WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER ENTERTAINMENT SY!’EM.
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 Playsﬁtion 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 offici;':\l or licensed peripherals should be used in the controller ports or MEMORY CARD slots.

L]
HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

« 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 protéctive 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.

Internet Support

To access information about Disney Interactive console games on the World Wide Web, point you*rowser to
www.disney.go.com/consolesupport. You may also email a Disney Interactive Customer Support representative at
console.support@disneyonline.com.

Game Hints and Tips

Game hints and tips are available on the Disney Interactive Customer Support Web Site. To access Game Hints and Tips
on the World Wide Web, point your browser to www.disney.go.com/consolesupport. If you do not have Internet access,
please contact us with your request at the address below. When writing please include your name, address and day time

phone number.
]

Mailing Address
If you wish to write to us, our address is: Disney Interactive Customer Support, 500 South Buena Vista Street, Burbank,
CA 91521-8139.

Telephone Support
You may contact Disney Interactive Customer Support at (866) 252-8108. Our Customer Support staff for the US and Canada
is available M-olnday through Friday from 7:30 a.m. to 5:30 p.m. (Pacific Time).

TTY/TDD Users
Please contact us by telephone through your local relay service. Customer Supporl.aff for TTY/TDD users is available
Monday through Friday from 7:30 a.m. to 5:30 p.m. (Pacific Time). Our toll free number is (866) 252-8108.

Replacing a Defective or Damaged Compact Disc

If you have purchased a defective compact disc that is cracked, chipped, scratched or broken, we will replace it at no
charge within 90 days from the date of purchase with receipt. Please note that there will be a $10.00 fee to replace a
user-damaged disc. Please call the number listed under Telephone Support for additional assistance.

Customer Slﬁport Information L
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J IN A SECRET LAB

...on 3 diskant planet in @ strange panrt of the
universe, Experiment 628 is born. Well, nob quite
“born.” B26 is actually the creakion of the eccentric
scienkisk, Jumba, and he’s the pinnacle of years of genetic
research. Jumba designed 628 to be an indestrucktible
master of mayhem, and if previous experiments are any
guide, Jumba has succeeded. The little blue creabure is nearly
impenvious to all Forms of abback and is capable of deskruckion
on 2 galackic scale. Buk 628 is nob alone in Ghe ab. When he
awakes Experiment 621 is already there, wakching. Both are
the labest in a long senies of experiments, and bheir senries,
the B00s, has been a smashing success. Could 626 be the
greatest of all?

In another secret lab nob so Far away, Jumba’s arch nemesis
is hard ab work on experiments of his own. The nefarious
Or. Habbitrale is racing bo creabe mubanks more powerful
than anything cooked up in Jumba’s lab. For his Finsk besk,
626 will make his way to Or. Habbibrale’s mountain hide-away
and demonstrate that nobhing is more powerful bhan Jumba’s

creakions, and cenrbainly nobhing designed by Or. Habbitrale.

Meanwhile, Captain Ganku watches all of these proceedings,
aboard a gigantic military ship on the Fringes of the galaxy.
He is observing the ackivities of these secientists with a

great deal of inkerest, waiting For Ehem bo cross Ghe line.

Perhaps bheir destructive litble mubants will go a skep Loo Far
this time... Ghen it's a long, long stay in a very uncomfortable
place For Jumba, Habbitrale, and their miserable litkle creabions.

Now you bake conkrol of Experiment 628, aka Stikeh. Jumba
has planned a series of missions designed to test his labest
experiment. In each of these, Stikeh’s chief goal is ko collect
ONA For Jumba bo use in his ongoing genetic reseanrch, then
reach the teleportens at the end of each level ko reburn ko
the lab. Stiteh is Fond of destruckion, and he’s very goed ab
causing i, so along the way he will do his best to cause as
much mayhem as possible, while skill getting the job done. Let
him do what comes naturally! Destruckion in Ehese worlds
often yields surprising resulks! As Stikch collecks more ONA,
more worlds will open For exploration... and deskruckion!
Standing in bhe way will be

many Foes. Some are

pushovers. Ochers

are very powerful

indeed. It's kime

ko prove thab h_d

Stibeh is worbhy & .F

of his repubabion.



U SETTING UP

Seb up your Console according bo bhe instruckions in iks

insbruckion Manual. Insert the Disney’s Skikeh: Expeniment

626 disc and close the disc cover. Turn Ehe Consele ON at the

POWER bukten. Do net insert or remove peripherals or MEMORY

CARDS once the power is burned on. Make sure there are enough

Free blocks on your MEMORY CARD before commencing play. To save
game setbings and resulks or continue play on previously saved games,
insert a MEMORY CARD inko MEMORY CARD Slok 1 before skarking play.

DUICR START

Refer bo bhe inskruckions below o quickly get Stikeh on his way. You'll
Find more debailed informakion about Skikeh and his abilities, as well as
gameplay tips and informakion about his universe, in he pages that Follow.
Here’s an early bip: if it looks like somebhing you might like Eo smash,
bust-up, or destroy, Skikeh is ready. It’'s park of his design. When in
doubk, break something.

MEMORY CAAD slek 2 Disc tray EEEt::quTn
MEMORY CARD slot 1 === ="}
ey —————— T |¢
Top USA connecbor o Smmes OPEN
=2 butbon

Bottom USB connector

S400 i.Link conneckon Controller port 2

Controller port 1

L2 bubbon : : A2 bukbon

L1 bubben - - Rl bukbon
SONY A bubbon

Direckional "’ rrrrr O b bl
buttons NEHPEY Tt
O butbon

Left Analog Skick
(L3 bubken when pushed down)

SELECT bukkon
ANALDG mode bukben

Right Analeg Skick
(A3 bukkon when pushed down)

START butbon

MENU CONTROLS

Use bhese buttons ko navigate through a menu sereen.

(UP), (DDWN), (LEFT), RIGHT) . . ...ttt Highlight Menu Options
059 BUBE B T e gy i T SRR I et Select/ConFirm
Dot .. ... Reburn bo bhe previous screen

IN-GAME CONTAROLS

These are the defaulb controller setbings.

Left Analog Sbick . .....cvviiii i Direction and Aim
Direckional Bukbons (0-Bukbens) . .. .................. Walk and Aim
Be9 buGEERN . _ . R . . S Jump (Tap again in midair
For Double Jump)
@ butEen .......... R Fire Ray Guns
(@) BiEEnn b s B e el BT B ot e L e Lif&/Throw
Samiton. . NH. ... N ...... N...... Fire Special (eapon
.................................. Speed Burst/Ball Slam
................................. Snap Camera View (Tap)/
Side-Strafe (Hold)
R R o i e e DA R e R R Jebpack/Grapple
.. N..... 5 .. . Lock-on and Cincle-Skrafe
(Hold)
Aight Analeg Sbick . .. ... ... oo Look Around
(Press ko snap Stikeh Go cameral
s{,ﬂ butbon™JNEN. .. B9 ................ Pause Menu
sEem buGEGTIES. . ... ... .. . Hide/Show Inkenrface



5 GETTING STARTED

THE TITLE SCAEEN

Press the (START) bukben to open Bhe Main Menu. You will be
asked bo load a saved game or select an empby slob Frem your
MEMORY CARD. The game will automatieally save your progress as

you play.

LOAD FAILED SCREEN

You'll see this sereen if you don’t have a MEMOAY CARD inserted inko
MEMOAY CARD Slek 1, or iF you have a MEMORY CARD inserted buk no
game saved to it. Press the € bubton bo conbinue bo bhe next sereen.

MAIN MENU

Choose a world bo explore From Ehis menu. See ‘Choosing a Werld® below
For more debails. You can also set game opbions by pressing (START) and
opening khe Pause Menu.

OPTIONS

- =)

Change game ﬁ"ﬁ“‘-‘ L
- =
sebbings here, as o : ";..--h '-ﬁ?
described below. o i -]
= | o _ N | |

CONTROLS -0 ) ';Z
Prom bhis menu, you can - ==L e
adjust the Following game B df, i 3Ty ‘x@ v
Funckions: ki )

VIBRATION FUNCTICN

Press the €3 bubbon bo swibch bhe Vibrabion Funckion of your
DUALSHOCK®2 analog controller ON or OFF. Then use 0-Bukbon
(UP & DOWN) bo conkinue on to obher Opbions Menu choices.

INVERT LOOR

Press bhe €3 bukben bo swikch bhe direction of the (UP & DOWN) control
when using the (RIGHT ANALOG STICK) bo look around Stibeh's wonld. When
this seleckion is “on,” control will behave like an aircraft skick, (UP)
pitches Ehe camera Forward, (DOWN) pulls Ehe camera back. When Ghis
selection is “off.” these conbrols will be reversed.

INVERT JETPACH

Press the €9 bubton ko swikeh bhe direckion of the (UP € DOWN) conkrol
when Flying wikh the Jetpack. When this seleckion is “on,” conbrol will

behave like an aircraft stick, (UP) pitehes bhe camera Forward, (DJOWN)
pulls the camera back. When Ghis seleckion is “off,” these controls will
be revensed.

VIEW CONTROLS

This seleckion will show you Ehe controller configuration For Bhe game.
When you have Finished reviewing bhe conkrols, kap the @ bukton ko go
back to the Main Menu.

MONO/STERED

Press bhe €9 bubbon bo swikeh bebween Stereo and Mono sound. When
uou have Finished making your selection, press bhe @ bubbon ko reburn
to Bhe Main Menu.

SOUND EFFECTS

Press 0-Butbon (LEFT) bo lower the sound effects velume or (RIGHT) bo
nraise the sound effects volume. When you have Finished making your
seleckion, press he @ bukkon ko reburn ko bhe Main Menu.

music

Press 0-Button (LEFT) ko lower Ehe music volume or (RIGHT) o raise
the music volume. (hen you have Finished making your selection,
press the @ bukkon ko reburn ko the Main Menu.

GAME CREDITS

Choose this opbion ko see Ehe names of all the people who
made the game. Press the € butbon ko reburn o bhe

Options Menu. ?



CHOOSING A WOALD

Use the Main Menu ke move From werld bo werld as you
help Stiteh collect ONA For Jumba. The First werld is open
o you when you skark the game, but obhers are closed unkil
you unlock Ehem by collecking ONA. The circular pickure window
kells you how much ONA is required to open each locked wonld.

The spinning ONA icon on Bhe Main Menu tells you how much bobal
ONA you have collected so Far.

From Ehe Main Menu, Press 0-Bubton (LEFT) or (RIGHT) to choose a
wonld to explone. Press bhe €3 bubton when bhe world you have chosen
appears in the pickure window.

CHODSING AN AREA

Wikhin each world are several areas From which you can collect ONA. As
with the world menu, Press D-Bukton (LEFT) or (RIGHT) to choose the
anea bo which you wank ko go. Press the €3 bukton when bhe area you
have chosen appears in the picbure window. £ach area conkains 50 pieces
of ONA For you to colleck. The pickure window ells you beth how many
pieces of ONA uou have collected in each area, and how many ONA are
needed to open the next locked area. To complete a level uou must locate
the teleponter ab bhe end of the area.

SECAETS

As you guide Skiteh Bhrough his missions, collect all Ehe Film reels you
Find. You'll need them to purchase and unlock secrets. A eounter ab the
botbom of the screen tells you Bhe bobal number of Film reels you have
collected so Far.

To unlock a secreb, go o Ehe main menu and select secrebs. Press 0-Bubbon
(UP) or (DOWN) bo highlight a locked seleckion. Seleckions appear in Stitch’s
alien language unkil they are unlocked and revealed. Press bhe €3 bukkon
ko make your seleckion. IF you have enough Film reels, the secreb will
be revealed!

To access a secreb, Press 0-Button (UP) or (DOWN) Eo highlight a seleckion.
Press the €9 bubton to make your selection.

Press bhe @ butben to reburn bo the Main Menu.

ouIT

Press bhe @ bubbon bo reburn ko bhe Tikle Sereen.




10] PLAYING DISNEY'S STITCH:
EHPERIMENT 626

MAIN GAME SCREEN

You view the ackion From behind and slightly abeve Stiteh. Move him
Ehrough bhe alien environments, collecting as much ONA as possible.
Run, jump, climb... and deskrou! Beware the dangerous obskacles bhab
stand bebween Stiteh and eompletion of the job Jumba has given him.
Pay special abkenkion bo Skikeh's Facial expression on the Healkh Meter.
IF he doesn’t look Goo good, it might be a good idea to Find some Alien Toes
to restore his health.

f T _—
i —o [ | Numaen
: ' OF GUNS
P (T ==
3 J £
-/
= ey i~
e = o

ONA EDLLEETED‘
ONA NEEDED

HEALTH I'ﬂETEH‘
SLOW MO METER

HEALTH METER

The red seckion shows Stikeh's health. You can tell how much damage Skitch
has suskained by his Facial expression. IF bhis bar disappears, Stikch reburns
ko the previous checkpoink.

SLOW MO METER

The purple section shows how mueh burst energy Stibeh has collected.
As Stiteh performs Speed Bursts and Ball Slams, bhis meber will begin bo
disappear. Fill it by collecking more Slow Mo objects.

ONA

This shows Ehe total amount of ONA Stiteh has collected. Under the

spinning ONA icon, you ean see khe amount of ONA needed to open bhe

next wonld.

GUNS

Stikeh can earry up bo Four guns. This shows Ehe number of guns
Stiteh is currently earruing. IF Stikeh is carrying a special weapon
(Freeze gun or big gunl, it will be displayed here unkil bhe special

weapon runs oub of shoks.

JET PACK

IF Stitch is wearing bhe Jet Pack, this indicabor shows the amount of

dJet Pack Fuel remaining.

STITCH

Manic and destruckive, Skikeh
enaves Freedom and demolition
most of all. He can’s help
himselF, since his love of
mayhem is in his genes,
hard coded into his
biology by his ereaton, the
eccentric seienbisk, Jumba.
Stikeh is stunrdy and able to
take a ok of
damage. He
can move
quickly, jump
veny high, and
even climb walls. He
is nob a good swimmen.
In Pack, he sinks like a stone,
so beware of lakes and rivers.
He does his best to carry oub
Jumba’s orders - usually o bring additional ONA back

ko the lab For Funther genebic experiments - bub Goo often
his nabure causes Far more devastation bhan is bolerable.

1



ﬂ@ STITCH'S MOVES

Use the 0-Butkons or Bhe Left Analog Skick to conkrol
his direction. Stiteh has Ehe ability to climb sheer walls
and cliffs and jump ko extreme heights using his double-jump.
IF he’s in a hurry, he can put all six limbs on Ghe ground and
really move.

NORMAL

Stiteh gebs around just Fine on bwe of his six limbs, allowing him bo
skand upright and use his obher Four limbs ko earry objects and enemies,
or up bo Pour Ray Guns. Inkeresting possibilities For chaos abound.

SPEED BURST

Somebimes Skikeh needs ko get somewhere Past and drops bo all six ko
scurry along. Tap (L) bo go inko Speed Burst Mode. Time slows dramatically
For Stibeh — it's like bhe world is in Slow Mobion, bub only For Stiteh.
(While everybody else lags behind ab ‘normal’ speed, Skikeh hurnies along in
a blue Plash. It bakes a lob of energy o race around bhis way, so Skitch
can't keep up the pace For long. He's a superior specimen of skrength and
dexberiby, buk there are limits. His Speed Burst meter (Ehe punrple bar
beneath his health) shows how many
imes Skikeh can burst. To refill Bhe
meken, pick up a Slow Mo object.
Use the Speed Burst bo dodge
akbacks, or Go cover a piece
of ground rapidly, or even to
shoob more rapidly than enemies
who only Fire at ‘normal’
speed. Combine with a
well-timed shift bo a
Ball Slam [see page 15
For awesome deskruckive
capabilities (Tip: press
Ehe (L1} bubkon while
il Stiteh is in mid-air
From a jump or Falll.

CLIMBING
Stiteh’s incredibly

sharp claws allow him bo
climb many sheer walls

and cliffs. When in

Normal or Speed Bursk
Mode, approach a wall or
cliff, and, if he can sink his
claws inko ik, he'll skant ko
elimb. He needs all six limbs while climbing, but he can skill
Fire bwo of his Four Ray Guns. Nob as devastating as a barrage From all
Four Ray Guns, bub useful nonetheless.

LIFTING AND THROWING

The mix of ONA Jumba included in Experiment 626’s design gives Skikch
oub of Ghis universe skrength. He can lift hatehling eags, big

bombs, and even many enemies. m
Once in his grasp, Stikch can - _ _..‘]
give them Ehe heave-ho ko :_‘, Y v -

clear the way. To lift an
object, approach it and

press the @® button. e 1
Stikeh will earny o :‘l‘

the object until it's I
thrown by pressing —-——
the @ bukkon again. \_ R N,

Eu

LA
ﬁ




ﬂq STITCH'S COMBAT SKILLS

Stikeh’s preferred approach ko combat is direck and o
the poink. This usually means bhat Fights are Furious and
brief. A Pusillade From up bo
Four of his Ray Guns will bring
down most common Foes.
For obhers, considen
combinakions of Ray Guns
and a liGtle bit of stealth...
Because Stikeh is
Stikeh, he's eager
bo use bhese skills
to generate havee
and mayhem wherevenr
he happens to be. Feel
Free bo use bhese weapons

¢
and skills on anything you ,.-F‘: .
see. Sibeh is happiest
when you do. “)
AAY GUNS

Standard issue Plasma Ray
Guns. Press the @ bukkon ko
Fire. To skrafe, press and hold (L2) or (R2), Ehen move left or right.
Stnafing will keep the enemy in Stikeh's gqunsights while he moves laterally
on bwo Feet. (L2) skrafes side-to-side in a skraight line, while the (R2)
skrafe moves Stikeh in a circle around his opponent.

When upright in Normal movement, Stikeh can wield up Go Four of these,

unleashing a devastating barrage. IF two of his limbs are holding an objeck,
well he’ll enly be able ko Fire bwo Ray Guns. Stikeh skanks each level wikh
a single Aay Gun. As he explores bhe world and defeats enemies, he’ll Find
additional guns hidden inside objects. When Stikeh picks up another Ray

Gun, the Aay Gun meter moves up one dob to indicate the current number
of guns in Skikch's ansenal. IF Skikeh is defeated, he will also lose some of
his Firepowen.

SPEED BURST TO BALL SLAM

Some enemies can’t be defeated by Ray Guns - plasma salves bounce right
off their ough armor! That doesn’t mean bhe batktle is losk. I& means
Stiteh gets bo use his Ball Slam instead! Here's how it works. Have Stikeh
jump inko the ain, Ehen press and hold Ehe (L)) bukton. Time slows to a crauwl
as Stikeh goes inko super-speed mode - it looks like Ghe world is in slow
mobion, bub really Stikeh is moving much, much Paster Bhan everything else
(like a Speed Burst), giving you enough time to help Stikeh aim ab a bargeb.
Once you've lined up the enemy, release the (L1) bukton ko send Stikeh
careening inko the barget. AFter you've mastered bhis akback, try bo geb
multiple Ball Slams on the same enemy by immediately pressing (L1} again
after each successful slam.

SPECIAL ITEMS

Somebimes bhese are just lying around and sometimes bhey are hidden in
hard to reach places. Sometimes bhey are inside octher objects - smash
them open to Find oub whab’s inside! Or just smash everybhing bo pieces
because it’s Fun. No matter. Heep your eyes open when the dust clears;
you never know what you'll Find in Ehe rubble.

ONA o

Jumba sends Stiteh and 621 aftenr Ehese bibs of genebic
code For use in his ongoing experiments. Collect Ehem ko
open obher worlds and complete your goals.

GUIDANCE MARKERS

Jumba is always wakching Stikeh's progress. Move Skikeh inko bhese
spinning red disks ko get a wonrd of advice From 628’ creaton.

IS



ﬂ% CHECHPOINTS

When Ehese platForms are ackivabed, Jumba can reburn
Stikeh bo these poinks if he should be defeated, instead
of stanrking the mission over From Ehe
beginning. An ackivated checkpoink
can also help you Find your way.
The Flashing arrows on bop point -
the way to bhe next objective.

ALIEN TOE

Gobble up mutated Alien Toes to restore Stikeh's health.
Theu mau not look appetizing, buk each restores a bit of
Stiteh’s healbh. They have no effect if Stikeh already has
masimum health.

MOVIE REELS

because if a Squid Bob pauses For too long, 16 will

Collect these bo unlock secrets, which .

you access through Ghe Secrebs menu

on the Main Menu. From Ehere, choose

a secreb ko buy, and spend reels ko

unlock it. The more reels you Find, bhe %

more secreks you can buy!

sQuID BOTS >
These hovering robobs will lead Stikeh on a wild chase gt®

to Find hidden Movie Reels. To ackivate a Squid Bok,

simply bump inko i, and the chase is on! Better hurny,

warp back to its starking posikion.

SLOW Mo

Stikeh can only enter Slow Mebion mode (Ball Slam, Speed Burst) For short
periods of time. Collecting Slow Mo objects refills Ghe purple Slow Me
meker and allows Skitch more bime For bhis bupe of Fast-paced action.

JET PACH

Find one of these, strap it on Skikeh’s back and go! Press
and hold (A1) ko accelerabe bhe Jeb Pack and use the Left
Analeg Stick bo control Skikch’s direckion. While
you're jebpacking, wakeh For rings. These rings
refuel your jebpack, and without Ehem, you
won’t geb Farl

GRAPPLE GUN

Aim the Grapple Gun ab pipes and beams bo swing Stikeh inte ackion.
Press and hold Ghe (R)) bukkon ko Fire and Ehe Grapple will swing Skikeh
Forward. As long as you held the (A1) bubken, Seikeh will swing back and
Forth and bhe Grapple will remain abtached. Pump the Left Analog
Stick Forward and back ko gain more speed and

momentum. At Ehe right moment, release (A1)

and wakeh Stiteh Fly! Try a double-jump after

a Grapple swing o gain extra diskance.

SPECIAL WEAPBNS

In addition ko his Four Ray Guns, Stikeh can use special weapens he Finds
throughout bhe galaxy. When you've gob one of bhese, press bhe @ bukkon
Eo Fire. Each special weapon has a limited number of shots; don’t waske
them destrouing objects. Save hem For Ghe really bough opponents.

FREEZE AAY

Encases bhe karget in a block of ice. Skikeh, of
course, can then shook bhe Frozen barget and
wakceh it shabter inko a million biks!

8IG GUN

A jumbo-size vaniant of Stiteh’s normal Ray Guns. This version
shoots guided rockets, so after you've
Locked On an enemy (bap (R2)], press
the @ bubbon bo let bhe nocket Flu.
There’s nob much o do aften bhat bub
waib and wakeh bhe thnilling explosion.




18 PAUSING THE GAME

Somebimes your world inkerferes with Stikeh’s, or maube
the volume of Stikeh’'s world is inkerfering with yours.
What ko do? Press the (START) button bo pause the game.
Choose <<Resume>> bo keep playing the game, or choose

<<0ptions>> to open bhe in Game Dptions Menu (where you can
adjust game velume, ameng obher bhings). Choose <<Level Select>>
ko save your game and move to a different area. When you're ready

Eo re-join Skikeh, press (START) again.

SAVING THE GAME

Rather than make Stiteh do semething he isn’t very good at - like sib
skill while you save the game - Disney’s Skiteh: Experiment B26 saves
aukomatically! When you leave a level by choesing <<Level Select>> From
the Pause Menu or by reaching the teleporter, your progress is saved to
the current MEMORY CARD slok. Once you've selected a saved game slob
ab bhe skark of your Firsk game, you

nevenr have to worry about
saving again.

oTITCH'S ENEMIES

Just bo give you an idea of whak you're up againsk, below you'll Find a
brief list of some of Stikeh's enemies. You'll Find
plenby more as you explore bhe galaxy.

SOLDIER

Standanrd issue space-soldiers
in combab armor. Slow, nob
koo smark, and lightly armed.
They'll put up a Fight, if enly a
brief one.

HEAVY SOLDIER

These are toughen, smanrtenr and stronger
than regular soldiers. They are so heavily
armored bhat they are impenvious bo
Stibeh’s shobs! They are equipped

with powenful, heat seeking rockets.

FROGBOT

Lange, Flying robots with an impressive
looking skrafe abback designed and builk by

the military. Many private secunriby Firms use hem
too, so they are common. They're dumber Ehan
Soldiers and enly a bit
tougher. The lack of
complexr sensing
equipment leaves
them vulnerable
o sneak abbacks,
especially From behind.




WALL GUN

Wall Guns, with their rapid rate of Fire and

skrong plasma bursts, are Gobally impervious

o Skikeh, even his ball slam! Like

Frogboks, Bheyre machines with limited
inkelligence and their sensony

devices merely track mokion, making

them easy to distrack. t ‘

GREEMA

Cute, cuddly Greemas are Found everywhere, and
normally bhey wouldn’t be included here in a discussion
of Stikeh’s enemies. However, Or Habbitrale has infected
some, (quite a lob of them, in Fack) with mubank genetic
code. The sick ones look a litkle odd (Habbitrale isn’t
halF Ehe scientist Jumba is), bubk when Ghey Fully
mubate they're awful
looking beasts, nearly
three bimes the size of
Stiteh. Their hides

are very tough,
oo Lough For
Ray Guns.
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BUZZER

They look and Fly like giant dragonflies,
but Buzzers are more like commen
household Flies - pests ko
geb rid of with a swak (or
a blast From all Four Ray
Guns). Nobhing more Ehan
annoying when you've gok bebter
Ehings to do.

STITCH'S "FRIENDS’
Juman

Jumba, the eccentric seienkist who specializes in genebies. He has an
affeckion For Stibeh, somewhat like a parent’s, buk since Stikeh is a genetic
experiment and nob actually a child, Jumba can be callous about B26’s
general welfare. Jumba doesn't enjoy seeing Stikeh hurk, Bhough it's nob
always clear iF his concern arises out of his

affeckion or his desire thab his creations be |

superior in every way. After all, a Flaw
in the creakion means the creator
is himself Flawed. He does nob
tolerake suggestions bhab
Stibeh is nob the most
powerful creabure ever
creaked in a lab. Jumba's
got a shonk Fuse -

he angers quickly, but
even at bhe height of a
rage, he always manages
bo bake care of himself —
before he wornies about
anyone else.

EHPERIMENT 621

Stikeh’'s immediate predecesson, B21 is envious of his uounger sibling.
Perhaps he’s well aware of the realities in Jumba’s lab — later expenriments
such as 626 are superior models, iF only slightly. They are mere likely to
be deskined For greabness than bhe older models. 621 desperately wanks
Eo please Jumba... and he wen't lek 626 get inke his wau.
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Limited Warranty and Disclaimer

PUBLISHER WARRANTS THE RECORDING MEDIUM ON WHICH THE SOFTWARE IS RECORDED TO BE
FREE FROM DEFECTS IN MATERIALS AND WORKMANSHIP UNDER NORMAL USE FOR A PERIOD OF
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OF THE DEFECTIVE RECORDING MEDIUM(S) OR REFUND OF THE PURCHASE PRICE (AT PUBLISHER’S
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PURCHASE. PUBLISHER WILL HAVE NO RESPONSIBILITY TO REPLACE A RECORDING MEDIUM DAMAGED
BY ACCIDENT, ABUSE OR MISAPPLICATION. ANY.IMPLIED WARRANTIES AND/OR CONDITIONS
ON THE RECORDING MEDIUM, INCLUDING THE IMPLIED WARRANTIES AND/OR CONDITIONS OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN DURATION TO
NINETY (90) DAYS FROM THE DATE OF PURCHASE OR DELIVERY. THIS WARRANTY GIVES YOU SPECIFIC
LEGAL RIGHTS, AND YOU MAY ALSO HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO
JURISDICTION. YOU EXPRESSLY ACKNOWLEDGE AND AGREE THAT USEOF THE SOFTWARE IS AT
YOUR SOLE RISK. THE SOFTWARE AND'RELATED DOCUMENTATION ARE PROVIDED “AS IS” AND
WITHOUT WARRANTIES AND/OR CONDITIONS OF ANY KIND EITHER EXPRESS OR IMPLIED. PUBLISHER
EXPRESSLY DISCLAIMS ALL WARRANTIES AND/OR CONDITIONS, EXPRESS OR IMPLIED, WITH RESPECT
TO THE SOFTWARE AND RELATED DOCUMENTATION, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED
WARRANTIES AND/OR CONDITIONS OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE.
PUBLISHER DOES NOT WARRANT THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE WILL BE
UNINTERRUPTED OR ERROR-FREE, OR THAT DEFECTS IN THE SOFTWARE WILL BE CORRECTED.
FURTHERMORE, PUBLISHER DOES NOT WARRANT OR MAKE ANY REPRESENTATIONS REGARDING
THE USE OR THE RESULTS OF THE USE OF THE SOFTWARE AND RELATED DOCUMENTATION IN TERMS
OF THEIR CORRECTNESS, ACCURACY, RELIABILITY, OR OTHERWISE. THE LIMITATIONS OF LIABILITIES
DESCRIBED IN THIS SECTION ALSO APPLY TO THE THIRD PARTY SUPPLIERS OF MATERIALS USED IN
THE SOFTWARE. NO ORAL OR WRITTEN INFORMATION OR ADVICE BY PUBLISHER OR AN AUTHORIZED
REPRESENTATIVE OF PUBLISHER SHALL CREATE WARRANTIES AND/OR CONDITIONS OR IN ANY WAY
INCREASE THE SCOPE OF THIS LIMITED WARRANTY. YOU (AND NOT PUBLISHER) ASSUME THE ENTIRE
COST OF ALL NECESSARY SERVICING, REPAIR OR CORRECTION. SOME JURISDICTIONS DO NOT ALLOW
THE EXCLUSION OF IMBEIED WARRANTIES, SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU.  UNDER
NO CIRCUMSTANCES, INCLUDING NEGLIGENCE, SHALL PUBLISHER BELIABLE FOR ANY INDIRECT,
INCIDENTAL, SPECIAL OR CONSEQUENTIAL DAMAGES THAT RESULT'FROM THE USE OF, OR THE
INABILITY TO USE, THE SOFTWARE OR RELATED DOCUMENTATION, EVEN IF PUBLISHER OR AN
AUTHORIZED REPRESENTATIVE OF PUBLISHER'HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH
DAMAGES. SOME JURISDICTIONS DO NOT ALLOW THE LIMITATION OR EXCLUSION OF LIABILITY
OR INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY
NOT APPLY TO YOU. IN NO EVENT SHALL PUBLISHER'S TOTAL LIABILITY TO YOU FOR ALL DAMAGES,
LOSSES, AND CAUSES OF ACTIONY(WHETHER IN CONTRACT, TORT (INCLUDING NEGLIGENCE) OR
OTHERWISE) EXCEED THE AMOUNT PAID BY YOU FOR THE SOFTWARE.
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