


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 epilepfic condifion, con-
sult your physician prior to playing. If you experience any of the following symptoms
while playing a video gume — dizziness, altered vision, eye or muscle twitches, loss of
awareness, disorientation, any involuntary movement, or convulsions — IMMEDIATELY dis-
confinue use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation 2 console o a projection TV without first consulfing the
user manual for your projection TV, unless it is of the LCD type. Otherwise, it may perma-
nently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherals not authorized by Sony Computer Enteriginment
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 infended 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.

e Keep this compact disc dlean. Always hold the disc by the edges
and keep it in its protedtive case when not in use. Clean the disc
with a lint-free, soft, dry doth, wiping in straight lines from
center fo outer edge.

Never use solvents or abrasive cleaners.
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COMPUTER ENTERTAINMENT SYSTEM

MEMORY CARD slot 2
MEMORY CARD slot 1 disc tray

e = RESET butioh

¢ 3 éﬁﬂ—‘ﬂ (OPEN) button
L.F =
USB connector

S400 i.LINK 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 standby/RESET button. When the power
indicator lights up, press the open button and the disc tray
will open.

. Place the Rayman®z Revolution disc on the disc tray with the

label side facing up. Press the OPEN button again and the disc
tray will close.
5. Attach game controllers and other peripherals, as appropriate.
6. Follow on-screen instructions and refer to this manual for

information on using Rayman®2 Revolution.

Camera Controls

To get one’s bearings accurately in space, correct use of the camera is essen-
tial. Practice moving it and changing viewing angles using the “Li" and “R2"
Buttons. The “Li" and “R2" Buttons enable you to pan the camera to the left or
to the right around Rayman.

Pressing the “Li" and “R2" Buttons simultaneously places the camera at
Rayman'’s eye-level. You can then explore his field of vision using the analog
stick. To go back to the movement controls, all you have to do is release
the buttons.

Please note: you can also place the camera at Rayman’s eye-level by keeping
the second “R3" analog stick pressed down. Move the second “R3" analog stick
to explore the field of vision. %‘

The “L2" Button places the camera behind Rayman. |
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CONAROILLER

DUALSHOCK*2 analog controller

L2 button R2 button

L1 button R1 button
/\ button

directional O button

buttons % button

left analog - ] button

stick W .

(L3 Illlut;udn when ?t?tl:]l: analog

e
AT select button start button (R3 button when

i pushed down)
analog mode switch

To display the information on the screen,
or to g0 back in the menus

X
O To shoot
X

To jump, or to validate a selection _l

D To shoot i

«SELECT BUTTON> | Decribes the current Rayman mission
«<START BUTTON> | To access the menu during the game
<Ll BUTTON> | To turn the camera to the left

<L2 BUTTON> | To target an enemy, to bring the camera
behind Rayman, and to move sideways

«L3 BUTTON> | To move Rayman in any direction

«R1 BUTTON>| To turn the camera to the right

«R2 BUTTON:>| To activate the lumz radar

«R3 BUTTON>| To change the field of vision to Rayman’s

THE L3 BUTTON CORRESPONDS TO THE ANALOG STICK.



arkness has befallen the Fairy Council. An invasion

' lorce ol Robo-Pirates is scourging the planet on a miss

destruction. In desperation, rag-tag resistance groups afgage
the metalhic monsters, hopelessly outmatched and outnumb \

i Meanwhile, at the rim ol The Great Forest, Rayman and his com-
panion Globox he hidden in ambush ...

Crouching in a thicket, they hear the rising din of clanging o
steel. "Steady yoursell,” Rayman whispers. Suddenly, the '_.:roand .
beneath them shatters as a wave of Robo-Pirates rumbles out

from the brush. Rayman explodes into them, felling pirates with

a volley ol energy spheres. Trembling, Globox musters a wn o '
cloud and reduces one robot to a rusted heap. Then a horrible o .
vision — the pained face of Ly - appears before Rayman. R

"Rayman,” she gasps, "The pirates have broken the heart of
the world and scattered all the energy - they seized everyone
but Clark--" -

The crushing grasp of a giant robot shocks Rayman out of the
vision. Overtaken by the deathly embrace, his powers have with-
ered with the destruction of the Primordial Core.

"Run, Globox!" he screams. Globox scampers away into the high
grass, territied.

Rayman winces as a throaty laugh thunders from above.

Its Admiral Razorbeard.

"You belong to me now, slave.”

Writhing in the robots’ pincers, Rayman utters, "Gloat now,
must. You can't hold me forever.” . JZ? A

i
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Insert the RAYMAN"2 REVOLUTION DVD into your
PlayStation®2 console correctly and activate the
console by moving the switch to ON. When the title
screen appears, press START to access

the language selection menu.

NAVIGATING THROUGH THE MENUS

To navigate through the RAYMAN®2 REVOLUTION menus, use the

left analog stick® or the Directional Buttons. Previously validated
selections appear in red. If you wish to make another selection, the
latter appears in yellow. To validate your selection, press the

“ 2" Button. To go back, press the “ ! " Button or the * Q -
Button.

“If the left analog stick does not work, check that the red LED
under the ANALOG mode switch is lit. If it is not lit, press the
ANALOG mode button to light this LED.

b .

( LANGUAGE CHOICE 3
Selecting a
ENGLLSH
Language
FRANCALS
. Select the language you want
DEUTSCH using the left analog stick or
the directional buttons and
iTALIAND validate your choice with the
< " Button. At any point in

. ESPAROL ] the game you may change the

language used by selecting
« Languages » from the Options
menu.




o —

Loading an Existing Game

You can load a ¢ame whenever you want from the game menu. To access
the menu, press START at any time during the game. Then select « Load »
to load a saved game. Choose the game you wish to load using the left F N

analog HII[ k or the directional buttons, then validate your choice Wmh vﬁ;ﬁ.ﬂ,"
the * > " Button. o £ i

-

OPTLONS

Main Menu

Select « New Game » 1o start a new game. Use « Load » 1o
access your saved game on the MEMORY CARD. The - Load » option can
only be selected if a MEMORY CARD is being used and if a game has

previously been saved. Select -« Options - to access the Options menu.
To validate a choice, use the ™ " Button,

) N

Saving a
Game

At the beginning of each

world, you will be offered the
Opportunity 10 save your progress,
If vou select 'YES', your came will
he saved automatically.

N



To move Rayman, move the left analog
stick in the direction of your choice. The
more you push the left analog stick, the

faster Rayman will move.

; N jump

To Jump, press the “ " Button.

To move sideways, use the left analog
stick while keeping the “L2" Button
pressed down. This is very useful if
you want to keep aiming at his
enemies and dodge their fire!

‘--*'“— To swim, use the left analog stick in the

direction of your choice. Tosdive, press
the “12" Button and, to rise back o the
surface, press the “ " Button.

Please note: Rayman’s swimming ability
has been specially designed to give you
total freedom of movement,



Activate the
Helicopter

To activate the helicopter, press the

2 " Button when Rayman is not
touching the ground and, to stop the
helicopter, press the “ " Button once
again. The helicopter is used for precision
landings after a jump or when falling.

S T CRRLRREN T T e pe— T
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Please note: the helicopter can only be
| activated when Rayman is in the air. A word
* of advice: use Rayman’s shadow to ensure an

accurate landing.

Hang On

To hang on to the edge of most walls,
jump while moving in the direction of the
wall with the left analog stick. Rayman will

- ol e r——
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covered in plants or spiders’ web: - _
jump while moving in the dlrecﬁun of the; g
-wgll mtmthe left analog stick. Rayman will
~ then hang i_m to the surface automatically.
~ You g& nove him along using the
' "_*'-i% ome dnwn jump by
Buttﬂn again.




THROUGHOUT HIS ADVENTURE, RAY
POWERS WHICH GIVE HIM ASTOUNDING ABILITIES!

Rayman s shooting ability evolves in the
course of his adventure. It can be white, blue
or yellow — and each type inflicts different
Kinds of damage. T{l shoot, press the * [
Button or the © " Button.

on to Purple Lums, shoot at them
" Button or the “ (U " Button.
iNging on, you can swing him
ection,of your choice using the analog

stigk, T¢ Erup off, pgess on the * - Button.

To tly with the helicopter, actiwate the

helicopter-and keep the * " Buttor pressed. ..

down. This is beﬂ*han using the helicop
n-".‘;”':'m;"'"#
to land because, whﬂﬂhm hel

VOU €an move tw air with
To stopfthe helicopger flighy
Button once again. Take ca ..xj-;_:'_f;"_.ﬁff'
trajectory by pressing on the L=
will help you avoid obsi

-
e~
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To USE THE [.UUM7 RADARK, PRESS THE X/  BUTTON.

To USE THE RAINDANCE, PRESS THE « >< » BUTTON.



The Development
of Rayman’s Powers

THROUGHOUT HIS ADVENTURE, RAYMAN HAS TO COLLECT THE LUMS
TO TAKE TO THE PRIMORDIAL CORE AND THE TEENSIES MAGIC WELL.
IN EXCHANGE, HE RECEIVES THE FOLLOWING IMPROVEMENTS:

The Double Rate of Fire

With this improvement, Rayman can fire twice as fast and so do twice
as much damage. The henchmen had better watch out!

Bouncing Off Walls

Ravman's shots do not bounce off the different walls. In exchange for a
few lumz, whatever color Ray man 's shots are, they will then bounce off
the walls, thus giving him a more pm’tei ful weapon against his enemies.

B_Ouni:ing Off-E _‘emies

There's a kind of bounce that's. Eﬁn* |
ot only bounce off walls

walls. By opting for this change, proje
(agine he damage that sucu d 1

ul than bouncing off

but alse off the enemies thems 1
' dmwl Tiz ’ '.‘! -
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Level 2:""
Accumulation

Once the first accumulation level has been attained, Rayman

can acquire a second level that is much more devastating. This

' second progressive increase in shooting power works like the

| \ﬁ previous one, but with greatly enhanced power. When the shot
hltb its target it explodes, creating a shockwave similar to an

A loding grenade. This causes damage to enemies who are

e E‘IIJSE to the center of the explosion.

N Running While
o Carrymg a Keg "’

\\Wlth Nﬁimpmvement Rayman can run while carring a keg.
RNk R ,‘
Lo urprises »

's not all! Once all of the improvements have been
a lot of other surprises await you!
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e Feensies Circle

From this circle Rayman can return to the worlds he has
already visited. To return to a world already visited, walk
in front of a stone. A portal will appear, along wiﬂ;l various
information on the world. To enter the world, jump into
the portal by pressing the “ " Button.

ot In excﬂan eafer 10 Familiar Spirits, Ly will grant
access to secret places which will allow Rayman
?
'mﬂ’ ‘ﬁﬁ 0 show the list of secret

S ﬁg stick. Confirm
| Tﬂg’the . anh‘w

" Button.
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RAMAN'S [FRIENDS

THE INHABITANTS OF RAYMAN'S WORLD FALL IN TO TWO CATEGORIES:

MAGICAL BEINGS, GIFTED WITH FANTASTIC POWERS,
AND THE PEOPLE.

THE MAGICAL BEINGS

Polokus

He is the spirit of the world, the creator of
all that is and will be. His power is such
that his dreams can become reality. Long,
long ago he went away from this world,
and only by reuniting the four magical
masks can he be brought back.

Ly is a fairy, and like all fairies, she
possesses great powers. Unfortunately,
the explosion of the Primordial Core by
the pirates has weakened her. When she

has gathered enough energy, she can
create Silver Lums, which give Rayman
amazing new powers.
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The Teensies

An ancient and wise people who long ago

built the Hall of Doors, that magical place where
access is given to all the regions of the world.
Very old and a little absent-minded, they have for-
gotten which of them is their King, and spend

"\ much of their time performing acrobatic dance
moves to make the voungest green with envy.

The Familiar Spirits

The familiar spirits are the fairies’
friends. Whenever you free 10 of them,
a secret place opens up for you!

j THE PEOPLE

Murfy

Nicknamed “The Flying Encyclopedia®, Murfy helps
Rayman bv giving him loads of hints and advice. For a
short reminder of Murfy's main explanations, move
Rayman next to one of the many Stones of Thought
scattered around throughout the world . If you would
rather have Murfy come in-person to give you his
detailed explanations, stop by a Stone of Thought
and press the Directional Pad down.



Globox

Adorable, if a little simple, Globox is
Rayman's best friend. He has the power to
create forceful little rain storms which can
be used to put out fires or make plants grow.
With the aid of his mate Uglette, he has
produced a prodigious family: more

than 650 children at the last count!

Clark

A mountain of muscles, Clark is an army all by himself. With one
mighty blow, he can send an entire regiment of pirates flying. His
only weak point: a somewhat sensitive stomach. This can cause
problems, especially when, in the heat of battle,

he munches a robot that's a little too rusty...
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) Carmen the
Whale
¥ A . A magnificent marine
creature whose job it is to
- survey the depths of the ocean

and deposit the air
bubbles which can make the
difference between life and

- death for stray plants and
animals. She is sometimes
pursued by piranhas with

heartburn, who are quite
fond of her air bubbles.

Sssssam

This young and spirited

serpent is the ferryman for the
Marshes of Awakening. He helps
the inhabitants waterski

across the swamps.

i




" RAMANS ENEMIES

p Admiral
Razorbeard

The pirate leader, he is famous throughout the
galaxy for reducing over one hundred peace-
ful planets to cosmic dust. Don't be fooled by
his pathetic and sillv appearance! His ferocity
is unmatched. His dream?

| To overrun Rayman's world and reduce

\ all its inhabitants to slavery.

The Henchmen

These are the pirates’ robot

invasion force. Totally devoted to

Admiral Razorbeard, they enforce a reign of
terror by capturing anyone unlucky enough to
cross their paths. There are several

different models, each with its strong

and weak points. It'll be up

to you to figure them out.




—
N

Cave of Bad Dreams

A terrifving monster whose job it is to guard
the subterranean cave where the creatures
generated by Polokus’'s nightmares are locked
away. No one has dared to venture within the
Cave of Bad Dreams, even though it's rumored
{0 contain an even more precious treasure.

f; The Guardian of the
-

———_ =
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5 The Zombie
l Chickens

We can no longer even keep track
of all the sinister consequences of
the pirates arrival: disturbances in the

natural order of things, pollution,

the proliferation of piranhas, giant
spiders and caterpillars, etc. Terrified
by all these events, the hens began
laving dead eggs, out of which burst
the horrible Zombie Chickens.
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Cages

The pirates have imprisoned Rayman's friends
(the Murphys, the Ludivs, the Denys) in these
little cages sealed with vital energy. Each time
you break a cage, the friend you free increases
your life gauge and gives you a full life.

Filled with gunpowder, they | it
=- de at the smallest shock. The more I Hadhie
';'f-::..' ; >d mudels can even fly.

he picate mmmm_headed

-“—-ﬂ_-'l—'"""—""'"" 2t

- missiles which can only be udﬂ‘éﬁby extreme

 —

L patienee ‘Most have legs; some can fly. 1'
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These strange pieces of fruit have
purposes. You can climb onto them and m r'-;- 3ix

¢ around by shooting in the opposite direction, _—
| and even float through lava flows on them.

Ir ) ’ , *‘-_
i M S h - G o

_ vate strange machines
--:;4 rs. To make them work,




The Stones
of Thought [«

The Stones of Thought provide a telepathic
link to Ly. Whenever Rayman needs a little s |
help or advice, he should approach one of

the Stones. and Ly will appear in his mind.

Magic Portals

Present at the beginning and the end of a world,

they take you to the Hall of Doors if you ¢o

through them

The -
Four Masks

These magic masks are &
hidden inside secret and 3
- "':"""'-'.it sanctuaries.

Ll .r. o g ] ar 1 i
ient legends say
. 13 -1..-. :,‘ vl .'-"' il :
M kg NE el R |.I'|: A i
W -arercan .
3 i : &

KEEP AN EYE OUT, AS THERE ARE MANY
THAT LEAD TO UNKNOWN WORLDS WHERE YOU CAN FIND
FABULOUS TREASURES AND PERHAPS BECOME MORE POWERFUL.




Lums are very powerful _,
Each color has it's t}wn 1:""

Ancient Lums recognizable by their larger size and big smiles.
They are five times more powerful than normal Yellow Lums.

Yellow Lums

These are the 8oo shards b ﬂken"  the Primordis h”“i’* _
when the pirates exploded it. When Ravman has mllected ennugh uf
them, he'll be able to negotiate his entry into new worlds. In addi-
tion, they contain precious knowledge. The more Rayiflan

can gather, the more he knows of the secrets of the world.

Super Yellow Lums

layman’s Air Gauge when he's

N - - ‘w: :-;
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Rayman® 2 Revolution Special Offer

$10.00 DFF

=ISKECHERS:

PLUS

FREE SHIPPING

AT
SKECHERS.COM

FREE CATALOG 1.800.201.46509

Enter Source Code LLU938 on the Order Confirmation Page.
Offer Expires 03-31-01
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Proof of Purchase

Rayman® 2 Revolution




UBI SOFT ENTERTAINMENT, INC. LIMITED WARRANTY

Ubi Soft Entertainment warrants to the original purchaser that the optical media on which
Rayman® 2 Revolution is distributed is free from defects in materials and workmanship for a
period of ninety (90) days from the date of purchase. This Ubi Soft, Inc. software program is
sold "us is", without express or implied warranty of any kind, and Ubi Soft is not liable for any
losses or damages of any kind resulting from the use of this program. Ubi Soft, Inc. agrees for
a period of ninety (90) days to replace defective media free of charge, provided you refurn
the defective item with dated proof of payment to the store from which this product was pur-
chased. This warranty shall not be applicable and shall be void if the defect in the Ubi Soft, Inc.
software product has risen through abuse, unreasonable use, mistreatment or neglect.

LIMITATIONS - This warranty is in lieu of all other warranties and no other representations or
daims of any nature shall be binding on or obligate Ubi Soft, Inc. Any implied warranties
applicable to this software product, including its quality, performance, merchantability and fit-
ness for a particular purpose, are limited to the ninety (90) day period described above. In no
event will Ubi Soft, Inc. be liable for any dired, indirect, special, incidental, or consequential
damages resulting from possession, use, inability to use or malfunction of this Ubi Soft, Inc.
software product or documentation, even if advised of the possibility of such damages. In no
case shall Ubi Soft, Inc.s liability exceed the amount of the license fee paid. The warranty and
remedies set forth above are exclusive and in liev of all others, oral or written, express or
implied. Some states do not allow limitations as o how long an implied warranty lasts and/or
exclusions of liability may not apply to you. This warranty gives you specific rights, and you
may also have other rights that vary from state to state.

TECHNICAL SUPPORT - If you need technical assistance with this produdt, call us at
(415)547-4028 Monday through Friday between 8:30AM and 5:30PM, Pacific Standard Time,
or write to us at the address noted below. No hints, tips, or codes are available from this
phone number or address.

e

Ubi Soft

www.ubisoft.com

®

625 Third Street, Third Floor, San Francisco, (A 94107



THE POWER OF RAYVMAVL
MEETS THE POWERY
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Revolutionary Rayman:

Unlock Rayman's powers to Rock Climb, Rain
Dance, Rapid Fire, get Lums Radar,
and perform other wild moves.

Revolutionary Combat:

Rumble with up to 8 enemies simultaneously
-- all new legions of malevolent
Robo-Pirates await.

Revolutionary Universe:

Blast through gorgeous free-roaming levels
laden with secret portals and diabolical
machines. ]

Revolutionary Maps:

Compete with 3 feverishly addictive multi-
player mini-games and blaze through 2
exclusive bonus levels. T
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