EVERYONE




WARNING: READ BEFORE USING YOUR PLAYSTATION®2
COMPUTER ENTERTAINMENT SYSTEM.

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
games, including games played on the PlayStation 2 console, may induce
an epileptic seizure in these individuals. Certain conditions may induce
previously undetected epileptic symptoms even in persons who have no
history of prior seizures or epilepsy. If you, or anyone 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 2 console to a projection TV without first
consulting the user manual for your projection TV, unless it is of the LCD
type. Otherwise, it may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherals not authorized by Sony Computer
Entertainment America may damage your console and/or invalidate your
warranty. Only official or licensed peripherals should be used in the
controller ports or memory card slofs.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

e This disc is intended for use only with PlayStation 2 consoles
with the NTSC U/C designation.

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

Do not leave it in direct sunlight or near a radiator or other source of heat.
Be sure to take an occasional rest break during extended play.

Keep this compact disc clean. Always hold the disc by the edges and
keep it in its protective case when not in use. Clean the disc with a lint-
free, soft, dry cloth, wiping in straight lines from center to outer edge.
Never use solvents or abrasive cleaners.
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(etting Started”

MEMORY CARD slot 2 .
MEMORY CARD slot 1 _ - disc tray
- ' B RESET button
B
== OPEN button
USB connector - * Note: Illustration may not match all
controller port 1 ! PlayStation 2 console types. For owners of
controlier port 2 . SCPH-70000 series PlayStation 2 systems, refer

to the setup instructions supplied with your system.

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 display will open. Place the We Love Katamari™ disc on
the disc tray with the label side facing up. Press the OPEN button again
and 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.

{Memory Cards)
To save game settings and scores, insert a memory card into MEMORY
CARD slot 1. You can load saved game data from the same memory card
or any memory card (8MB) (for PlayStation®2) containing previously
saved games. A minimum of 88KB must be available in order to save
game data.




Game Controls

{DUALSHOCK®2 ANALOG CONTROLLER CONFIGURATIONS}

L2 button R2 button
L1 button R1 button

directional

buttons

left analog stick A\ button

SELECT button | % button

ANALOG mode button - 7 button

START button :

right analog stick

(R3 button when pushed down)

{Controls During Requests)

Prince Look ...... button Enlarge/reduce picture...... @ button
Royal Look........ IGEE button (Photo Mode)
Lock On .............'%W button, IGEE button Take Photo............................&3 button
(VS mode) Vibration ON/OFF ..............SELECT button

Ch‘m A phntﬂ,_. hu”_”n! m hH"."“ Pﬂ“ﬁ-ﬂ'”...up..uu.“.“.“.u...uu.....ﬁ‘l}sl}t.r h“[l”n
(Photo Mocde)

{ Controlling movement using the left and right analog sticks}
Roll the katamart using the left and right analog sticks only

[left analog stick] {right analog stick)
Roll forward 1 1
Roll backward i ! |
Turn left (right) N NN
Roll left (right) = (=) ) Ll 3
Brake ress analog sticks in opposite direction of the rolling direction
Shift left left analog stick -l (or right analog stick ‘.‘)
shift right left analog stick 4 (or right analog stick §)
Quick shift left (right) 1) t})
Dash ! f (Quickly move both analog sticks back and forth)
Charge'n Roll (VS mode) 3 4 (Quickly move both analog sticks back and forth)
Quick Turn Press the L3 and RS buttons at the same time

{Controls used on the Select Meadow, in menus, and elsewhere

Selecting items / Moving around............cocoovivvnniiiiissssnnnnneen 611 analog stick
COMTIFM FTEIM ..o teasceccr s sssasssssressrsssesesssssssnssensissessesensense: a8 DUTEOTL
Return to previous sereen / CAncel ... @ button

*0n some screens, movements can be made with the directional buttons.
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{ Roll forward} left analog stick ¢ + right analog stick ¢

=






Next, Let's Roll It To The Side!

{Roll left and right} left analog stick «=(=) + right analog stick 4=(=»)




And Bockwards Too!

{Roll backwards} left analog stick § + right analog stick §

< a » -

e




And Turn..

{Turn left and right}
left analog stick " (&) + right analog stick (&)

12



Uh- Oh---
An Alligator! STop!

{Brake] Press both sticks in the opposite direction

that the katamari is heading.
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Get A move On !

: {Dash} Move both analog sticks rapidly back and forth.
The longer you keep dashing, the quicker you'll run out of steam.
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Round & Round .-

{ Shift left and right}
Shift left: left analog stick § or right analog stick ¢ .
Shift right: left analog stick 4 or right analog stick §




Here! Here!

{ Quick shift left and right}
. Quick shift left: left analog stick § + right analog stick 4

Quick shift right: left analog stick € + right analog stick §







Run Away!!

r {Quick Turn} Press the L3 and R3 buttons at the same time to

jump over the katamari and face the opposite direction.




-
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Everyone gets along when you roll the katamari like this.




Secret Actions

Hove Fun From
The Kotamotis Viewpeint

Press the button to perform a Prince Look.

It lets you look all around from the top of the katamari.

The button shows you the Normal Eye view,
and the button gives you the Miracle Eye view.

Use the left analog stick to change your perspective,
Press the button once more to return to the game screen.

(. )
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Look At The Katamori & Enjoy

Press the HGEE button to perform a Royal Look.
The Prince will fly high in the air so he can
check out the katamari from all angles.

Use the IGEM button to zoom in, and the
button to zoom out.

As with the Prince Look, change your

perspective using the left analog stick, and

return to the katamari rolling screen by
pressing the button again. Getting / /
the hang of the Royal Look will give a big |
boost to your gaming enjoyment! |

Climb Over Obstocles!!

When you're facing a wall, push the left analog stick 4 and the right
analog stick 4 to go over it.

You can climb over walls that are about the same size as your
katamari. If you're clever in how you apply this movement, you'll be
able to go up ladders, staircases, and other things too. Try reaching
higher and higher places.




Select
A Request ...p2s

Presents .. pi3o

Sound &
Vibration...P3s
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elect A Request

A Request begins once a fan has told you of their request. Approach a
fan in the Select Meadow and press the €3 button. The fans all have
different requests, so the tasks they give vou will be diverse. The rules
will be explained fo you in person by the King, so be sure to pay him
close attention. He really does tend to go on a bit though!

The game will end if you cannot fulfill the conditions required to
complete the task, but you'll be able to give it another go by selecting
“Play Again”.

Also, even if you have fulfilled the conditions for completing the
task, you'll still be able to keep on making your katamari grow until

time runs out.




All of the fans’ requests are
important, so please listen
to them with your undivided
attention.

By the way, you can use the
right analog stick in the Select
Meadow to choose excellent
background music to listen to Lobt B Saiect
during the task.

When vou finish a Request
after having fulfilled its
completion conditions, you
will be brought to the Results
Screen, where the King will
greet you in a relaxed mood.

The fan and the King will
have a little chat, and after

a while your katamari may

be raised up into the Cosmos.

{Pause }

Help me
remember, please.

rn;i.l"- H:r._l!"pl :’ celect ﬂfj'ﬁ.

It's o KATAMARIL Il

Press the START button during a Request to bring up the Pause menu,

which will present you with two choices. Press the @ button to start

over from the beginning, or press the @ button to end the Request and

return to the Select Meadow. When you end a Request, you will be returned

to the Results Sereen first if you have fulfilled the completion conditions.

If the katamari you have created doesn’t appeal to you,

you can re-make it as many times as you like.
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Doto

Game data can be saved or loaded by visiting the small house in the
Select Meadow. Game data will be saved as files identified by “na”, “m”,
or “co”. Select a file using the left analog stick 4= or =»_ and confirm

your choice by pressing the €38 button.

Your data will be safely stored, no matter which file you choose.

Select “Load Katamari Damacy
constellation data” to load data
from the previous version of
*Katamari Damacy.”

A PlayStation 2 Memory Card
(SMB) containing data saved from

Lood Kaotamar, Dﬂll“r
ganstellation dafa

the previous or current version of

LAFL G SEMET, 5.0 b the game should be inserted into
MEMORY CARD Slot 1.

[f you are going to load or save game data, start the game only
after you have inserted a memory card (8MB) (for PlayStation®2)
with at least 88 KB of free space. You will need to have at least
another 88 KB of free space to save photo data.




Collection

The pretty blue katamari identifies the Collection. Here’s where the
objects you've rolled up during a Request can be inspected individually.
Even if you haven’t collected all objects, you'll still enjoy having a nice
long look at what you have managed to roll up so far.

Select Category Screen Object Screen

Rolled-up objects are separated Use the or IGEM button
Into various categories, Choose to choose a page. Choose an

a page by pressing the or object with the left analog stick
BEEE button, and use the left to check out its description.
analog stick to select a category. Use the left analog stick to
Press the €3 button to go to scroll the description text up
the Object Screen. and down. Zoom in or out using

the and buttons,
and rotate the object using the
right analog stick. \

-? &

“ |

(B




Presents

The Birthday Cake is where you can wear any Presents that you

have found.

Presents can be worn on three areas: your head, face, and body.
And the items are pretty stylish, too. If the presents are of different

types, vou'll only be able to wear two at a time.

Use the left analog stick to
choose a Present. Put it on with
the &3 button, and take it off
with the @ button. Use the
right analog stick to view your-
self from different angles. Press
! the @ button to return to the
Lebt & Select  Weor n‘ Beck Right & Rotate Select Meadow.

You can get Presents by rolling up a Present Box during a Request
and safely completing the Request. Turn heads by putting on your
favorite Present.
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Photo Album

The tree with the two birds perched on it is the gateway to your
Photo Collection.

Pictures taken with the Camera (see pgs. 40-41) can be seen by
everyvone, and the data can be handled by everyone, Only pictures that
have been stuck to the Sky Canvas will be saved, so be careful.

Left & Select Pick Cancel

The little bird will be your guide here. Move the bird around with the

left analog stick and grab a photo with the € button. Find a nice place
on the Sky Canvas and press the € button again to stick the photo there
with a colorful pin. A total of 12 photos can be saved. All photos, whether
taken while using in the “na”, “m", or “co” files are saved as shared data.

{The Goat}

You can erase a photo already

in your grasp by feeding it to .\ &

the Goat (press the €9 button). \ 2 -




VS Rankings

The podium with a mushroom sitting on it is the gateway to the VS
Rankings. This is where you can check the results for each character in

VS Mode (see pgs. 38-39).

The Rankings are divided into two sereens: above ground "Scent of

Spring” where the characters will feel a gentle breeze tickling their

Yo gf ';',. oy il I?I_

noses, and “Compost,” where they
will be enveloped by the warmth of
the Earth. Use the right analog stick
to switch between the screens.

Your guides this time will be a
butterfly and an earthworm. Use the
left analog stick to move the butterfly
above ground and the earthworm
below ground to select a character
and display the total number

of cookies it has been awarded from
the VS battles. Characters with

a larger number of cookies will be
positioned higher up. Cookies aren't
just a cool way to show the rankings
— they also happen to be the tastiest
things in the world!




-
Chonge
Choracterlr

If vou press the € button when you approach the

Prince or a Cousin, you can change the character
you are playing. If you keep on changing characters,
you may end up finding your true self. Players have
to find the Cousins who will appear over the course

of the game.




The headphone-wearing woodpecker marks the

Sound &
\Vibroation

spot where you can adjust the sound settings or
activate/deactivate the vibration function of the
analog controller, Select an item using the left

analog stick 4§, and use the left analog stick
+==p (0 choose your desired settings.

Vibration

Sound

lllllllll

Switch vibration function ON/OFF

Mono/Stereo ....Toggle sound output

Default ............

e

Quit Gome

Press the €3 button when you
approach the Door to end the
game, Even if you quit the

game, please don't forget about
Katamari Damacy!

Adjust background music volume

Adjust sound effects volume
.Restore Initial background music

and sound effects volume levels

r
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{Two Player Co-op Mode ]
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Once other Royal Cousins have appeared in the Select Meadow

(see pgs. 24-25), a second player will be able to control them if an
analog controller has been inserted into controller port 2. To enter
Co-op Mode, both players need to approach the same fan together

and press the € button to confirm the action.

In Co-op Mode, two players roll
a single katamari. Player 1 rolls
it from the left side and Player 2
rolls it from the right. The rules
and flow of play are basically the
same as in single-player mode.

In Co-op Mode, the katamari can only be rolled
by both players acting together. Even if Player 1
tries going it alone to try and roll the katamari
forward (left analog stick 4 + right analog
stick 1), it will just remain in place, spinning
to the right. This is because Player 1 was
rolling the katamari only from its left side.

In order to roll the katamari forward,
Player 2 must also roll it forward

(left analog stick 4 + right analog stick ¢).
[f Player 2 rolls it to the right (left analog
stick =» + right analog stick =) during this
action, the katamari will roll diagonally to the
right. Be sure to roll in sync with each other.

Two players can perform a Dash or Quick Turn if they act in unison. The
player who presses the buttons to activate a Prince Look or Royal Look will
be able to change the perspective and control other aspects in that mode.

37



Raging
Katomoris

{ Two Player VS Mode |
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To play in VS Mode, both players together need to approach the two
guys sitting down playing chess, and then press the €3 button.

Before VS Mode begins, a specific object such as a pencil or balloon
will be designated by the King. The player who has rolled-up the most

. specified objects before the three-minute time limit has expired will be
the winner (a tie will occur if both players have the same number of
objects). If you make your katamari big enough, you'll even be able to

. roll up vour opponent.

The Rules of Bottle

You can choose from among
three VS scenarios.

{VS Actions}

Lock on — Press the W or IGE
button to turn quickly towards
where yvour opponent is standing.

Charge’n Roll — Move both analog

sticks rapidly back and forth. When

vou let go of the analog sticks, your
katamari will zoom off on a collision course to deliver your opponent

I a real headache. Once the battle has ended, the winning player will
receive a cookie from the King as a reward. The loser will have some
of his cookies taken away and be left with fewer cookies. Go to “VS 39
Rankings” (see pg. 33) to view the Cookie count.






If you've found the Camera Present (see pg. 30), you'll be able to take
a photo of the scenery during a Request. Press the €39 button during

Prince Look or Royal Look modes (see pgs. 22-23) to enter Photo Mode.

Move the perspective around
using the left analog stick,
zoom in using the IGER button,
and zoom out with the
button. Press the & button to
snap a picture, and then use
the @ button to enlarge or
reduce it.

You can hold up to three pictures during a Request, and they will be
automatically stored under numbers “17, 2", and “3" in the upper left-
hand portion of your screen. Select a number using the or IGER
button and take a photo. Be careful: if you take a photo using a number

that already contains one, the earlier photo will be erased.

<

*Up to 12 photos can be stored

in the “Photo Album” (see pg. 32)

in the Seleet Meadow.
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They might have gotten into a bit of a ruckus,
but after playing games back at the Apple House

everybody’s getting on fine once more.
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Thé Cosmos

The katamaris you create during a Request will float in the Cosmos in '
the form of planets or other celestial bodies. Face the sky from the
Select Meadow and rise up to gaze into the Cosmos. Use the left analog
stick to choose a planet, and press the € button fo view the data of
the celestial body you've create;'d,

While the data of a planet is o
- 5T N on display, you can use the
i , e vama g, AN left analog stick to move
S | closer to or away from that
planet.

‘e | Getting close to the Sun will
- B ¥ A allow you to view the entire

Lett & Move ~ Aim . o Beck - W Sheoting Star GOSITI{IS

Any of your Star Data from the earlier version of “Katamari Damacy”
can be viewed in the Cosmos. Make sure you've already loaded it as
explained in “Data” (see pg. 28). s

et i i e e

v e rm—




{Stardust and Shooting Stars}

[f you've failed to complete a Request, your katamari may end up as
Stardust. This Stardust will sparklingly decorate the Cosmos. If you've
finished a Request quickly, your katamari will turn into a Shooting Star.
Press the START button to see a list of your Shooting Stars.

Pressing one of the directional buttons or the I, IFEN, IEEN,
KBl @, or R3 button will launch the Shovting Star that torresppnds

to that button. .

{Completing the same Request twice}

If you choose a Request you've already completed and manage to
complete it again, a question will appear on the Results Screen. If you
choose “Planet”, then the previous Planet will be turned into Stardust
and your new katamari can then be made into a brand new Planet,

L]
Roll up lots of katamaris to make the Cosmos glisten with Planets
and Stardust.
.Sta S
®
o
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LIVE HELP NOW AVAILABLE ONLINE!

Ever get stuck and just need that extra edge to beat the level?
Having problems getting your game to work properly?
Now you can get one-on-one help from Namco using your web browser!

Simply go to livehelp.namco.com for more details.

Live Counselors available from 9am-5pm Monday-Friday Pacific Time.

Namco Hometek Inc.
ATTN: Customer Service
4555 Great America Parkway, Suite 201
Santa Clara, CA 95054

Before returning any defective materials to us, please contact us for a Return Merchandise
Authorization (RMA) number. You can reach us at the address above, via e-mail at support@namco.com
or contact us directly at (408) 235-2222. Please note that any materials sent to us without an RMA number
will be refused and returned. We highly recommend that you use a traceable and / or insured method of

shipping the materials to us.

Namco Online: http://www.namco.com
Visit our Website to get information about our new titles.

LIMITED WARRANTY

Namco Hometek Inc. warrants to the original purchaser that this Namco Hometek Inc. game pak shall be
free from defects in material and workmanship for a period of ninety (90) days from the date of purchase,
If a defect covered by this limited warranty occurs during this 90-day limited warranty period, Namco
Hometek Inc. will repair or replace the defective game pak or component part, at its option, free of charge.

This limited warranty does not apply if the defects have been caused by negligence, accident,
unreasonable use, modification, tampering, or any other cause not related to defective material
or workmanship.

LIMITATIONS ON WARRANTY

Any applicable implied warranties of merchantability and fitness for a particular purpose, are hereby
limited to ninety (90) days from the date of purchase and are subject to the conditions set forth herein.
In no event shall Namco Hometek Inc. be liable for consequential or incidental damages resulting from
the possession or use of this product.

The provisions of the limited warranty are valid in the United States only. Some states do not allow
limitations on how long an implied warranty lasts, or exclusion of consequential or incidental damages,
so the above limitation or exclusion may not apply to you. This limited warranty provides you with specific
legal rights. You may have other rights which vary from state to state.

To register product online go to

WWW.NAMCOREG.COM




We Love Katamari ™&®© 2003 2005 NAMCO LTD., ALL RIGHTS RESERVED. The ratings icon is a registered trademark of the
Entertainment Software Association. All other trademarks and trade names are the properties of their respective owners.




