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Getting Started ®

MEMORY CARD slot 2
MEMORY CARD slot 1

disc tray
RESET button

[I_ 1 [ — 2 -
e

in

[ ; } = OPEN button
h

USB connector

controller port 1
controller port 2

Set up your PlayStation®2 computer entertainment system according to the
instructions 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 button and the disc tray will
open. Place the Scaler disc on the disc 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-screen
instructions and refer to this manual for information on using the software.

| T a memory capd
g e On®2 system bgfor’e

game. Scaler’s file yses
aved games.

Load Game Menu

The Load Game menu can be accessed from the Main Menu.
If you have previously saved a game, use the «= = directional
buttons or left analog stick to select the saved game you want
to play. Press the & button to confirm you selection.
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L2 button

o R2 button
- L1 button R1 button
=

!':i,‘* directional

r&‘ buttons

'7-"-;“" P

oy — A\ button
'_‘: left analog stick O button
r""". (L3 button when pusheg down)

- SELECT button X button
r.., ANALOG mode button button
(™51 START button
I—-: right analog stick
!....__. \ (R3 button when pushed down)

- . /

. ontrols Start | Pause

I—r_‘? Menu " START button Return to gamep‘a\/’

- , ‘ahlight selection
= Directional buttons or left analog Adjust volume

@ button Confirm selection

tion /
tton Cancel selec
. previous screen

Map Controls

' in and out
pight analog sﬂck Zoorr\!‘ ol
log stick 5cro e
ik iy c.:!gl!l Move between levels on
| R1 JEQY

D putton Return o previous screen
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The Multiverse °

Our world is only one small planet in a vast universe. Our
universe is one speck within the “Multiverse.” The portals that connect

the planets are unstable — they can spawn and die out in the blink of

an eye. If anyone could <tabilize and control these portals, he would

wield immense power.

n 2 freak accident, Leon, a brilliant scientist in the process of developing
just such a device, is sucked out of our world and into a bizarre dimension.
There, the evil Looger and his cronies torture the scientist and steal this

technology, perfecting it until it suits their own twisted purposes.

They break into oup world, but before they can complete their fiendish
plans, they are discovered by Bobby ‘Sealer’ Jenkins. They capture the
boy and try fo get him to talk, but he breaks free, and escapes through

a portal into their world.

POPPPIPLY

This once heroic and brilliant
scientist is now merely 2 suply
supvivor — but he hasnt quite
realized that yet. He befriends
Bobby, and gives the boy advice
and guidance as he explores

the strange world he’s

4 blundered into.
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our world, she’
of a movie Jdirector. 5he 18 NOT one

to be messed with, and Bobby has
crossed the line!

Turbine:
furbine 18 Looget’s
«muscle” and s

masquerading as a

..}

4 I construction worker
1r 3 i oup world. 5caler’s
(| too quick for this

\J
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bad-—brea’rhed baddie!
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{orld Map
Here you'll be able to select the destination for the next leg of .

your adventure. Some destinations will be locked. In order to unlock a
destination you'll need to collect the number of lizard eggs indicated in
the upper right hand corner of the screen. Use the

directional buttons or left analog stick to select
an unlocked destination. Press the €3 button

to display the destination level’s objective.
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our current @ L

i o mﬁrinm::aojsihpydismay ‘: s
status by checking e 3
o

Your current hea\’rh level is
ndicated in blue.

Hea]th Met o

S’f afic -
Electricit: J Bar"

As you slide én a vine
youv static elechncv%y
charge increases. When
the bar is comple+ely
Full, 7zt{)u receive an
Electric Bomb.

E CC’(I“}C
B}me COun’[ YV
Each Electric Bomb you

gam will be mdma’fed
by a blue orb.
3
5.9 1
Mini-Map e
This map is a smaller version of the level map. Use it to a
help keep you heading in the right direction. You can e

-

turn this map on or off through the panel menu. While in

the off state, you can toggle this map on and off screen
with the R3 button.



o Counter |
CrYS{a?*rle %%Igws’ra\ Gems in the en’rgi g‘cz;\iﬁs
1(‘:13“;614 level). Besides being worth 50

’ u

have given you Have a good chuckle.

of klokkies you’ve collected.

First person mode
A red circle will highlight
targets, while the target
reticle will show where
you are aiming.



How to Play

Scaler Abilities
5caler has tons of coo!
abilities. Some he starts
with, many he can
upgrade, and one he
needs to acquire.
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Tongue Attack

Use his fongue to take out
minor enemies and to stun
the stronger ones.

Claw At ack

Use his claws fop

hea duty com-
baw‘.vg’ran%ywﬂ{,n
the simple claw
a++ack, upgrade

for more poweprfyl ol
attacks, and even%uallw

mastep the ultimate ¢law

attack. You ean also

combine this attack

with a jump for +h
claw dash gHack. y

Elecj[l‘ﬁc Bomb P\‘ttack ¢ oper cOCOONS, take

U“'
c{r1C 2 b to brea '« at¥ack explodes O
Use the G\GC*P‘guzome stronger ones. T;r‘ﬁn its radius.

%:6;: ig%aa‘gf asnd affects everything W 11
0
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Scaler in walking mode

P> button Pause / Pause menu
ey button  Button assignments
left analog stick/directional buttons Walk/Ruh
pight analog stick Move camera
R button  Jump
€3 button + & button Double jump
@ button Claw attack
® button + @ button Double claw attack
(®) button + (®) button + ® button T riple claw attack
&9 button + ®) putton Jump attack
&3 button + &3 button + @ button Long jump attack
@D button Transform
@® button Tongue attack
button First person view
button Camouflage Py
butfon Center camera
12 button Electric Bomb
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START

L]

SELECT

button ;
X Putton Assignments

but ton
Jump /
_@ button + € button p, bT Grab / Drop
tick/directional p uble jump

utt :
@ bu{:{;‘rs Jump in given dipec Fom
) C”’OUCh / HUQ Vihe

& button + left analog s

Sealer in climbing ra0de

P Lutton Pause / Pause menu

START

L) putton Button assignments
left analog stick/directional buttons Climb
pight analog stick Move camera
& button Jump / Fal
@® button Tongue attack

button Center camera 13



Scaler Transformations

After defeating enough enemies of 2 ceptain type, Scaler
can transform into them and use their unique 2 ilities fo his

advantage:
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to new areas and
sgém into enemies with
your charge attack.

POQZ 3 ﬁl'ﬁf

puZard

5hoot near ’Xn

enemies Wi
4 scatter gun
effect or take
cawefu\ aim

and sni

distant gavge’rs.
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Scaler as BaKudan
> Lutton Pause / Pause menu

START

L putton Button assignments

left analog stick/directional buttons Walk / Run
right analog stick Move camera

&9 button Jump
button while holding bomb  Drop bomb
button while holding bomb Bowl! bomb

® or @ button while bomb is away from you Detonates bomb
@ button Transform

button First person view

button Center camera

Scaler as KI‘@CK

P Lutton Pause / Pause menu

START

L) putton Button assignments

SELECT

left analog stick/directional buttons Roll
right analog stick Move camera

6 button on land Jump
button Speed boost

button Transform e

button Spike attack
button Center camera

B A DD ADAADDADD AN
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Scaler as Doozum
P Lutton Pause / Pause menu

START

L) putton Button assignments

SELECT

left analog stick/directional butfons Turh
right analog stick Move camera

& button Thrust
button Sonar attack
button Transform

@ button Speed boost

button + left analog stick Quick Turh
button Center camera

i

43
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a "-'-: Scaler' as Fl"ﬂzal’d
S | B putton Pause / Pause menu
l’ v, L button Button assignments
T 4 1ot analog stick/directional butfons Walk/Run
" right analog stick Move camera
’r,: &3 button Jump
¥4 @® button Shoot
T @® button Spin attack
tr"‘ ey @ button Transform
r“ button First person shiper mode
4 X8 - ® button 5hoot while in sniper mode
| - button Center camera 17
>
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Scaler as SWOOmM
P> Lutton Pause / Pause menu

START

L) pytton Button assignments

SELECT

left analog stick/directional buttons on land Walk

left analog stick/directional buttons in the water Turn
pight analog stick Move camera

&9 button on land Jump

63 button under the water Swim
@ or @ button on land Slide charge

@ or @ button under the water Torpedo charge
@D button on land Transform AP

button Center camera

Containers and Collectables

K}o kKies
Coll

ect these floating pollen particles,
s faithful Repbaldactile

em into new

and Leon and hi
can help you convert th

Jbilities and upgrades.
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Containers and
Co]lectables (con't...)

000
Sc;si: é:anrg:f easily broken and mar;;‘/
contain a collectable. Coc:z}ons shou
be approached with caution as some
are traps or monsters. .

Shells

These are tough to break and require an
Electric Bomb Attack op a Bakudan bomb to

opeh. Shells usually contain a very valuable
collectable.

Vita]oids

They help you recover youp
heath when yourre hupt.

~ . 13zard £99s

e
: tire world. The mo
gl Eggs in the en flable to
There are Zﬁetfa:‘fe jfpe levels wil beC‘;Efj;im*ha
eggsg Tegf all ’r,he eqgs to keep Looger

you. LO



Obstacles !

You will pun into all sorts of obstacles throughout the world. .
5tudy them carefully to determine the best strategy o

eliminate or neutralize them.

Spiky Surprise Cocoons:
Sneak on by or blow it up.

»

IODIDIPINRI2RR

Climb Detonator:
Touch it and then get back.

Cactus?
This stuff swells up when you get close.

&neak up on it To get by.

MALDPADP

®

S\ide Bombs
Duck and jump them.
Don’t touch.

Tl il

i5t]e:
Very sharp. Jump R




Sf@ py:
(= Jump oh, jump off.
Don’t dilly—dally,

¥

Cannon Flower:
stop Eggsville!

o 1o 00 T In o e e W o o e 4 dd i

q.
F? Machine gun
FE¢ action. Time your
ﬁ counter attack.

Fake Surprise Cocoon:

1
Be& VY at 'e! Be t’ead\/.
L

21




Monsters

Monsters come in all shape
all so you can be prepared

Arachnos:

attack to take
him out.

Ratos

Use your tongue

_ Treavels in packs.
Use your claws.

pragon Shooter:

Zarpac:
_ Dont tupn your
. on this one. He has

pragon Warrior:
Don’t let him grab you.

s and sizes. Get o know them
to take them out.

Hidden Cral

Keep runhing. He won't be

able to get a lock on yol.

)

SARPIPPRPPPR 2222222200

il it

5tun him with your
tongue. Finish him ¢

with your claws.

back

sharp quick claws.

®

Il i
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R0l Iy -ty
s-iniy-io-n-lplp Ty tp oo Vp Yo g

Flying Jeti:
Avoid his breath.
s icy cold. Gritfont
Keep an eye out
for him. He's quick.

pragon War Beast:
Attack when his fist 1S stuck

in the ground.

Trapyer®

lJse camouflage




Menu Screens
IMPORTANT

e directional buttons or the left analog sti ighli
g stick to highlight i
Press the €3 button to confirm, Press the @ button to go Eackyouv —

Main Menu

From the Main Menu, select New Game,
Load Game, Options, or Credits.

Yewl game

Lets you begin a nhew adventure!

Load Game
If you have previously saved 2 5caler game onto a

memory card (Bmb) ( for PlayStation®2), you can
load it and continue on youp adventure! See 5aving

and Loading on page 2 for more information.

Options Menu

Here you'll find all the settings you neec! to -t;j;!nv
Sealer to your own tastes. 5ee the Options Menu

section for more details.

Credits

Here yau’\! be able to view

: the game credits. = f

Options Menu

You can reach the Options
Menu by selec fing it from
either the Main Meny

ob the Pause Menu. vibrotion ¢

Comera

: Pdn‘;:f

T — —

Upt ;[JI}:.,

Pane] Menu

Here you can set the state of the

panel and the mini-map. You can

have the panel display when there

is a significant change such as when

you take damage or it can be up at

all times. You can display the o
mini-map by toggling it on and off

with the R3 Button or you can
display it at all times.

Panel always on

Y
Yy
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Scaler Camera (M Axis )

First Person Uiew

‘ t’r'j‘_lru._j

anguage Menu

On the [ an
guage M
the language you v SOleCt

game to display.

Audio Menu
5elect either Music or 5ound Fx.'
Once selected, use the left and right

functionality of the directional buttons or
left analog stick to adjust the volume.

{ibration Menu
Select “On” or “OFF” fo turn the
vibration function on or off.

b |
Camera / ¥irst
o control how the mqh
the camera. 5elect either
view. Once selec’red_.
left or right diirection
stick to select “horma _
are satiisfied with your settings, pres

@ button to confirm.

You would like +he

person Mend
t ‘analog stick moves
y ayis or first person
this is selected use the
Al buttons or left analog
" or “Flipped.” When you
s the

25
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IMPORTANT

Use directional buttons
or the left analog stick to
highlight your selection.
Press the €3 button to
confirm. press the O button
to go back.

.
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Quit Goame
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f From the Pause Menu, select Status w
| Screen, Objectives, Map, Save, or Options. i*

|
i \
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000000000000
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Stotus

T
Ay
L

VoD Dbt ol il s

Here you can view the f ollowing |
information: |

@ Number of Klokkies, Electpic

Bﬂmbs, CPYS+3| Geﬁ"lS, and ;,' 5 ”
Eggs collected. | ObJGC‘t]VGS

¢ Number of energy points
earhed.

@ Number of transformable
creatures you have defeated.

Horadus Q
@ Transformations you have - . 0‘1
mastered. **-H
@ Abilities you have learned. &
Conect 10 CrasTal Cems
e
e
L
9\1
Objectives 9\_1
m

' 4"' A

This displays your objectives fop the level g,
When you complete an objective, the

26 objective box will be checked.

LN



Leve] Map

This displays a map of the current level
Your cuprrent position is indicated by a -
}/ellow arrow. Your cuppent objective is
ihdicated by a star, Use the right

analog stick to zoom in ang out on the

| map. Use IGKM and move to up and
down between levels on the map.

\

NN AT

¢
N\

Save

Rl
: This displays the save game slots.

3 Use the directional buttons or left
. - analog stick to select a game slot. If
" _ _ the slot is open, the game will be

» saved. If there is an existing saved
) game in the slot, you will be asked to

confirm your selection. “Yes™ over-
writes your existing save with your
current save and then returns to the
Pause Menu. “No” will return to the
Pause Menu without saving.

o
J

b

N
— N »
5| | Quit Game Option

— Quit Gomes This option is only available when you

& pause the game. You will be asked +o
: confirm your selection.

——

a4\

ral %\

- \ >

= ) Quit Leve] Option

= This option is only available when

.'-:' Ouit Qoame» YOU pause +he game' YOU Wi” be
asked to confirm your selection,

Quiting the level will +ake you back
to the world map.

- - forld map / Gallery

8. ] A - ONn the
& IGEB button while you are
_’ a Yo can smac o o bu\l py. AS yZu collect more
*-j | World Map to access the ?a ery. e Talabs:
e o Crystal Gems, MOre pletres 2
/
¥ ) 7
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™ SUPPORT & WARRANTY

Warranty

LIMITED SOFTWARE WARRANTY AND LICENSE AGREEMENT

YOUR USE OF THIS SOFTWARE IS SUBJECT TO THIS LIMITED SOFTWARE WARRANTY AND
LICENSE AGREEMENT (THE WAGREEMENT”) AND THE TERMS SET FORTH BELOW. THE “SOFT-
WARE” INCLUDES ALL SOFTWARE INCLU DED WITH THIS AGREEMENT, THE ACCOMPANYING
MANUAL (S), PACKAGING AND OTHER WRITTEN, ELECTRONIC OR ON-LINE MATERIALS OR DOCU-
MENTATION, AND ANY AND ALL COPIES OF SUCH SOFTWARE AND ITS MATERIALS. BY OPENING
THE SOFTWARE, INSTALLING, AND/OR USING THE SOFTWARE AND ANY OTHER MATERIALS
INCLUDED WITH THE SOFTWARE, YOU HEREBY ACCEPT THE TERMS OF THIS LICENSE WITH
GLOBAL STAR SOFTWARE, INC. (W\LICENSOR").

LICENSE. Subject to this Agreement and its terms and conditions, LICENSOR hereby grants you the non-
exclusive, non-transferable, limited right and license to use one copy of the Software for your personal use on a
single home or portable computer. The Software is being licensed to you and you hereby acknowledge that no
title or ownership in the Software is being transferred or assigned and this Agreement should not be construed
as a sale of any rights in the Software. All rights not specifically granted under this Agreement are reserved by
LICENSOR and, as applicable, its licensors.

OWNERSHIP. LICENSOR retains all right, title and interest to this Software, including, but not limited to, all
copyrights, trademarks, trade secrets, trade names, proprietary rights, patents, titles, computer codes, audiovisual
effects, themes, characters, character names, stories, dialog, settings, artwork, sounds effects, musical works, and
moral rights. The Software is protected by United States copyright law and applicable copyright laws and
treaties throughout the world. The Software may not be copied, reproduced or distributed in any manner or
medium, in whole or in part, without prior written consent from LICENSOR. Any persons copying, reproducing
or distributing all or any portion of the Software in any manner or medium, will be willfully violating
. the copyright laws and may be subject to civil and criminal penalties. Be advised that Copyright
violations are subject to penalties of up to $100,000 per violation. The Software contains certain
licensed materials and LICENSOR's licensors may protect their rights in the event of any viola-

tion of this Agreement.










Global Star Software, Inc. 622 Broadway, New York, NY 10012 A Take2 Company

© 2004 Take-Two Interactive Software and its subsidiaries. Global Star, the Global Star logo, the A Take2 Company
logo, and Take-Two Interactive Software are all trademarks and/or registered trademarks of Take-Two Interactive
Software, Inc. © 2004 Artificial Mind and Movement Inc. All Rights Reserved. Uses Bink Video. ©1997-2004 by
RAD Game Tools, Inc. The ratings icon is a trademark of the Entertainment Software Association. All other marks
and trademarks are the property of their respective owners. Developed by Artificial Mind and Movement, Inc.
Published by Global Star Software, All rights reserved.
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