUNDRA WILL
US€E THE CURRENTLY
€EQUIPPED ITEM. If ONLY
ONE Of THE ITEM REMAINS
WHEN THE ® BUTTON 15
PRESSED, 1T WILL
DISAPPEAR FROM THE
€EQUIPPED ITEM BOX AT
THE TOP Of THE SCREEN.

US€ €QUIPPED ITEM




PLAYING THE GAME

SAVING THE GAME

2.0

IN ALUNDRA, THE SAVE
DATA WILL BE WRITTEN TO A
DIARY. THERE 1S A DIARY
LOCATED ON THE SECOND
FLOOR OFf JESS' HOUSE
AND IN SOME CASES, THEY
CAN BE FOUND INSIDE A
FEW OF THE DUNGEONS.
TO SAVE A GAME, STAND IN
FRONT Of THE DIARY, AND
THEN PrReSS THE B
BUTTON. THE SAve
SCREEN WILL THEN BE€
DISPLAYED.

THERE CAN BE A MAXIMUM
Of FOUR DIARIES IN |
ALUNDRA. ONCE THE SAvVeE
SCREEN 1S DISPLAYED, USE
THE UP OR DOWN
DIRECTIONAL BRUTTONS TO
CHOOS€E€ WHICH BOOK TO
SAVE THE GAME. AFTER
SELECTING A BOOK, PRESS
THE M BUTTON. TO
CONFIRM THE DECISION TO
SAVE THE GAME, SELECT
'YES'. PrReSS THE X
BUTTON. THE GAME WILL
THEN BE SAVED. TO
CANCEL AND RETURN TO
THE SAVE SCREEN, SELECT
'NO’ AND PRESS THE R
BUTTON. PLEASE DO NOT
REMOYE THE MEMORY
CARD OR PRESS RESET
DURING A SAVE OR
LOAD OPERATION.
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PLAYING THE GAME

SHOPS

$M;1¢ 0 DBe

THROUGHOUT THE GAME,
THERE WILL BE SHOPS IN
WHICH ITEMS CAN BE
BOUGHT, ALTHOUGH
ALUNDRA MUST £IRST HAVE
ENOUGH GILDER TO
PURCHASE THE ITEM.

TO PURCHASE AN ITEM,
FIRST PICK UP THE ITEM
(Use THe B BUTTON + THE
DIRECTIONAL BUTTONS).
NEXT, TAKE THE ITEM AND
THROW IT ON THE COUNTER
NEXT TO THE CASHIER.
ONCE THE ITEM HAS BEEN
PLACED ON THE COUNTER,
THE CASHIER WILL TELL
ALUNDRA THE PRICE fOR
THAT ITEM. TO PURCHASE

THE ITEM, S€LeCT 'YES',

THEN PRESS THE X 2.1
BUTTON. THE ITEM WILLRE |
PURCHASED AND ADDED

TO ALUNDRA'S INVENTORY. ﬂﬂﬁ

TO CANCEL THE PURCHASE, @g
seLecT 'NO’, THEN PRESS

THE X BUTTON. é%

)Y
B
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PLAYING THE GAME

FIGHTING

afmm. i h .:-;:;mm:-
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ONCeE OUTSIDE THE
VILLAGE, AND SOMETIMES
INSIDE THE VILLAGE,
ALUNDRA WILL BE
VULNERABLE TO ATTACK
FROM THE MANY
DIFFERENT MONSTERS. |If
ALUNDRA RECEIVES

 DAMAGE DURING AN

ATTACK, HIS BODY WILL
fFLASH fOR A BRIE€f PERIOD

Of TIME. DURING THIS
TIME, ALUNDRA WILL BE
INVINCIBLE TO OTHER
ATTACKS. ALSO, WHEN THE
ENEMIES RECEIVE
DAMAGE, THEY WILL fLASH
FOR A BRIEF PERIOD Of
TIME. DURING THIS TIME
THEY WILL BE INVINCIBLE
AS WELL, SO BE CAREFUL.



PLAYING THE GAME

RECOVERING POWER

ALUNDRA CAN RECOVER
HIS POWER THROUGH THE
USE OF ITEMS. THERE ARE
A NUMBER Of WAYS TO
REFILL ALUNDRA'’S Life
GAUGE; USE TTEMS
PURCHASED IN SHOPS,
ITEMS FOUND IN TREASURE
CHESTS, ITEMS FOUND
AFTER KILLING MONSTERS,
OR US€ THE RECOVERY
AREAS FOUND NEAR SAVE
POINTS IN CERTAIN
DUNGEONS. BEFORE
ENTERING A DUNGEON,
MAKE SURE THAT
ALUNDRA'S INVENTORY 1S
FULL OF HEALING ITEMS.
THEY BECOME A
NECESSITY WHEN ALUNDRA
1S STUCK AT THE BOTTOM
Of ONE Of THE DUNGEONS
AND HIS HEALTH POINTS
ARE DECREASING RAPIDLY.

TAKE ADVANTAGE Of THE
RECOVERY AREAS THAT ARE
LOCATED IN MANY Of THE
DUNGEONS IN THE GAME.
Here, BOTH ALUNDRA'S
HEALTH AND MAGIC CAN BE
RECOVERED. TO RECOVER
HEALTH OR MAGIC, SIMPLY
STAND ON ON€ Of THE
TRIANGLES AND IT WILL
REPLENISH EITHER
ALUNDRA'S HEALTH OR
MAGIC. THE GAME CAN
ALSO BE SAVED BY
ACCESSING THE DIARY.




PLAYING THE GAME

TRAPS

e

THERE ARE TWO KINDS OFf
TRAPS FOUND IN THE
GAME: ONES THAT CAUSE
DAMAGE, AND ONES THAT
PREVENT ALUNDRA fROM
PROCEEDING IN THE
DUNGEON. THERE ARE A
NUMBER OFf ITEMS THAT
WILL CAUSE DAMAGE TO
ALUNDRA, SUCH AS
SUSPICIOUS LOOKING
ROCKS, IRON BALLS,
SPIKED BALLS, AND OTHER
SIMILARLY SINISTER
OBJECTS.

CERTAIN TRAPS THAT
PREVENT ALUNDRA fFROM
PROCEEDING WILL REQUIRE
A LOT Of THOUGHT IN '
ORDER TO MAKE IT PAST
THEM. fOR INSTANCE, If
ALUNDRA BECOMES

LOCKED IN A ROOM, LOOK
FOR SWITCHES TO HIT, OR
TRY KILLING ALL OfF THE
MONSTERS IN THE ROOM.

If AN OBJECT 1S5 BLOCKING
THE WAY, TRY TO MOVE IT

BY PUSHING OR LIFTING. If
THE OBJECT CAN'T BE
MOVED, TRY DESTROYING

IT WITH WEAPONS OR

MAGIC. |f THAT DOESN'T
SEEM TO WORK, 1T JUST
MIGHT BE A DEAD €ND. IN
WHICH CASE€, LOOK £OR
ANOTHER WAY,



PLAYING THE GAME

—.

PUZZLES

NOT ONLY 15 THIS AN
INTENSE ACTION GAME,
BUT IT 1S ALSO A FIENDISH
PUZZLER. MANY Of THE
PUZZLES REQUIRE CERTAIN
THINGS TO HAPPEN IN JUST
THE RIGHT ORDER SO THAT
THE PUZZLE CAN BE
SOLVED. fOR INSTANCE, If
THERE ARE MULTIPLE
SWITCHES IN A ROOM,
ALUNDRA MUST HIT THE
SWITCHES IN JUST THE
RIGHT ORDER SO THAT HE
CAN PROCEED. (GENERALLY
THERE 1S AT LEAST A
CRYPTIC SIGN NEARBY TO
HELP IN SOLVING THE
PUZZLE, SO BE VERY
OBSERVANT.

@mns ama

g w
§

4_ FEE
Vileh g

| L8
i

by his shimmering reflection on

ihe mater.

*"'3.\ o S U A kmhi"-"ﬁ “-ﬂ" H‘ﬂ- S 'rul 'I-w I:'-'|'_'Hil,-l_'.

iﬁ:ﬁ: great SUn’s gaa,: is beld Tast

THe SOLUTI ON TO MANY Of

- THE PUZZLES CAN ALSO

COME IN THE FORM OFf A
RIDDLE. THINK ABOUT
WHAT'S BEING SAID, AND
REACT APPROPRIATELY.
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ARMS AND ARMOUR

A
f
J

DAGGER .

THIS 1S THE FIRST WEAPON THAT ALUNDRA
RECEIVES DURING THE GAME. IT 1S AN
EFFECTIVE LIGHTWEIGHT WEAPON.
However, ALUNDRA CANNOT CHARGE
ATTACK WITH THIS SWORD.

3
LEGEND SWORD

THE LEGEND SWORD 15 A MUCH MORE
POWERFUL AND DEADLY WEAPON THAN
THE DAGGER. A CHARGE ATTACK CAN
ALSO BE USED WITH THIS WEAPON.




FLAIL

THIS HIGH PERFORMANCE WEAPON CAN SLASH ENEMIES TO PIECES,

AND ALSO DAMAGE BRICKS. | THE WEAPON 1S CAPARBRLE Of A CHARGE
ATTACK, ALUNDRA WILL SPIN IT ABOUT HIS HEAD, DESTROYING ALL
THE ENEMIES THAT ARE SURROUNDING HIM.,

------
:::
: _;.'\._-'l:;,. :

IRON fLAIL
THIS WILL €EASILY BECOME ONE Of ALUNDRA'S
FAVOURITE WEAPONS. IT 1S AN EXTREMELY
POWERFUL WEAPON THAT 1S €EASILY CAPABLE OFf
DESTROYING CERTAIN WALLS AND BLOCKS.

L e BOW
o =M THe BOW 15 EXTREMELY
" U5 M™  USEFUL FOR KILLING ENEMIES

5, ® AT A DISTANCE. IfTHEBOW IS (I e
CAPARLE Of DOING A CHARGE ' 7
ATTACK, THE ARROW WILL SHOOT THROUGH A NUMBER

P ‘ Of ENEMIES. | m
R | =

- A
.....

______
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[ Loyt

i -:.::hf'.. 2 ﬁ
. HUNTER'S BROW ! |
TR \THis 1S THE FIRST BOW ALUNDRA WILL ACQUIRE. HOWEVER, IT %
WILL NOT BE€ ABLE TO DO A CHARGE ATTACK.




WANDS

gé

fIRE WAND

THE FIRE WAND ISN'T AS POWERFUL AS THE
SWORDS OR fLAILS. HOWEVER, A CHARGE
ATTACK 1S POSSIBLE. THIS WAND CAN B€E€ USED
TO BURN DOWN THORNY BUSHES, AS WELL AS
MELTING 1CE BARRIERS. DON'T WORRY AROUT
ITS POWER, IT CAN STILL £RY MONSTERS ~ IT JUST
TAKES LONGER TO £RY THEM,

|
1ICE WAND | a .
COLD AIR SHOOTS OUT FROM THIS By
WAND, TEMPORARILY FREEZING =i, . ) VT \
AN ADVERSARY. IT CAN BE€ USED el . | g

IN CHARGE ATTACKS.



ARMOUR

e

CLOTH ARMOUR

THE CLOTH JACKET WILL HELP KEEP
ALUNDRA SAFE FROM THE ELEMENTS.
HOWEVER, 1TS DEFENSIVE ABILITY 1S VERY
LOW. GET RID Of THIS JACKET AS SOON AS
POSSIBLE. |

LEATHER ARMOUR

THE LEATHER JACKET 1S MORE EFFECTIVE
THAN THE CLOTH JACKET. FASHIONABLE
AND VERY FUNCTIONAL, THIS ARMOUR 15 A
MUST ~HAVE!

FOOTWEAR

£ ALUNDRA TREADS IN SOMETHING
UNPLEASANT, BOOTS WILL STOP IT
SQUIDGING BETWEEN HIS TOES. THEY
ARE, THEREFORE, ESSENTIAL.

L
SHORT BOOTS

THESE BOOTS WERE MADE FOR WALKING,
AND THAT'S JUST WHAT THEY'LL DO. BuT
THESE BASIC BOOTS WON'T DO MUCH €LSE
FOR YOU.
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LONG BOOTS

THESE BOOTS WILL HELP ALUNDRA GET TO
PLACES HE MIGHT OTHERWISE BE UNABLE 29
TO REACH. .
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MONSTERS
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1 N 1 1 THIS SLIME MOVES SLOWLY TOWARDS IT PREY. ONCE
TN 8 1 1T's cLOSE BY, IT'LL STAND UP. IT LIKES TO SWIPE AND

Wl LeAve sLuMY, ACIDIC RESIDUE OVER ITS VICTIM,
_CAUSING THEM TO SUFFOCATE,
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THESE SIMIANS ARE A REALPAIN. THER S

SEEMINGLY RANDOM. THEONLYGoOoD | (|
THING ABOUT THEM 1S THAT THEY HAVE |

LOW DEFENSIVE POWER. 4
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W W | THESE POWERFUL GRAGGS LIKE TO
N -' A ;‘ ATTACK USING A WIDE RANGE OFf

§ WEAPONS. SOME WILL ATTACK WITH

&, AXES, FLAILS, AND MACES. WATCH

" '# . OUT, THEY'RE VERY STRONG.
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THIS DISGUSTING LITTLE j’ 4 - kN L)
GEL LIKES TO VOMIT ON | gt (1
ITS VICTIM. WITH ITS
SLOW MOVEMENT, IT'S
eAsy PreY. However, [
BE CAREfFUL! Puke 1s /8
STILL DISGUSTING, /
AND THIS ONE HAS 0 o
IT IN SPADES! . i
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: fee [0 " A THIS FIRE~BREATHING TURTLE. THEY

TURTLE
. GOOD TIMING 1S NEEDED TO DEFEAT

CAN'T BE DAMAGED WHEN THEY' RE IN




s '::l'u

REAPER | 4

THESE EVIL REAPERS LIE IN WAIT AT THE .
UNDERGROUND CEMETERIES TO CLAIM ff: |
YET MORE SOULS. THEY LIKE TO TURN |
INVISIBLE, BUT WATCH fOR THEIR Teu.- 18
TALE REAPING HOOK AS IT'LL SHOW

i
i
ALUNDRA WHERE THEY ARE HIDING.

ZOMBIG

—-——-——-——-———-——-L—

WA LITTLE UNDEAD fREAKS LIKE TO HANG
i (A :g OUT AT THE LOCAL CEMETERY. THEY
ol | ry HATTACK VERY QUICKLY; HOWEVER, THEIR

I IMPENDING ATTACK.

~ AS IN EVERY HORROR MOVIE, THESE

SHR'IEK'ING CRY ALWAYS WARNS Of THEIR

i
____

j SLUDGG . L | }, &'l
THESE WEAK~LOOKING SWAMP e
CREATURES HAVE THE ABILITY TO FORM
MUD INTO PROJECTILES, LAUNCHING §
THEM WITH GREAT VELOCITY. J
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GROUND WITH TREMENDOUS
i ey L _FORCe. THIS MUMMY ALSO
Ly : . ™ LIKES TO THROW HUGE
g Tl | ) % R b Aririatni.

b

LIZARD @ Q0%
el = MOST eXPeRIENCED F I (IR = "
: -' FIGHTING CREATURES Of Wl L@ S (il s
gl Y ALL. 1T HAS A RATHER LARGE
SWORD WITH WHICH IT CAN
INFLICT SEVERE DAMAGE.
WHAT'S WORSE, IT CAN
BLOCK ATTACKS WITH

ITS SHIELD.

T e _ KHIIER SN
THIS FISHLIKE CREATURE LIVES IN NEARLY EVERY g NI
BODY Of WATER IN THE KNOWN WORLD. IT LIKES s .. i N

TO WAIT UNTIL ITS PREY 1S VERY CLOSE BEFORE "~ Ln™ " 8V 1SN
oD JUMPING OUT Of THE WATER TO ATTACK. IN il -~ "/
ORDER TO KILL IT, PAY ATTENTION TO HOW IT {1

ﬂﬁ ' JUMPS OUT Of THE WATER. \| A
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Customer Service Numbers Games Hotlines

- Australia 02 9878 0533 1 902 262 662"
*(ITM Calls charged at $1.50 per min. Get parents’ OK to call.)
- Austria 0450 199 000 500+ 0450 199 000 500*

*(Ein Anruf unter dieser Nummer kostet in der Zeit von 8-18

Uhr 6s 8, - - /Min, auBerhalb dieser Zeit 6s 6, - - /Min.)

. Belgium 02 / 502 05 93 0900 000 00*
"(6.05 Bfr. 20 sec/ 40 sec
» Denmark 31 23 24 04 31 23 24 04
» Finland (09) 887 331 Fax (09) 887 33 343
» France 01 40 88 04 88 08 36 68 22 02*
*(2,23 F la minute)

» Germany 0190 578 578" 0190 578 578"

*(DM 1,20/min. Kinder und Jugendliche soliten vor dem Anrufen der
PlayStation-Hotline die Eltern/Erziehungsberechtigen um Erlaubnis fragen.)

- Greece 00 301) 6777701 090 2322 00*
* Xpéwon kArjong 184 dpx. To Aento ouv OIMA. TapakaAoUpEe TPV KAAECETE TOV apIOUO QuTO CNTNOTE TNV EYKPLON

TOU TIDOOMTIOU TIOU MANPWVEL TO Aovaplaouo H TnAepwvik ouvdeon urtootnpiletal ano tn Mediatel

- Ireland (01) 4054022 1550 13 14 15 (R.O.l. only)*
(Calls cost per min. 44p off-peak rate, 58p peak rate (inc.VAT)

0039 6 33074214 166 167 168"

*(Il costo della telefonata e di Lire 952+ IVA. al minuto. Centro Servizi — Servizi Vocali - Logi Call)

 Netherlands 0495 544 562 09 09 9 000 000*
'(0.99 Hfl./ min)

09 479 7459 0900 97669*

"(Before you call this number, please seek the permission of the person
responsible for paying the bill. Call cost $1.50 (+ GST) per minute).

« New Zealand

- Norway 6679 9620 820 15 100*

‘8,75 NOK pr. min.
« Portugal (01) 318 7306 (01) 318 7306
» Spain 902 102 102 902 102 102
« Sweden (+46) 08 510 196 00 (+46) 0719-310 311*

"(SEK 8,65 pr./min.
» Switzerland 052 243 0 555 *(Fr. 0.86/Min.) 157 11 33*

« UK 0990 99 88 77. 0881 505 505 (incl. NI)*

“Touch Tone activated service. Calls charged at 41p* per minute during daytime, 28p" per minute at other times. (*Comect at May199/).
Maximum call cost £2.99. Please seek permission from the bill payer before calling. Service provided by Telecom Potential, P.O. Box 66, Cleveland, BS21 70X

Please call these Customer Service Numbers only for PlayStation Hardware Support
Details of call costs apply only to Games Hotline numbers

7/1997
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