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WARNING: READ BEFORE USING YOUR PLAYSTATION GAME CONSOLE.

A very small percentage of individuals may experience epileptic seizures when exposed to certain light patterns

or flashing lights. Exposure to certain patterns or backgrounds on a television screen or while playing video

gamies, including games played on the PlayStation game console, may induce an epileptic seizure in these

individuals. Certain conditions may induce previously undetected epileptic symptoms even in persens who have

no history of prior seizures or epilepsy. If you. or angone in-your family, has an epileptic condition, consult your
£

physician prior to playing. If you experience any of the following Symptoms while playing a video game — dizziness.
altered vision, eye or muscle twitches. loss of awareness, disorientation. any involuntary movement, or convulsions
- IMMEDIATELY discontinue use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS: |
Do not connect your PlayStation game console to a projection TV without first consulting the user mantal
for your projectian TV, unless it is of the LCD type. Otherwise, it may permanently damage your TV scréen.

HANDLING YOUR PLAYSTATION" DISC:

* This compact disc is intended for use only with the PlayStation™ game console.

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

Do not leave it in direct sunlight ot near a heater. or other source of heat,

Be sure 1o take an occasional rest break during extended play.

Keep this compact disc clean. Always hold the disc by the ar:f es and keep it in 1S protective case when not in use.
Ctllean_the ?isc with a lint-free, soft. dry cloth, wiping in-straight lines from center to outer edge. Never use solvents or
abrasive cleaners.

MEDIEVIL TIPS AND HINTS

PlayStation” Hint Line *
Hints for all games produced by SCEA are available:

within the us: ~~ 1-900-933-SONY (1-900-933-7669)

$0.95-per minute auto hints. $1.40 per minute live; S6.95-816.95 for tips by mail (subject to availability) & $5.00-$20.00 for card recharge.

Within Canada: 1 '900'451 9797

$1.50 per minute for preracorded information

For US callers. game counselors are available 7 am - 7 pm, 7 days-a week, Pacific Standard Time.
Automated support is available 24 hours a day, 7 days a-week.

Live support for Canalia is not available at this time.

This hint ling supports games produced by Sony Computer Entertainment America. No hints will be given on our Consumer
Service Ling. Callers under 18 years of age, please obtain permission from a parent or guardian before calling. This service
requires a touch-tone phone.

Consumer Service/Technical Support/Order Line 1-800-345-SONY (1-800-345-7669)
Call this number for heip with technical support. installation or general questions regarding the PlayStation™
game console and its peripherals. Representatives are available Monday-Friday, BAM-6PM Pacific Standard Time.

PlayStation On-line - http://www.playstation.com
Our news is always hot! Visit our website and find out what's happening — new titles, new products and fresh tidbits about
the PlayStation” game console.
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SETTING UP

Reset >

Button PlayStation”

Power S

Button
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Controller
Port One
Disc
Cover

Open
Button

Memory Card

Power |

Indicator

Slot One

Set-up your PlayStation”® according to-the instructions in its Instruction
Manual. Make sure the power is off before inserting or removing a

compact disc. Insert the MEDIEVIL™ disc and close the €D cover.

Insert game conftrollers and turn on the PlayStation® game console.

Follow the on-screen instructions to start a game.
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How TO USE YOUR CONTROLLER

[L2 + R2] ButToNns

Hold and use the Directional

buttons to zoom in and around
in “Dan-Cam Vision”™ Release
to return to normal mode.

[L2] BurTON

Pan camera left (only when camera
icon allows - sce “CAMERA" for
more information).

[L1] BurToN

Toggle target selection
(projectile weapons only).

[DIRECTIONAL] BUTTONS

Move Sir Dan forward, back, left and
right. Double-press and hold to run.

[SELECT] BuTrTON
Bring up Inventory. Use the

LEFT/ RIGHT/ UP/ DOWN Directional
buttons to scroll through weapons
and items. Press the [X] button

to select or use an object.

[L3] (LefT THUMB-STICK)

Move Sir Dan when in Analog Mode.
See page 15 for more information.

[ANALOG MODE SWITCH |

To turn the Analog Mode on,
press the analog mode switch
so that the LED lights up red.

O — - —R— e — r— e @ R,



[R2] BurTon 5
Pan camera right (only when -
camera icon allows - see “CAMERA”" ‘;ifé
for more information). &
[R1] BurTon 14

Enables back step/side step. 5
Hold and use Directional buttons g
in the direction you wish to move. x/

[TRIANGLE| BUTTON
Duck, or if in possession of a shield,

NY defend. Press while running to perform |
a shoulder-barge; “The Daring Dash” i
> (this is a special skill that Sir Dan will
tatior: learn later in the game). &
LOG [CiRcLE] BuTTON
Jump. _
[X] ButTon =

Main attack, or action
(e.g. read book, speak to gargoyle).

i h "'.‘_h-
|':'.|, N1

[SouARE] BurTON

Secondary attack with many weapons:
hold down, then release button to
trigger a power attack. Throw.

[START BUTTON] §~
Pause (opens the [RS] (RIGHT THUMB-STICK) v
“Options”™ menu). Inactive.

| *MEDIEVIL also supports the DUAL SHOCK ™ vibration_function, which you can toggle ON or OFF. See page 15_for more information.




¢ The history books of
~ Gallowmere tell of a hero,
Sir Daniel Fortesque,
who single-handedly
halted an invasion by
the zombie hoards of
Zarok the Sorcerer...

THE LEGEND OF
SIR DANIEL FORTESQUE

... but then, history books
are often known to lie.

W TR O ¢

For years, Daniel Fortesque had
regaled the nobles of Gallowmere
" with wild tales of slain dragons
and vanquished legions.
King Peregrin was so-impressed
that he made Daniel a Knight
and appointed him head of the Royal
Battalion. Of course it was only an honorary
post = Gallowmere had not seen a war in many
centuries — but the King liked stories, and Sir Dan
was an excellent storyteller. -~ —

But then evil Zarok the mad magician returned
from years in exile. Embittered and filled with
wrath, he threatened to unleash an army of

’ '
) ‘j : - darkness that he had built using the most




s feel safe, King Peregrin declared that Sir Daniel Fortesque had died in '_J

sinister of magic. The King was in desperate need of a hero and knew
exactly who he wanted. : e S

Sir Dan was thrust at the front of the King's army to face a monstrous
enemy. The battle commenced and within seconds Sir Dan fell to the
ground, struck in the eye with the very first arrow fired. His wound was
fatal and the army
was left to fight
on without him.

- ZaroK's legltms

~ were defeated, -

- but Zarok hxmself

. - was never found.

~8 | I ' - Embarrassed by -
g i Dan's oor

3 + - show; and -

. _realizing hlS '
subjects needed

Y

-

mortal combat, seconds after killing the sinister wizard. A hero’s tomb
was erected for Sir Dan, the history books inscribed with tales of his. valar

Zarok was soon forgotten, a lost character in history’s plays. But Zarok
- himself never forgot. He fay in hiding, creating a bigger, stronger army
of mutated monsters. e -

' - : ' R ey . s oo dne"® BE L e |
A e R R e TS

Until 100 years Iater, his scheming complete, Zarok returned...
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SAVING AND LOADING A CMVIE
MEMORY CARDS f

NOTE: Do not-insert or remove peripherals or Memory Cards once the power
is turned on. Make sure there is at least ONE FREE BLOCK oii. your Memmy
Card before starting the game.

SAVIN_G YOUR GAME_

o, - At the end of certain levels, you will reach
2 hm?‘ !\ \& 7“ the Map screen where you can save your
"‘& ¢ e yowma PO 0 3 PLOGICSS, Press the [SQUARE] button
- | a Iy , f; { to save onto the Memory Card in either
12 r‘\“{\ v ": - -Memory Card slot 1 or Memory Card
ok R L slot 2. Press the [X] button to enter a
e L Jevel without saving,

You can save up to three games on a smgle Memory Card, wmch will

be stored within one Memory Card block, Select a save slot with the
UP/DOWN Directional buttons and confirm the save USIAg the [X] button.
When saving over a previous saved game, you will be asked to confirm your
choice. Once the save is concluded, you will be able to continue using the
Map screen to select your next location. |

See page 22 for more zry‘bmzadan on the Map of Gallowmf re.




LOADING SAVED GAMES. = = =

On-the Main Menu screen at the start
of the game; select “LOAD GAME™.
. (“LOAD GAME™ can only be accessed if a
*' - ‘Memory Card contaimng MEDIEVIL saves
~is inserted into one of the Memory. Carcl
- slots). You'll move over to acluster of =
-gravestones The front stone will allow yml _'
to choose between the two Memory Card
slot:s should you have two Memory-Cards inserted contaiing: prmous e
* MEDIEVIL saved games. Press the [X] button to select the Memory C'ard slot.
_ Behind the first stone, three larger gravestones will dlsplay the contents of the
e currently selected Memor} Card. (NOTE:z l;fyou cmly have one Memory Cﬂd
"~ inserted, or only one of the Memory Cards has saved games on'it, you will be
'~ taken directly to the “LOAD GAME" selection area.) Now selectthe saved
; - game you wish to load by using the LEFT/RIGHT Directional buttons to move

_-!" between the three gravestones. Press the"[X] button 1o lbad and conunueﬂw
o selef:tedsavedgame Sy T S e
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THE GAME SCRI:EN

Current o i - -3 Life Bottles
wEapon ® | |

Shield
Strength

Life Bar :
) i Juli the chalice i5)

i

Boss Life Bar

| Camera Status

CAMERA v, .
In"many areas: of the game, you can manually pan the camera by pressing
the {L2] or [R2] buttons. You can also enter a special “Dan-Cam” mode

by holding both the [L2 & R2] buttons together to zoom in. At times when
gither of these modes are unavallable attempting to activate them mll cayse-
a warning icon to be dlsplayed as shown above. =

S

Current
— : ﬁf_ - Money Pile
¥ 8 l ' ~_ Chalice
. - e : 4 of Souls

( pereentage shows how




PAUSE MENU

Press the [START]
~button during
gameplay to open
. the Pause Menu.
. Use the UP/DOWN
. - Directional buttons 1% " IGAME SETTINGS
.+ to highlight an option. - = - CONTROL OPTIONS

«-PAUSED.

- e

~and use the [X]
" button to select it.
See individual options
~ for more detail:

7 RESUME - Zpo: T
- ~ Select this to exit the Pause Menu and continue your game.
-~ QUIT e

 Select this to exit the game and return to the Main Menu.
" GAME SETTINGS =
'~ Select this to view additional game options.

See page 14 for more information.
. CONTROL OPTIONS -
- Select this to view additional control options. -~
. See page 15 for more information. '
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SPEECH VOLUME < s

Use the LEFT!RIGHT Directional buttons to adhlst m-game Iﬂus.lg valﬂme =

i

GAME SETTINCS

AUDIO MODE =

Press the [X] button >

to toggle between

STEREO/MONO. _ N3 B

o | — "PAUSED. oy

FX VOLUME . & :"”f 55‘:"”"5 — v

Use the LEET/RIGHT - @ FX volume ) e S

Diregtional buttons -~ | (FUR RS et ;
to adjust sound ! g o+ — — v B

effect volume. - ek | ﬂ ..

Use the LEFT!RIGHT —*" S PR .~
Directional buttonsto~ ol ST i,
adjust the volume level for claaracter speech B = g
MUSIC VOLUME 2 s AR B R

FFFFF

BISRTING e S F e kq#“‘f
Use the LEFT/RIGHT DH’EC[IOHEII buttens to ad]ust in- gm&ﬁgﬁﬁig e

BEREENATHURT ~~— o e o s ey
Use the Directional buttons to move he screen iAto l;he pomtmn youwant. -
Press the [TRIANGLE] button to retum to the Mam Menu once you have

achieved the desired position.

-l
' = F - p—
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CONTROL OPTIONS
VIEW CONTROLS

| View the burton e b
- configuration for the g
E‘ currently active button
¥ o Lt b_ £ -PAUSED. . o
- layout. Use the \ CONTROL OPTIONS | ’
_UP/DOWN Directional . view Control N .
. buttons to-scroll this~ ..~ ~ Lihtetion O |~ g
- information and-the -~ WERRun foame Oji | Wghais o
— : “) | M iy Rl B l'g -
“ [TRIANGLE] button to g . G NOWRS B
return to the Main Menu. | ', ‘,"ﬂ 3
- BUTTON LAYOUT - _ err— B T S
- Choose from 3 different e R et
3 e el
i - * button wnﬁguratmns AT e i s
; | | , T e _. -Ij;;_l_.ﬁ'_;;;:_ﬁ._;f_*r—'_ S
VIBRATION e Wk SeosaR - = I~

2 - Press the [X] button to wggle the vibration for your “DUAL.EH@CI{“ R
~3 H""—Hﬂlﬂ
e Analag Contmll‘er “ON'Lm; “QFF"

.
o

 WALK/RUNTOGOLE - - o Sl o8
' This opﬁnn is for use when i in analog Irlode The defa‘ﬁlﬁ,ﬁ gthﬁﬂ ', .

‘*__ that you have control over the dégree of meovement when usmgﬂlc > ;_.;.;-il[:-_'

= " [L3] LeFr mump-stiek. I you turn the walk/ran toggle mnw
~ you will be able to toggle between walking and unnin; ‘w push'lng
‘down on [L3] LEFT THUMB-STICK. This may be helpful in narmw areas.

,
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LIFE BOTTLLS AND E\};RGY Vi aLs

'\t the top of thL game-—scmen you'll see a green bar.
~.This 1s Sir Dan's energy meter. When this 1S empty,
Sir Dan will die. However, Life Bottles may be found
that when full; will automatically Q.73
testore him to full health. .
"~ You can refill both vour
life bar and any empty
Life Bottles-at-the
Fountain of 'Reiuvena'tiom
wh-icii you'll see through your
travels. Simply step into the
green -_[qu}tain and wait
'u.n'tﬂ.mu've either
filled your life bar
and bottles, or the
fountain’s natural |
source of power. has-
been exhausted.

You t:ﬁghl: alsa find small vials contalumg
life energy, which JOU can use as a tOp up.
measure. Once your life bottles are |
empty, it's ‘GMlE CWER |
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lNT When you &m:euﬂter bess enemtes. you'R‘see t.hal:_;_ﬁ_".;ﬁoo - Sl
'3 have an energy bar. You must try to deplete it before they ,,.j:-.;;_-_g;‘:_ 2 .

can kill you. [t's up to you to work out which weapoqs o g
S work. best, but as a gEnerél rule,, prulecme wpons' e
N .3-‘ e work better on encmlesat a d,mceh | (-
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WEAPONS

As Sir Dan starts hzs quest the onl\ weapom avaﬁahle o hlm are his rusty

oy &

;'f old :,won_i and some throw_mg dagggrs. As he progresses through the [
: game, he will come across-new \weapons that may be more-effective than his
i: sword in certain situations.Some of these might be found on sgeaﬁc levels, i
’ others are offered as rew ards for his success hv the champions in the- o)
% Hall of H&I’Ot‘i‘b Here are ]us'.: a few of the many weapons he might fi [‘ nd: .

re

k.

BROADSWORD A -y s et 3 g ,,.,"
A much stronger sword that glves Sir Dan a wlder arc < ' SR
of attack. This ¢an be-enchanted, for a small fee, to give

it double the powef for a shorl; permd of Hme. -

s it L N

i Ay
'.',I. 1"' i

CLUB _ e |
This item can ‘smash rochs and waalcmeas of ualls and -~ 4 .i
can be lit on fire - but beware, belng made of wood it - j
can wear down qu lckly Note: When lit on  fire, the club . |
;- can be used to set encmnies on ﬁrc Egy pres;u(g the W‘d 3 i
i attack button. ‘ ' , 2% |

|

:

--I-
"

THROWTNG DAGGERS o ' >
Good for attacking enemies from whem.you might / '
need to keep your distance or who are too high - g
up to attack from the ground.
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‘wears down.

Em has the stre e club.
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Sir Dan wnll f' ﬁd many uqeful items that are automancally smred
into his mventory. Press the [SELECT] button to open the inventory,
then use the LEFT/RIGHT Directional buttons to highlight an item and

press the [X] button to select it. Use the UP/ DOWN Dlrecuonal butmﬁs

to move to another level of items. Wcapons “and shields are found on-
the first line, with other items below. Some items can only be used at
certain pmnts in the game. If you are attempting to use an item in the
wrong place; a ‘negative' sound will play.. = ' |
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RUNE STONES __

e -

o Se— S —

3 e Due to the strong magncal energy that emanﬁtes fram

' ~ Gallowmere; the ancients found a way of capturing .
~these forces and-trapping; themt inside rune stones.
o ._ ~ These rune stones could then be used to open’

R, : ~ locked gates and dot}rways but only if the m;-‘tec[

; /\ stone was placed in the lock. _ 3

e . f\‘ Today, yoii can snli se;:_maﬁy simﬂa: m&s aﬂ e
ging hands.

. ] .
- - B . __ =
' . : . -
-

e B S W Gaﬂowmere shaped to loolt hke

- |

11-' yau ﬁ‘nd arune
~ stone, wmk out
| where it should
~ be placed to @in
| access to new
~ areas - for example,
.. Only a “MOON" rune -
~ stone wﬂi opena
| Magn lodcfa GHA‘OS"‘
‘rine stone 'apens a
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B e m o iy
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At the. e:nct af eacl'r 1evel ymwﬂlsee the map screen whmh shows you how

Faryou have come in your journey “Zﬂak s black clouds obscure areas you |

3 have not reached. Once you have completed a level, you can play it again =~
% - simply by pressing mapq button. Once the black elouds have cleareite - g-:
i reveal a new area, use either thE‘DlI'ectlcllﬂlhnmm [L3] ceer THUMB-s'ngK A
4 to guide the green arrows to the next location you wish-fo explore. %
g to note that the bright, pulsing green arrows indicate directions l:hat are _‘

% | avaﬂable to proeeeﬂ towards, while dim red arrows indicate that you are

unable fo travel ln that dlI'ECﬂOIl Press the [X] bu;ton {0 start the level.
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(GARGOYLES

There are two types of gargoyles to be found in Gallowmere. Neither of them
particularly like Sir Dan, as they know how-much of a failure he was when
he was alive. But they don’t bear grudges _and can be of great help in your
quest if used correctly. _

INFORMATION GARGOYLE - . E
Though they look like mere stone carvings, they Sit \ {15
silently and observe all. Fortunately, gargoyles can't b ' '.
resist showing off how clever they are and will often give v
handy hints and clues that can aid you in Sir Dan’s quest, | 3

Their clues will often be as cryptic-as they are informative. . * 2 ,
MERCHANT GARGOYLE Zo $
These miserable creatures exist only to drain brave ot |
heroes of their treasure, However, théy must always e T o

offer something in return. If you see one of these - . ‘ r
merchant gargoyles on your travels, see if they have :f-
anything to offer that might be of use to 0 you. Select ,j"
“SERVICES” to enchant your Broadsword or patch up &

your shield. Choose “SUPPLIES” to replenish the weaponsh =
you have gained from the Hall of Heroés; buy exira arrows,
spears, daggers and other items to ensure you're fully |
stocked up and prepared for any enemy.

I!
!




BOOKS

“The game beginsfin Dan’s Crypt. Pick'up his sword and

‘% A explore. 1'Ialge-note of the books lying around open.

< Throughout Gallowmere, you will find similar books
* that might be of interest, Some are hlstory books,

y " telling the story of Gallowmere.-Some offer advice

53 l and hints designed to help with your quest.

% | - Whenever you see a book, stand in front of it,-

i‘;r_ “'! . then press the-[X] button. If necessary, use the

ﬁ UP/DOWN Directmnal buttons to scroll through the text.

i
Fad " - [ ] "
l.-""'.., LT & S
. Y

_Any treasure that you find will go into
~your money pile at the top of the screen.
You can use this.to buy items from

the ever- greedy merchant gaxgoyles

—

1
. — i
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| THE EHALIC}-, OF SOULS

.pl!""j-""‘]: - : : .—.1-_..-__1-—#-"-

A ma]ar pait of Slr Dan S ques‘t“ is to make amends for his
ignoble death and prove -hmiself a-true hero. The mythical
heroes of Gallowmere have set aut.a.challenge that he”
must complete in order to Jmn them in Lhe afterlife’s

\ Hall OfHeroes S s S By

& Fa g9 =T i
=
g i . o r ko
¥ - -

I - ——— 4
1"‘1—" L

At certam pmnts of each level you wﬂl see a goldm ehalice ,
' them&ﬁrﬁyw

i P {
L3 " "

will not he able to touch the Ch’ahce, ﬁs énemws are dispatched. “

.

~ the Chalice fills a little more. w":th the souls of the defeated Wctsaﬁes.
S | O I A Om:eih; Gbalmﬂﬁfuﬁs
s & O e U S W i_;,:sywrs.tocollecf
T i‘» and you will be worthy
} .~ to visit the sécrcd‘,....-
- Hall @fﬂﬁemes to claim
t | “i“teward{n‘l‘here is a

e e

Chahce ¢ hidden i
. allﬁﬁ,gt wery. reg'm of
G ere

e

- — - —-.-—-ﬁ-..‘-' i ——T - P (T ey s
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THE HALL OF HEROS

_ Ol ae S - - - T -

. Inthe Hall_bfﬂﬁemes.
the braves_t_"*ﬁeroés from
history spend an eternity
resting, feasting and -

-

%
|

e S

- greatgs.t victories. Sir

“to-any of the heroes
“bathed in a ghostly

1 _colored glow. Simply
g ~ stand on the chalice
. emblem in front of them
and await their guidance. It‘ they want to offer you a rewa.rd you will be
asked *WILL YOU ACCEPT?" — Choose “YES” to take the reward, which will
appear in front of the hero to collect. Remembet, only one reward per Visit

may be collected - don’t go pestering the other heroes, they'll just ignore -

you! The Hall of Heroes is spread over two-levels, inywhtrg Sir Dan is_
truly worthy as a hero will he be able to ascend the stairs. to the tugher
level. When you have paid homage to the heroes in the W&r level the
ghostly stairs will then become sohd ‘

once you have collected your reward return to the arnval point and
select “YES” to leave the hall :

8 v _;éxchangmg tales of thelr" |

Dan can pay his respects




ONE FINAL HINT...

The Dmingbask!! e 25 S

=]

To break open weak spots in the walls dﬂuﬁle tap the forward Directional

button + [TRIANGLE] button. If you are using a DUAL SHOCK Analog
Controller, press hard forward en the [L3] left thumb stick + [TRIANGLE]
button. Repeat this unu! you've brpken down ﬂle ‘wall to reveal ?

As this is a skill you'll have to earn later on in the game, there may have

- been areas in carlier 'lé'?els that you missed. Remémber whare theym%, anc[

come looking for them - once yOu have this handy skiﬂ.

Now you are ready to follow Zarok through Gallowmeré. Lok DaE far -

- —— — el

~exits - they're stn[l marked_by the | green glﬂw Bf Zarok's tl:aﬂ l:he reSidue

~ of his evil magtc SNARSR e e IR
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' Software Warrantv

f
Sony Compuler Entmﬂnmt-&menc&{SGEA) warrants to tbe original puwl'r&w of thls SCEA i
product that this Software is free from defeets in. material and workmanship for.a period of ninety |
(90) days from the date of purchase. SCEA agrees for a period of ninety (30) days to-gither repair or _:
replace, at its option, the SCEA niaduct. Yﬁu musl call 1-300 345—SONY tn racewe instructions to - A
ﬂbtain repmr!mplacement Services, .- . - =t - , 5
This warranty—shall not be applicable. 7and shall be vmd if the defect in the SCEA prﬂdml has ﬁeﬂ " 1
through-abuse, unreasonable use, mistreatment or neglect. THIS WABRANTVTS IN LIEU OF -
OTHER WARRANTIES AND NO OTHEF! REPRE&MIBNS OR CLAIMS OF ANY NATURE SHALL BE
BINDING:ON OR OBLIGATE SCEA. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE -~

i
rf -
L H""';.:‘i ¥

PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR *
PUHFDSE,ﬁEE uwgu m THE NINETY (90) DAY PERIOD DESGC ABOVE. IN NO EVENT wnu.

SCEA BE LIABLE | AL OR CONSEQUENTIAL DAMAGES RESIMING FROM v
Passsssm uSEm c'ntm 0FTHE SCEA SOFTWARE PRODUCT. S

Somié states o nﬁf’aﬁﬂwumnahons 2565 iR long an impﬂe.r} warranty lasts and/or exclusions or -
Tﬁiﬁmaf Wmﬁ? (hmagesfsn tﬁﬁvabom*limimtms ant/or exclusions of liability-may not"
apply'to you. This wafmtmwas you specific legal rights, and you rnay also have other rights whmh- |
valy trﬁm stata.tﬂ stata - |
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NOW THAT YOU VE GOT THE GAME,
ARM YOURSELF WITH THE POWER OF KNOWLEDGE! '

Look for MEDIEVIL: The - . J
Official Strategy Guide ‘ I ! , o
at your local software y AT £ ®, IE‘ oY *
or book retailer. : |
Buy the book, send
in the subscription
card, and get a free
3 month subscription
to PSEXtreme.

DIMENSION
s UeBelL -
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¢ . TR

o \ 3 Id_‘

PlayStation - : g

i

To order direct call:

016-989-017] w=

3 Free issues offer valid only for U.8. residents,
MediEvil s & trademark of Sony Computer Entertanment Amarica Inc = 1988 Sony Computar Enteéntainment Europe. Sony Computer Entertainment 10g0
16 a registered ragemack of Sony Corpuration, PhryStation and the PlayStation togoes are registerad trademarks of Sony Compulter Entertainient Ing.
Tha ratings-icon 18 3 trademark of the Interactive Digital Soltware Association Manutactured 3nd printed in the U.S.A THIS SOFTWARE 1S COMPATIBLE
WITH PLAYSTATION GAME CONSOLES \WITH THE NTSC W/C DESIGNATION. U.S. AND FOREIGN PATENTS PENDING
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