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BEGINNING YOUR JOURNEY . >

To pLay 0.D.T. on YOUR PLAYSTATION® GAME CONSOLE:

1. SET UP YOUR PLAYSTATION® GAME Cunsou: RDANCE WITH THE INSTRUCTION MANUAL
SUPPLIED WITH 1'-HE SYSTEM. ¥

2. 0FEN Tu.g Disc cw;!n ﬂ?
FAGES, UPWARDS. FET R

o

BED OF T'HE DRIVE, ENSU E PRINT(—ID

it

3. CLose IHE Disc COVER. lr THE CONSOLE'IS 5 TCHED OFF, PRESS THE POWER & TO BEGIN
PLAY. Iﬁ'l'HE UNIT IS ALREADY ON, PRESS THE RESET BUTTON. “}lﬁ e :
4. FOLLOW THE ON-SCREEN INSTRUCTIONS. L
ik »'a.

THERE ARE A NUMBER OF ANTMATED MOVIE SEQUENCES THROUGHOUT 0.D.T. Tum CAN BE SKIPPED B
PRESSING THE € BUTTON OR THE START BUWMMQCONTROLLER i i :
. fi R,
¢ lr ] 1
WARNING! It 15 ADVISED, 'rmfyw DO NOT INSERT OR REMOVE PERIPHERALS OR MEMORY CARD! '
THE POWER HAS BEEN TURNED ON. AKE SURE YOU HAVE ENOUGH FREE BLOCKS ON YOUR MEMOR
BEFORE COMMENCING PLAY. 0. ﬂ Uses 1 Memory CARD BLOCK.
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L |
FROM THE SHIP’S LOG OF THE'NAUTIFLYUS, UNDER THE 4
AUTHORITY OF CAPTAIN LAMATV‘%

SOME MAY SAY IT'WAS FOOLIS ¥.QVER UNMAPPED TERRITORY WITH SUH,A i
VALUABLE! CARGO ON B0ARD; 1 WQllLD R AT THE CARGO'S VALUE MA HA ¢
DECISION IMPERATIVE AND ROBBED MEOF&NY-REAL CHOICE INFTHE MATTE GREEN l!c’ ]
PEARL WITH ITS EXTRAORDINARY POWERS MUST BE DELIVERED TO THE CITY OF caLLI, .

OTHERWISE MANY MILLIONS WILL FALL VICTIM TO THE.ERIDEMIC WHICH EVEN NOW IS ‘3

DECIMATING THE POPU LATIDN IT WOULD HAVE TAKEN TOO LONG TO.TAKE THE NAUTIFLYUS
OVER KNOWN LAND. WE SIMPLY HAD TO RISK A FLIGHT PATH ACRCigS THE'FORBIDDEN ZONE.
" !l-'

St
L

LY

NOW, HOWEVER, THE DECISION APPEARS To?ﬂ'\h_-‘__w_lgsn AGAINST US. 1 AM AFRAID
WE MAY HAVE FAILED THE CITIZENS OF CALLI AND PERHAPS THE EPIDEMIC WILL EVEN ;
SPREAD ACROSS THE WHOLE OF TONANTZIN. IF THIS HAPPENS, | FEEL THAT L WILL
BE RESPONSIBLE. lp, ] 5 '

W 1 4 t
THE SHIP IS SEVERELY DAMAGED FROM THE CRASH, THIS IS TRUE, BUT WE MAY BE ABLE |
TO REPAIR IT IF WE wﬁlqt QUICKLY AND IN HARMONY. UNFORTUNATELY, WE NEED GAS TO'If |
REINFLATE THE NAUTIFLYUS’ BALLOON AND THIS WILL BE MORE DIFFICULT TO COME BY;
WILL NEED TO DISPATCH ONE OF THE CREW ON A SEARCH FOR MORE. I DO NOT EVEN
KNOW IF THE GREEN PEARL AND ITS CONTAINER ARE SAFE; IF THEY ARE LOST, OUR
OPERATION 'MAY BE IN VAIN. AND [ FEEL CERTAIN THAT IF WE COULD TRANSPORT IT
T0 cALu,g-I-iE EPIDEMIC’S SPREAD COULD BE STOPPED. ITS POWER SEEMED TO PROTECT - |
US AS WE FELL FROM THE SKY AND THOUGH WE ARE TRAPPED HERE NOW, WITHOUT IT wpf '
WOULD SURELY BE DEAD.

$0, I MUST DELAY MY DECISION NO LONGER. ONE OF THE CREW MUST BE SENT OUT ALONE
TO FIND THE GAS WHICH COULD STILL SET US ON OUR WAY. WE APPEAR TO BE ATOP A

DARK TOWER - T CONCEDE THAT FURTHER EXPLORATION WOULD APP‘A}_ TO BE DEADLY.

AND YET, IT MUST BE DONE. ]

= ]
“n 43

Ll
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»

0.D.T.



RESET FUNCTION

THEN PRESSING AND HOLDING THE START, BU DS. THIS WILL
RETURN YOU'TO THE GAME'S TITLE SCREEN

PR L

a You can RESET 0.D.T. AT ANY TIME BY Howmm ‘;.HE SELECT BuTTON,
¢
#

SEquF,Ncé i; FINISHED, YOU WILL ARRIVE AT THE!

NS ARE NAVIGATED BY USING THE UP AND DowN DIRECTIONAL
LIGHT OPTIONS AND USING THE D BUTTON!TU CONFIRM. PRESS

NEW GAME’. ! {F

o
wfh
15 TR YOU TO THE CHARACTER S T MENU. USE THE L*‘ﬁn RiGHT l‘p
iECTMML BUTTONS TO CYCLE THROUGH THE 4 AVAILABLE CHARACTERS - PRESS ! |
L2 0R R2 BUTTONS TO ROTATE THE CHARACTER. PRESS THE @ agrmn WHEN i
THE ONE YOU WANT IS DISPLAYED. : ) }
A SHORT MOVIE SEQUENCE WILL INTROBLEE YOU TO THE STORY, B
OVER, YOU'RE ON YOUR OWN... + ' '

x
o S e T L SUEIET. S Tk Si—

5\
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THE CREW

CAPTAIN LAMAT
YOU CANNOT CHOOSE TO PLAY AS CAPTAIN LAMAT.

AS YOUR CAPTAIN, LAMAT WILL BE
CONCERNED FOR YOUR SAFETY AND ANXIOUS
THAT YOU ARE ABLE TO COMPLETE THE
TASKS YOU HAVE BEEN ASKED TO CARRY
OUT. HE WILL REMAIN WITH THE
NAUTIFLYUS TO ORGANIZE ITS REPAIR
WHILE YOU EXPLORE THE TOWER IN
WS SEARCH OF GAS TO REINFLATE THE
¥~ SHIP'S BALLOON.

6
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CORPORAL IKE HAWKINS

32 YEARS OLD.
6',1" 198 Les.
HAWKINS 1S KNOWN AS A FINE STRATEGIST, AN

EXCELLENT LEADER AND AN ACCURATE
MARKSMAN, ALL QUALITIES CAPTAIN LAMAT
VALUES IN HIS SECOND-IN-COMMAND.
THESE SKILLS HAVE BEEN NOTICED BY
THE CAPTAIN FOR SOME TIME SINCE
THEY HAVE FOUGHT SIDE-BY-SIDE
THROUGH SEVERAL PAST BATTLES.
UNFORTUNATELY LAMAT'S STEADY
DEMEANOR NEVER DID FULLY RUB OFF
ON THE ROWDY CORPORAL. IT IS THIS
UNRULY ATTITUDE THAT HAS RECENTLY LED
IKE INTO AN UNFORTUNATE INCIDENT WITH
ANOTHER COMMANDING OFFICER. DUE TO
WHAT THE MILITARY DEEMED A “DISGRACEFUL
INCIDENT”, IKE REMAINS IN JEOPARDY OF BEING
THROWN OUT OF THE ARMY, AND FACES POSSIBLE
INCARCERATION FOR HIS UNTIMELY DISSENSION.
THIS MISSION MAY VERY WELL BE HIS LAST
CHANCE TO PROVE HIMSELF AND CLEAR HIS NAME.

0.D.T.



" iy .
W JULIA CHnsé‘, E.ERTOGR_ANIER
¥ - YEARS.OLD. b

ey g 240
" JuLia CHASE 1S THE BEST'6ARTOGRAP ' :g

IN TONANTZIN. SHE WAS'THE-FIRST BRAVE
EXPLORER TO OFFICIALLY TRAVERSE, THEN Al
NAME, THE PREVIOUSLY UNDIS6OVERED I_!Bﬂ_
LANDS BEHIND QUAUTHLL. JUEIA’S g |
RESOURCEFULNESS HAS BROUGHT HER 2
MUCH SUCCESS IN LIFE. SHE
VEHEMENTLY DESPISES BEING LUMPED
INTO THE “HELPLESS MAIDEN"
CATEGORY; AS HER BEAUTY MATCHES |
HER STRENGTH AND INDEPENDENCE.
LAMAT’S ASSERTION IS THAT IF
JULIA IS ABLE TO DO WHAT SHE
HAD PREVIOUSLY DONE - EXPLORE
UNKNOWN AREAS WITH LITTLE
OR NO PROTECTION OR
SUPPLIES, AND COME BACK
WITHOUT A SCRATCH - SHE'D
FIT RIGHT IN WITH THE
OTHERS.
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MAXX HAV(ﬁ&tHrEF ENGINE{E_R
29 vears oLl e :
6' 4", 247 1Bs. (47
Maxx"MRvoC FEELS THAT THE SHIP!
+BELONGS TO HIM. HE SPENT YEARS
DESIGNING THE SPECIAL ENGINES,
CORRECTING EVERY FAULT UNTIL IT WAS
CAPABLE OF UNDERTAKING LONG,
DANGEROUS JOURNEYS ACROSS UNMAPPED
TERRITORY, HE FEELS THATISOMEHOW, HE
WAS JO BLAME FOR mﬁsnni{ AND HE'S
DESPERATE TO MAKE AMENDS “His
TREMENDOUS PHYSICAL STRENGTH
WOULD CERTAINLY BE USEFUL IF HE
WAS CALLED TO EXPLORE THE
TOWER, THOUGH HE CAN BE |
“IMPULSIVE, REACTING TO, EVENTS
¢ WITH BRUTE FORCE BEFORE USING
|, HIS BRAIN.

T —

As CHIEF ENGINEER OF '-THE NAUTIFH[TW
it




SOLAAR, THE ARCHBISHOP
41 YEARS OLD.

5'9", 159 Les.

SOLAAR IS ONE OF THE MAGI OF
TONANTZIN, THE SIX PEARL KEEPERS WHO
TRADITIONALLY PROTECT THE GREEN
PEARL AND ITS POWER. HE WAS GIVEN THE
TASK OF ACCOMPANYING THE PEARL AND
THE NAUTIFLYUS ON THE JOURNEY TO STOP

CALLI'S DEADLY EPIDEMIC - IT WAS

THOUGHT THAT HIS POWERFUL SPIRIT

ABILITY AND CONTROL OF MAGIC WOULD

PROVE INVALUABLE, ALTHOUGH THERE ARE

THOSE WHO QUESTION THE Macl's

INTENTIONS. AFTER ALL, THERE ARE

RUMORS THAT A DARK PEARL EXISTS

CONTAINING EVIL POWERS, THE OPPOSITE

OF THE BENEFICIAL PROPERTIES HELD

WITHIN THE GREEN PEARL. THE MagI
SEEM TO WALK BETWEEN THE WORLDS OF
GOOD AND EVIL — THE TINY ANIMALS THEY
CARRY ON THEIR SHOULDERS ARE SAID TO

10
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PREVENT THEIR MASTERS' SUCCUMBING TO THE DARK SIDE OF MAGIC.

ENERGY CURRENT AMMUNITION TYPE

THROW WEAPON MANA AMMUNITION GAUGE

QUANTITY OF CURRENT
THROW WEAPON

ENERGY

THIS GAUGE REPRESENTS YOUR CHARACTER’S PHYSICAL HEALTH. WHEN THE
GAUGE 1S EMPTY, YOU WILL DIE. REMEMBER THAT ENERGY POWER UPS CAN BE
COLLECTED AND USED TO REVIVE ENERGY WHEN IT’S RUNNING LOW.

THROW WEAPON

YOUR CHARACTER IS EQUIPPED WITH THROW WEAPONS WHICH CAN BE USED BY
PRESSING THE @ BUTTON. THE NUMBER BY THIS ICON SHOWS HOW MANY OF THE
CURRENTLY SELECTED THROW WEAPONS YOU HAVE AVAILABLE. WHEN YOU HAVE
MORE THAN ONE TYPE OF THROW WEAPON AVAILABLE, YOU CAN SELECT OTHER
ONES FROM THE INVENTORY.

MANA

MANA 1S YOUR CHARACTER'S PSYCHIC ENERGY — IT WILL BE DEPLETED EACH TIME
YOU CAST A SPELL. REMEMBER THAT MANA CAN BE BOOSTED BY COLLECTING AND

USING MANA PEARLS WHICH ARE HIDDEN THROUGHOUT THE TOWER. YOU WON'T BE

11!m"



™

ABLE TO CAST SPELLS IF YOUR MANA IS Touh?m,

CURRENT AMMUNITION TY| i

Your GUN IS CAPABEE OF FIR ENT TYPES OF AMMUNITION. T RE 5
LigHy, (‘BLUE) FIReAVELLOW), ,mb Fusion (gReY). WHI RTYPE -",m,g“
OF AMMUNITION 1S CURRENTLY SELEGT‘ED,. CAN FIRE IT BY PRESSING TH ¥
BUTTON. ;Fvou HAVE MORE THAN ONE TYPE OF AMMUN]T]&M#VMBLE, CYCLE
THROUGH THEM BY PRESSING THE R1 BUTTON - You CAN ALSO SELECT YOUR
CHARACTER'S PUNCH/KICK USING THIS BUTTON.-IF YOU RUN OUT/OF. Youa CURRENT
AMMUNITION BUT YOU HAVE THE SAME AMMUNITION AVAILABLE IN YOUR INVENTORY,
YOUR CHARACTER WILL AUTOMATICALLY REL WEAPON FROM THE INVENTORY. IF
THERE IS NO SUCH AMMUN[T[DN 1N THE iNvEN'I’ FORY, THE PUNCH/KICK WILL BE SELECTED
AUTOMATICALLY. L '

_|

j#

o 4 :
NOTE: EacH AMMUNJT}ON'TWE HAS UP T0 9 POWER LEVELS, THOUGH THE DEFAULT
AND MAXIMUM LEVELS.'nEPEnE ON YOUR CHARACTER. AMMUNITION POWER URS CAN
COLLECTED AND STORED IN THE INVENTORY — IF YOU HAVE SUFFICIENT. WEI&PON
CONTROL ABILATY' YOou CiN 'USE’ THE POWER UP FROM THE INVENTORY TO ACCESS A
HIGHER POWER LEVEL. (SEE *SHIFT STATS’ FOR MORE INFORMATION.)

AMMUNITION GAUGE

THis GAUGE SHOWS HOW MUCH OF YOUR SELECTED AMMUNITION YOU HAVE LEFT.
&

THE INVENTORY SCREEN

Press THE SELECT BUTTON WHILE gngrgy.
IN-GAME TO BRING UP THE INVENTORY

ScReeN. Press THE SELECT s INVENTORY
BUTTON AGAIN TU’"RET “THE MANA + 2 i
GAME. 2oy !

" -

o & B e



T

) N
; ¥ LIVES oy ;.
. ‘THIS NUMBER INDICATES THE NUMBER OF LIVES Mﬂ UEET Bsm«s GAME
w = E YOU RUN OUT OF LIFE ENERGY, 'Ensg&urs, THOUG
' ! \T ExTRA LIF;anggs Aﬁwmmfh‘t ALLY USEDTF YOU SAUEANY
| A oAF o iy =TS b ey,

OLL ECT WEAPONS, AMMUNITION menea ]TiMS,T?IE\? \Ppenn IN b
INVENTORY. USE THE LEFT AND RIGHT DIRECTIONAL BUTTONS 0 HlGHL]GHT {
FFERENT ITEMS, THEN PRESS THE € BUTTON TO USE THE ITEM; g PRESS THE ’

®: Bur‘roum DROP IT. '
SHIFT srns ; ¥
THE GAUGES IN THE SHIFT STnIs?'m ALLOW YOU TO CHANGE THE. BAI,ANCE :
OF YOUR CHARACTER'S ABILITIES AHD STRENGTHS. PRESS THE R2 BUTTUN i) l

MAKE THIS BOX ACTIVE. REFER TO THE SECTION HEADED ‘SHIFT STATS’ FOR
| MORE DETAILED INFORMATION. i,

T | -

13| ol



SPELL MODE

WHILE on THE INVENTORY SCREEN, PRESS THE L1 BUTTON TO REACH SPELL MoODE.
PRESS THE L1 BUTTON AGAIN TO RETURN TO THE INVENTORY SCREEN, OR PRESS THE
SELECT BUTTON TO RETURN TO

ASSIGNED SPELL

MANA SPELLS AVAILABLE

ASSIGNED SPELLS

THE 4 DISCS CORRESPOND TO THE 4 SYMBOL BUTTONS ON THE CONTROLLER ( €, @,
® , @). ONCE YOU HAVE ASSIGNED A SPELL TO ONE OF THE CONTROLLER BUTTONS, ITS
ICON WILL APPEAR WITHIN THE APPROPRIATE DISC. THIS BUTTON WILL THEN BE USED
WHEN YOU WANT TO CAST A SPELL (SEE THE SECTION HEADED ‘LEARNING AND CASTING
SPELLS' FOR MORE INFORMATION).

ENERGY
THIS IS YOUR LIFE ENERGY GAUGE AS SEEN ON THE NORMAL GAME SCREEN.

MANA
THIS IS YOUR MANA GAUGE AS SEEN ON THE NORMAL GAME SCREEN.

14



SPELLS AVAILABLE

YOoU ARE ABLE TO PICK UP SPELLS JUST LIKE OTHER OBJECTS AS YOU EXPLORE THE
TOWER — THEY ARE FOUND IN THE FORM OF CRYSTALS. ONCE PICKED UP, THEY WILL
APPEAR IN THE INVENTORY ON THE INVENTORY SCREEN. IF YOU THEN DECIDE TO
LEARN A SPELL, AND IF YOU HAVE ENOUGH SPIRIT ABILITY, IT WILL APPEAR HERE ON
THE SPELL SCREEN. YOU SHOULD READ THE SECTION ‘LEARNING AND CASTING
SPELLS' FOR MORE INFORMATION.

SHIFT STATS

PRESS THE R2 BUTTON WHILE ON THE INVENTORY SCREEN TO ACTIVATE THE SHIFT
STATS BOX. PRESS THE R2 BUTTON AGAIN TO RETURN TO THE INVENTORY SCREEN.

ARMOR SPIRIT
WEAPON EXPERIENCE
CURRENTLY SELECTED
AMMUNITION LIGHT AMMO
FIRE AMMO
IONIC AMMO

FUSION AMMO

AMMUNITION POWER LEVEL
ARMOR

DETERMINES HOW MUCH LIFE ENERGY YOU LOSE WHEN YOU TAKE SHOTS OR HURT
YOURSELF IN SOME OTHER WAY.

15|
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WEAPON ' ‘

DETERMINES YOUR ABILITY TO CONTROL wt S. THIS AFFECTS YOUR USE OF WEAPON

POWER UPS AS wn,} AS YOU cY AN ) %IC[ENC‘G WHEN SHOOTING ARENEMIES. g

@

sl e /- oot S s U

DETER M,ml-:‘.s YOUR ABH.[TY 10 CONTROL AG‘ld THE MORE| SPIRIT YOUFBAVE, THE  ©

EASIER ilwiu. BE FOR YOU TO LEARN AND CAST spsu&kwlmw USING T00 B

MUCH MANA U AL :
<!

EXPERIENCE #

As YOU EXPLORE THE TOWER, SOLVE PUZZL&ZWHT ENEMIES, vbp WILL GAIN
EXPERIENCE. USING THE Sm#’r S‘TATs BOX, YOU:CAN REDISTRIBUTE THIS EXPERIENCE
YOUR ARMOR, WEAPON AND &ptmT ABILITIES. USE THE LEFT AND RIGHT DIRECTIONAL
BUTTONS TO CYCLE Tﬂ&uuay 3 ABILITIES UNTIL THE ONE YOU WANT TO CHANGE 34t
HIGHLIGHTED, THEN USE THE [P AND DOwN DIRECTIONAL BUTTONS TO REDISTRIBUTE
EXPERIENCE TO YOUR CHOSEN } ABILITY. YOU SHOULD REMEMBER THAT MAXIMUM ABILL
LEVELS DIFFER FOR EACH CHARACTER — FOR EXAMPLE, MUSCLE-BOUNDMAXX Havok i
WILL NEVER BE A DECENT MAGICIAN. THE MAXIMUM ABILITY LEVEL IS MARKED BY A ;
RED LINE WITHIN THE ABILITY GAUGE. &

LIGHT AM‘MB' FIRE AMMO, IONIC AMMO, FUSION AMMO
THE 4 sA,.les SHOW HOW MUCH OF EACH AMMUNITION TYPE YOU HAVE AVAILABLE. AT
THE END OF EACH GAUGE 1S THE POWER LEVEL INDICATOR. THERE ARE UP TO 9 POWER /
LEVELS PER AMMUNITION TYPE, BUT THE MAXIMUM AND DEFAULT POWER LEVELS DIFFER
FOR EACH CHARACTER. INCREASE THE POWER LEVELS BY FINDING AMMUNITION POWER-
UPS — THERE ARE DIFFERENT ONES FOR EACH AMMO TYPE. THEY ARE PICKED
UP ANDHELD IN THE INVENTORY UNTIL YOU WANT T0 USE THEM, THOUGH YOU'LL NEED
SUFFICIENT WEAPON CONTROL ABILITY IN ORDER TO DO THIS. ’% &
v §

".:.‘%a- \

Wi

L ) 16
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wan CHARACTER SKILLS
i

by r &
i RUNNING ; ”51 B
¥ PRESS THE UP DIRECTIONAL BUTTON TO RUN FORWARDS. USE THE, ND RIGHT
DIRECTIONAL BUTTONS TO CHANGE DIRECTION. #i K g
o -‘P 'g"F? ;___ ;
’ . i =
. =] i w*

Ess THE DowNDIRECTIONAL BUTTON TWICE qumxi
it

-

ﬁ; BUTTON TOGETHER WITH THE R2 BUTTON TO WALK

(X

Y

: } ]
® BUTTON WHILE STANDING!
@ BUTTON WHILE RUKN

FI0OR. SOMETIMES, THERE MAY BE BARS FROM WHICH YOU CAN HANG IN ORDER TO
BLEAR LARGE GAPS. IF THIS IS THE CASE, KEEP THE @ BUTTON PRESSED AS YOU
JUMP — YOUR CHARACTER WILL | CATCH THE BAR AND JUMP AGAIN.

CLIMBING T 2
' IF YOU’RE STANDING NEXT TO A sumthLEWALL OR OBJECT, PRESS THE Q B‘UTTON T0 I
CLIMB ON TOP OF IT. IF THE TOP OF THE WALL IS A LITTLE TOO HIGH, YOU MAY'FIND
YOUR CHARACTER CAN HANG FROM THE EDGE BUT CAN'T CLIMB RIGHT UP IN ONE GO.
IF THIS HAPPENS, PRESS THE UP DIRECTIONAL BUTTON TO CLIMB UP ONTO THE TOP OF
THE WALL. ALTERNATIVELY, PRESS THE LEFT OR RIGHT DIRECTIONAL BUTTONS TO
MOVE LEFT OR RIGHT AS YOU HANG. PRESS THE DOWN DIRECTIONAL BUTTON TO DROP
| DOWN OFF THE WALL. | f~ ® S, Y

|
<4 - i T 2
‘ 1?' N . : EE =

-



SIDE STEP
PRESS THE R2 BUTTON PLUS THE LEFT OR RIGHT DIRECTIONAL BUTTON TO SIDE STEP
LEFT OR RIGHT.

CROUCHING
PRESS THE ® BUTTON WHILE STANDING STILL TO CROUCH DOWN.

CRAWL
T0 CRAWL FORWARDS, PRESS THE UP DIRECTIONAL BUTTON, THE ® BUTTON AND THE
R2 BUTTON TOGETHER.

ROLLING
PRESS THE ® BUTTON IN CONJUNCTION WITH ONE OF THE DIRECTIONAL BUTTONS TO
ROLL IN THE APPROPRIATE DIRECTION.

CLIMBING DOWN LADDERS OR HANGING

SOMETIMES YOU WILL NEED TO CLIMB DOWN A LADDER TO REACH AN OTHERWISE
INACCESSIBLE AREA. TO DO THIS, WALK TO THE TOP OF THE LADDER. PRESS THE DOWN
DIRECTIONAL BUTTON TOGETHER WITH THE @ BUTTON T0 CLIMB DOWN. ONCE YOU'RE
ON THE LADDER, YOU CAN PRESS THE UP DIRECTIONAL BUTTON TOGETHER WITH THE
@ BUTTON TO CLIMB UR THIS METHOD CAN ALSO BE USED TO HANG FROM LEDGES
WHERE THERE IS NO LADDER.

AIMING YOUR GUN

To AIM YOUR GUN, HOLD DOWN THE L2 BUTTON, THEN USE THE DIRECTIONAL BUTTONS
TO MOVE YOUR CHARACTER'S ARM. KEEP THE L2 BUTTON HELD AS YOU FIRE THE
WEAPON.

18




USING OBJECTS

WHEN YOU COME ACROSS AN ITEM YOU WANT TO USE, SUCH AS A LEVER WHICH LOOKS
AS IF IT MIGHT FUNCTION, STAND IN FRONT OF IT AND PRESS THE @ BUTTON. OTHER
OBJECTS MAY NEED TO BE PICKED UP AND SELECTED FROM THE INVENTORY IN ORDER
TO USE THEM.

LEARNING AND CASTING SPELLS

LEARNING SPELLS

SPELLS ARE COLLECTED AS YOU EXPLORE THE TOWER - THEY ARE FOUND IN THE FORM
OF CRYSTALS. THEY REPRESENT THE 4 ELEMENTS - THERE ARE EARTH CRYSTALS,
AIR CRYSTALS, FIRE CRYSTALS, AND WATER CRYSTALS. EACH ELEMENT CONSISTS OF
4 INDIVIDUAL SPELLS, THOUGH YOU WON'T KNOW WHICH SPECIFIC SPELL YOUR
CRYSTAL REPRESENTS UNTIL YOU LEARN THE SPELL.

ONCE PICKED UP, CRYSTALS APPEAR IN THE INVENTORY ON THE INVENTORY SCREEN.
WHEN YOU DECIDE TO LEARN A SPELL, USE THE LEFT AND RIGHT DIRECTIONAL
BUTTONS WHILE ON THE INVENTORY SCREEN TO HIGHLIGHT THE CRYSTAL, THEN
PRESS THE €3 BUTTON TO CONFIRM. IF YOU HAVE ENOUGH SPIRIT ABILITY, THE
CRYSTAL WILL DISAPPEAR FROM THE INVENTORY AND APPEAR AS A SPELL ICON ON
THE SPELL SCREEN.

IF IT IS THE FIRST SPELL OF A SPECIFIC TYPE YOU HAVE LEARNED, THE ICON WILL BE
MARKED WITH A SINGLE STAR. THIS INDICATES THE LOWEST SPELL POWER LEVEL. IF
YOU SUBSEQUENTLY LEARN SPELLS OF THE SAME TYPE, ANOTHER STAR WILL BE

L
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; SPELL ICON USING THELEFT.AN

e
X .
ADDED TO THE ICON. SPELLS CAN BE UPGRADED 3 TIMES, WHICH MEANS A MAXIMUM OF 4
STARS CAN BE MARKED ON THE SPELL ICON ]

W
Yoy w‘h%asu TO'ASSIGN 1T T0 A CONTROLLER ?\1’9&‘
POTHIS FROM THE SRELL SCREEN, HFHLIGHT THE & |
G TIONAL BUTTONS, THEN PRE; T/ (B -,
cnmﬂl‘svmsm BuTTON ( ©, ®, @ o™ ON THE CoNthhER THE sP 1LL BE
AssmNEu;ro THE SYMBOL BUTTON YOU PRESSED '
u X, - b
CASTING SPELLS ! ' o g
PRESS THE L1 BUTTON WHILE IN-GAME TO DISPLAY YOUR ASSIGNED SPgLLs IF nO
SPELLS HAVE BEEN ASSIGNED TO CONTROLUBR-BUTTONS, YOU WILL JUST SEE 4 EMPTY
DISCS. IF SPELLS HAVE BEEN ALLOCATED, som&'gn%[g OF THE DISCS WILL BE FILLED
WITH THE APPROPRIATE SPELL ICONS. :
i i o

ONCE THE SPELL, kIAS BEEN LEARNED,
BUTTON BEFORE YGE‘QAN CAS

" l»{
?v

J. (]
IKEEP THE L1 BUTTON HELD N AND PRESS THE:APPROPRIATE SYMBOL BUTTON ON
CONTROLLER TO SEI._ECT THE PELL, THEN PRESS THE SAME BUTTON AGAIN TO CAST IT.
YOU HAVE SUFFICIENTsMANA, THE SPELL WILL BE CAST,
3 4

SPELLS

HEALING: BOOST YOUR ENERGY.

MANA: BBGST YOUR MANA BY USING A QUANTITY OF YOUR ENERGY.
MINIﬁTuRIZE: SHRINK ENEMY CREATURES.

BLAST: BooST ALL WEAPONS TO A HIGHER POWER FOR A LIMITED AMOUNT OF TIME.
TWISTER: SUMMON UP A SMALL TORNADO AND BLOW ENEM]E:S AWAY,
GHOST: BECOME INVISIBLE TO OTHER CHARACTERS. h !

|3_.?‘
TELEPORT: TRANSPOR 0U AWAY TO THE LAST CHECKPOINT YO ‘gNCGUNTERED.
" w ., L

Ce 20|



LIGHTNING: SUMMON UP AN ISOLATED STORM AGAINST YOUR ENEMY.
m FIRE SHIELD: RECEIVE PROTECTION FROM A OF FIRE.
ﬁlcs WALL: RECEIVE PROTECTION FROM A WAL [c%‘h

VAMPIRE: SUCK AWAY AN ENEMY’S ENERGY g\w}iinn I T0 YWN.

FREEZE: U.g AN,ICY BLAST TO COMBAT ENEMIE":‘:[gé:';‘ e 1

YQU'VE BEEN,POISONED, ELECTRIFIED, SLOWED DOWN
LA * Y . * 13 = -
gILL, THE-%FTI_ofou SPELL WILL CURE YOU.

RAIN 0 EXPLODING FIRE AGAINST YOUR ENEMY. |
IfUB FLAMES AGAINST AN ENEMY.

THROUGHOUT THE TOWER THER'ELéR #ECKPOINTS REPRESENTED Bw LINE
ON THE FLOOR — IF YOU LOSE A LIFE,- gpﬁ_,avaNTuRE WILL RESTART'FR! “-I‘_HE
LAST CHECKPOINT VISITED UNLESS ALl YOUR LIVES ARE LOST. /

E

HOWEVER, IN ADDITION TO CHECKPOINTS, THERE ARE ALSO SAVE POINTS — WHEN YOU

"
L
i
|
:
|
!
{
i

i
SEE ONE, CLIMB ONTO IT. MAKE SURE YOU HAVE A MEMORY CARD INSERTED, THOUGH '
REMEMBER THAT YOU ARE ADVISED NOT TO INSERT OR REMOVE MEMORY CARDS

WHEN THE CONSOLE{S POWER.IS ON. " |
g ® " |

: B T

i, e L iini !;\
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PreviousLy savep 0.D.T. GAMES, IF ANY ARE DETECTED, WILL BE DISPLAYED ALONG
WITH THE oPTION *“NEW GAME'. Use THE Up AnD Down DIRECTIONAL BUTTONS TO
HIGHLIGHT THE SAVED GAME YOU WISH TO OVERWRITE, 0R ‘NEW GAME’ 1F vou po
NOT WISH TO OVERWRITE PREVIOUS GAMES. PRESS THE €3 BUTTON TO CONFIRM.

ONCE THE GAME IS SAVED, YOU CAN CONTINUE EXPLORING THE TOWER.
LOADING A GAME

PREVIOUSLY SAVED GAMES CAN BE LOADED BY CHooSING ‘LOAD GAME’' FROM THE
Main MENU. THIS TAKES You To THE LoAD GAME SCREEN.

Use THE Up anp Down DIRECTIONAL BUTTONS TO HIGHLIGHT EITHER ‘MEMORY
CARD SLOT 1’ or '"MEMORY CARD SLOT 2/, THEN PRESS THE € BUTTON TO
CONFIRM. A LIST OF PREVIOUSLY SAVED 0.D.T. GAMES, IF ANY, WILL APPEAR ON THE
LEFT OF THE SCREEN. USE THE UP AND Down DIRECTIONAL BUTTONS TO HIGHLIGHT
YOUR CHOSEN GAME, THEN PRESS THE € BUTTON TO CONFIRM.

YOU CAN ALSO LOAD A GAME WHILE IN-GAME BY PRESSING THE START BUTTON TO
PAUSE AND SELECTING 'LOAD GAME' From THE PAUSE SCREEN. THIS WILL TAKE YOU
TO THE LoaD GAME SCREEN WHICH IS USED AS DESCRIBED ABOVE.

OPTIONS

CHOOSE ‘OPTIONS’ FRoM THE MaIN MENU IF YOU WANT T0 ALTER SOME oF 0.D.T.s
SETTINGS. THE OPTions MENU WILL GIVE YOU THE FOLLOWING CHOICES:
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AUDIO SETUP

Go 1o THE Aupio SETUP MENU WHERE YOU CAN ADJUST
'‘SOUND FX’,'CD AMBIENCE' anp THE ‘3D SOUND’ 1yPE
BY USING THE LEFT AND RIGHT DIRECTIONAL BUTTONS.

GAME SETUP

Go 10 THE GAME SETUP MENU WHERE YOU CAN ALTER THE'DIFFICULTY’, TurRN
‘MOVIES' on or oFfF anD ‘CENTER SCREEN’ on YoUR TV — SEE SECTION HEADED
‘CENTER SCREEN’ FOR MORE INFORMATION.

CONTROLLER SETUP

Go 10 THE CONTROLLER SETUP SCREEN WHICH ALLOWS YOU TO CYCLE THROUGH 4
DIFFERENT CONTROLLER CONFIGURATIONS USING THE LEFT AND RIGHT DIRECTIONAL
BUTTONS.

CENTER SCREEN / ADJUST TV SCREEN BRIGHTNESS
SeLECT 'GAME SETUP’ FrRom THE ‘OPTIONS MENU’ tHeN seLecT ‘CENTER SCREEN'.

CENTER THE SCREEN USING THE DIRECTIONAL BUTTONS, THEN PRESS THE € BUTTON
WHEN IT IS SET CORRECTLY.

You CAN ALSO USE THIS SCREEN TO HELP SET YOUR TV TO THE OPTIMUM BRIGHTNESS FOR
pLAYING 0.D.T. WHILE ON THIS SCREEN, ADJUST THE BRIGHTNESS ACCORDING TO THE
INSTRUCTIONS SUPPLIED WITH YOUR TV SYSTEM — IT IS SET TO ITS OPTIMUM LEVEL WHEN
ALL THE COLORS ABOVE THE BOTTOM WHITE LINE ARE VISIBLE, BUT THE COLORS BELOW THE
LINE HAVE TURNED BLACK.
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BONUSES

THE DIFFERENT BONUSES ARE HIDDEN THROUGHOUT THE TOWER — PICK THEM UP BY
WALKING THROUGH THEM. THIS ADDS THEM TO

YOUR INVENTORY.

LIFE ENERGY: REVIVE YOUR LIFE ENERGY WHEN IT’S RUNNING LOW.

MANA: GIVE A BOOST TO YOUR MANA LEVEL - YOU WON'T BE ABLE T0
CAST SPELLS IF IT IS TOO LOW,

AIR SPELL (SILVER): IF YOU HAVE ENOUGH SPIRIT ABILITY, THIS
CRYSTAL WILL ALLOW YOU TO CAST AIR SPELLS (EG. TWISTER.)

EARTH SPELL (GREEN): IF YOU HAVE ENOUGH SPIRIT ABILITY, THIS
CRYSTAL WILL ALLOW YOU TO CAST

FIRE SPELL (RED): IF YOU HAVE ENOUGH SPIRIT ABILITY, THIS
CRYSTAL WILL ALLOW YOU To cAST FIRE SPeLLS (EG: FIRE SHIELD)

WATER SPELL (BLUE): IF YOU HAVE ENOUGH SPIRIT ABILITY, THIS
CRYSTAL WILL ALLOW YOU T0 cAST WATER SPELLS (EG: FREEZE)

GRENADE : A THROW WEAPON WHICH CAN KILL SEVERAL ENEMIES
AT THE SAME TIME.

MINE: THIS THROW WEAPON IS A POWERFUL TIME BOMB.
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WEAPON CONTROL UPGRADE: IMPROVES YOUR ABILITY TO
CONTROL WEAPONS.

ARMOR UPGRADE: IMPROVES YOUR BODY’S RESISTANCE TO DAMAGE.
SPIRIT UPGRADE: [ MPROVES YOUR ABILITY TO CAST SPELLS.

BLUE AMMO: AMMUNITION REFILL FOR THE LIGHT WEAPON.
YELLOW AMMO : AMMUNITION REFILL FOR THE FIRE WEAPON,
GREEN AMMO: AMMUNITION REFILL FOR THE TONIC WEAPON.
GREY AMMO: AMMUNITION REFILL FOR THE FusIion WEAPON.

BLUE POWER UP: INCREASES THE LIGHT WEAPON'S POWER LEVEL.

YELLOW POWER UP: INCREASES THE FIRE WEAPON'S POWER LEVEL.
GREEN POWER UP: INCREASES THE IONIC WEAPON'S POWER LEVEL.
GREY POWER UP: INCREASES THE FUSION WEAPON'S POWER LEVEL.

EXTRA LIFE : GIVES YOU AN ADDITIONAL LIFE.

ANTIDOTE: STOPS THE POISON FROM SPREADING WHEN YOU ARE

STUNG BY SPIDERS OR HIT BY POISONED ARROWS,
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