


PRECAUTIONS

This disc contains game software for the PSPE (FlayStation®Portable) system. Never use this disc on amg
e system, a5 it could damage it Read the PSP& system instruction Manual carefulfy to ensure comect
iisage. Do not leave the disc near heat sources or in-direct sunlioht or excessive moisture, Do notuse cracked
o deformed discs o dises that have boen repaired with adhesives s this cousld lead to malfunction.

Push dowm one side of the T Place the disc as shown,
dhigic ¢ sk and qeetly pall "b' | pantly precsing dovrs
upwards 1o ramove it Using e *I?t A il it clicks info place.
4 ewcest force o remove e disc W Tt Saodng the disc indomectly
may result in damage. b ] " may resutt in damage.

HEALTH WARNING

Ateays play in a well it environment. Take reguiar breaks, 15 minutes every hoor Avoid phaying when tired
of suffering from lack of sleep. Some individoals re sensitive to flashing or lickering lights or geometric
shapes and patterns, may have an undetected epileptic condition and may experience epileptic saizures
when watching tekevision or playing videogames. Consuft your doctor before playing videogames if you
fave an epteptic condition and immediataly should you experience any of the following syrmploms whilst
playing: - derziness, altered. vision, musche twitching, other. involuntary. movement, loss of awaremass,
confusion ardion comyulsions.

PIRACY

The PSPE system and this disc contain: technical protection mechanisms designed to prevent the
unautherisad reproduction of the copyright works present on the disc. The unauthorised use of registered
tratdemarks or the unauthorised reproduction of copyright works by dircumventing thess medvanizms oe

otherwise is probibited by L.

if your have any information about pirate product of methods used i diroumvent our tachmical protsction
measures plegse emall anti-piracy@eu playstation.com or call your local Customer Service numbss
given at the back of this manual,

PAN EUROPEAN GAMES INFORMATION (PEGI)
AGE-RATING SYSTEM

The PEG! age-rating system protects minors from games unsuitahie for their particular age group. FLEASE
MOTE: it is not a guide to gaming difficiiny

Comprising two parts, PEGI _allows. parents. and those  porchasing games  for children 1o
make 2n informed choice appropriate to the age of the intendad player The first part i= 2n age rating:-

The second & icons indicating the type of tontent in the game. Depending on the game, there may he &
number of sich icons. The age-rating of the gamee reflocts the intensity of this content. The icons are-

ik

DISCRIMENATION b

VIOLENCE  BAD LANGUAGE FEAR SEXUAL CONTENT DRUGE

For further information visit http:/’www.pegi.info

ULES-00622

FOR PERSONAL USE ONLY. Unauthorized copying, adzplation, rental, lending. distribdbon, exdracton,
re-sale, arcade wse charging for use, broadcast,  public - performance. and  internet, cable or. any
telacommunications fransmission, access or use of this product or any trademark or copyright work that
forms past of this product an prohibited, Library programs © 2003-2006 Sony Computer Entertainment Ing:
exciusively licensad to Somy Computer Entertainment Evrope. © SEGA. SEGA, the SEGA logo and Sonic Rivals
are aither registerad traderarks or irademarks of SEGA Gorporation, All Rights Rasarved. Published by SEGA.
Developed by Backixore Entertainment, a division of Foundation 9 Entertainment.
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Set up the PSP®@ system according to the instructions in

. Its instruction manual. Turn the PSP® system on and the
: FOWER indicator will light up green. The Home Menu
. will be displayed. Press the OPEN latch to open the disc |

- cover. Insert the Sonic™ Rivals disc with the label side

facing the rear of the PSP® system and then securely

" close the disc cover.

N Select the ™M icon from the Home Menu and then select

the (& icon. An image of the software will be displayed.
Select the image and press the > button to commence
loading.

at the time of going io print, but some minor changes may
have been made late in the product's development. All
screenshots for this manual have been taken from the
English version of this product, and some screenshots
might have been taken from pre-completion screens that
differ slightly from those in the finished product.

- MEMORY STICK DUO™

To save game seftings and progress, insert a Memory

. Stick Duo™ into the Memory Stick Duo™ slot of the

FSP® system. Saved game data can be loaded from the
same Memory Stick Duc™ or any Memory Stick Duo™
containing previously saved game data.

' PLEASE NOTE: the information in this manual was correct |



. Ing your profile and settings are being saved. While this

- Duo™ or Memory Stick PRO Dua™ or turn off the PSP®

F"E’:P@ (= mxStatsun@Pur'tamel
sys em figuration

cLbutton L LED screen . Rbutten
Directional ; : )
buttons: WAL
Noagx T
N chuttons |
MEMORY R
STICK PHWER Ly
ougm . dndicator |
ACCHSS )
indicator { iy ) ; T
- Volume T HOLD
WLARN, - \ : W W indicator .,
access T e LA
- mECater i : \ ; - Right speakar |
‘Analog stick _ : L START button
Sirap holder. - i : — SELELT button ‘-..
Left spaakar  ~-oid ' b b Sound button
HOME button D:splwﬁuﬁw. i

saving F‘F‘EIfIIEE’r and settmqa
Your profile and settings are automatically saved aﬂar
changing settings and options and when yrcnu reh.lrn 1o the
Main Menu.

AuUlo save 4
As you progress, a message will appear on screen indicat-

message is on screen, DO NOT remove the Memory Stick

System.

Loading saved came settings

Your saved game settings will automatically be loaded
when first booting up Sonic™ Rivals. You can also choose 4
to manually load saved data at the Profiles Menu by select-
ing LOAD PROFILE. '

Wireless (WLAN) Features

Software titles that support Wireless functionality allow

you to communicate with other PSP® systerns, download
data and compete against other players via connection to

a wireless local area network (WLAN). You can adjust the
network settings to allow connection to a wireless local
area network (WLAN). There are two WLAN modes: Ad
hoc and Infrastructure Mode. Note: Sonic™ Rivals sup-
ports Ad Hoc Mode. Please see the Multiplayer section of |
this manual for further details.

Ad Hoc Mode: Ad Hoc Mode is a wireless feature that
allows two or more individual PSP® systems to communi-
cate directly with each other.



RN menu controls
% | Control Action
18 Select Menu Ham directional buttons or analag stick

"""! Ei}m‘lgﬂ eiting. 4 directional buttons 4= | =k or analog stick

m . | Confirm / Accept saiachﬂn % bultton

D | Previous screen i 0 button
i | Card coltection simmany 2 & button (within card collection meni)
I_ Cycle thrgugh Card Pages direstional buttons 4= | = or analog stick
in Sl game. [ sTART

i : ":hange{jurﬁl i A B burton {at the Character Selsct Screen)

\ racing cnntr-i:lis

Move Chiaracter | diractional butions 4= / = or analog stick

Duick directional bution § or analog stick
1 Look up diractional bution ¥ or analog stick
Jump ) bistton

Jurnp off Gr'ir_!d directional button 4 or analog stick + ' bution
Hominig Atack 3 button then & butten {(while in air.)
: directional button 4 (hold) or analog stick + % buiton

| 2pi bl {tap) then release
Aftack | Tbutton
Use Powar-Lin | & bution
Air Boost 1 button {when icon appears on-screen)
Speed Boost @ button (when icon appears on-screen)
| Staet game START

. Note: Boost moves are context-sensitive maneuvers off

. of specific Boost props. To activate the most effective

. Boost move, you must press the corresponding button

" that appears on-screen. For more information on Boost-
. ing, see Boosts, pg. 16,




P:easﬁTAHT or "."‘ﬁ‘éat ‘H“IETIIIE&ET'BEH ﬁJgatnih&Mam
, Menu. At the Main Menu, usa‘t{'mrdtrectlﬁﬂm husfcms T
' and l 1o h[ghfighta seleeﬁan and pressﬂta s@a but[anlo

- smqle player

~ Choose from a ‘-‘aiﬁet}‘ of Sﬂf#ﬂﬂ Eﬂvais mng-lmp]apgr

. game modes: Story, Challcanga and Cup Circuit. Fﬂr

more mfﬂrmatm see Sangie Player | Mude pg e

wweless play S

L Challenge your friends and rivals, ushg the. F‘GF@

' -__syrsiams wireless c.apabmtres Go head-to-head agamst
L your huﬂd}.r through Ad Hoc Mode for a smgle race or se-
' lect from a series of Cup Circuit challenges. When you're ™
.,_dane racing, Saalect Card Trade to swap unlocked Trading
-Eards For more information, see Wireless Play, pg. 12.

' "-card coliection

View the Trading Cards you've unlocked, traded and col-

b lected. For more information, see Card Collection, pg. 17. 4 :.

options
Change various game seﬂmgs




nptlmns "' ;
" Usethe ﬁ“rectmnal buttons 4 am:i $ 0 h:ghhgﬁt an
. option and press X to confirm your choice, or press
" the directional butfons 4= and = to toggle / adjust the
.-n’rmims Fress thﬁ@ buttﬁn to reium to the Mam Menu,

sUM I'I'IE!"V ' :

- View the current pmgn&ss and sta‘tlsﬁﬁs fur your savact
progress, including high score, best times, G&rﬁs won
~and more,

¥ okins
Select an unlocked Skm for your Maln E-’Iet’:u

: :Sf'.'llJF!Ij : B
#  Adjust the Music and SFX volume levels.

credits
View the game’s credits,

- profies
Manage your player Profile.

Mew Profile Creale a new Profile,

Lioad Profile Manually load vour Profile.

Save Profile Manually save your Profile.

Delate Profils Delete your Profile and create a new one.
Auinsave Togale the Auto Save feature ONIOFF,

Note: Once a Profile has been deleted it is lost and can
no langer be recovered.

delete data
Permanently delete your save data.

Note: Once your save data has been deleted it is lost
and can no longer be recovered.
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; thysmus land mass called “Onyx Island” suddenly
-appears in the south seas as if out of nowhere... The

super-fast blue hedgehog, Sonic, and his best buddf,.r

. Tails head off to search fﬁrcfués asto what mtghttmve
' '.traﬁsp:red

3 “This has gotta be anﬁﬂm one of Eggmans schemasl“ i

Sonic’s hunch prﬂves to be correct. As soon as they ”
arrive at the island, they spot Dr. Eggman already waiting
‘for them. As Sonic confronts Eggman, he triumphantly
 holds up a card. Sonic and Tails are shocked to see that 4

the card bears a pu::tune af their friend, ﬁmy Ras&

T ‘Do you knuw what this | ES Smm?' '
e seﬂeﬁ that little brat away inside this nard!“ :

*Ha! Do you rﬂany think w&*ﬂ believe that?”

" While Smm simply brushes off Eggman's supposedly

ridiculous story, the more sciarmﬁcaﬂy minded Tails takes
things mum senmjslyr ! )

. "It might not be all that easy o bﬂl-iave but it could be
. possible for matter to be broken down at the at&mlc teﬁa{* | e

and stored as digital card media...”

As Tails' quavering voice reaches Sonic' s BArs, mane isa
sudden blinding flash, and when it fades, Tails is gone. In
Eggman s hand is a new card bearing Tails' image. Sonic
stares in panicked disbelief. Then, who should appear but
Knuckles, Sonic's more "physically assertive” friend. A

*Eggman! You're behind the disappearance of the Mas-

“ter Emerald, aren’t you?!" Knuckles says.

“Indeed!”
Eggman smiles, drawing from his bag another card,
emblazoned with the Master Emerald.

“Soon, everything in this world will be nothing more than
another entry in my lovely card collection! If you think you
can take your precious things back, then just yvou try it!
Ha ha ha ha ha!"

After issuing his challenge, Eggman takes off and flies
away.

Sonic and Knuckles vow to take him up on that challenge
in order to take back what is in those cards.

“Sorry, Sonic, but this concerns the Master Emerald. This
time, I'M going in first!”

“Okay, Knuckles! Let's just see which one of us gets there
first!”

At the same time, the mysterious black hedgehog, Shad-
ow, arrives on Onyx Island, along with Silver, a guardian
from the future, both seeking Eggman's cards.

Who will be the one to get the cards back from Eggman
first? What is Eggman’s true purpose in baiting these four
to compete?
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Sonic the Hedgehog

This hedgehog is the fastest living being in the universe.
He's defeated Dr. Eggman to save the world numerous
times, but this time he’s discovered that his best friends,
Tails and Amy, have been mysteriously turned into Cards,
Now's it's a race to take down the nefarious Dr. Eggman
once and for all and free his friends!

Knuckles the Echidna

The guardian of the Master Emerald, Knuckles is as
tough as they come. Unfortunately, the Master Emerald
has been stolen right out from under his nose and turned
into a Card by Dr. Eggman. Now this renowned echidna
must race to find the Master Emerald and take down the
evil mastermind behind this insidious plot.




Shal:lnw the Hedqehnq
Shadow was created as the ultimate life form by Profes-
-sor Gerald Robotnik, the greatest scientific genius of his
time. Possessing the power to use the Chaos Emer-
alds to perform “Chaos Control,” he has the ability to
manipulate time and space. Summoned by Dr. Eggman
via a cryptic transmission asking for his aid, Shadow
encounters something strange and now it's a race to find
Eggman and uncover the truth!

Silver the Hedgehog

A mysterious young silver hedgehog, Silver is equipped
with psychic powers that allow him to propel items
through the air with the power of his mind! The only thing
Silver really knows is that he is searching for someone. ..
but for whom, and more importantly, why? Shrouded in
mystery, Silver begins to chase after Dr. Eggman to find
the clues that will unlock his quest.
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indicates the nu-rnbar of Rtngs yﬂu ve mﬂecied Collect-

- ing Rhgs increases your score and aiso prevents you !

_from having to respawn when you are m@md Fﬂr more

; mfnrmatmn see Rings, pg. h

. 2. TIme |
" Your c’tfrrﬁ'n‘t race time.

- 3, soost nppnr'tunlty |
. Environmental objects that allow yau to perfarm context-
% sensitive aerial and speed Boost maneuvers. To activate
8 Boost, press either X (Air Boost} or O (Speed Boost)
# while on the Boost Object.

. Note: Sometimes one Boost is better than the other
— look for icons on screen that give you tips!

4. POWEr-up
Pick up and use Power-Ups to gain the upper hand. For
more information, see Power-Ups, pg. 17.

5. Distance meter

This displays the distance and proximity between you
and your rival racer, as well as the proximity to the finish
line.

&. Rival Arrow
It your rival is off-screen, the Rival Arrow appears to show
~ you his general direction and location.

7. Position
This displays your position in the race. Come in first {o
win!
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s tracks o see who is

;SN‘IQ!E-F!LEYEP |
Ehoﬂse from G‘Eafy Ehallenge aﬁd Cup Clrt:.lﬂ’ Niqdés

" story
L in Story Mode,
. choose a fmama

5300 INED

P and Sﬂverarmm agmnﬁ;emh other to gat aé or.

& _r:haﬂanqe .
¥ In Challenge Mode, -
-choose a character,
' rival and stage, then
‘compete in a single
race while attempting .
to complete specific
challenges to unlock
rewards, :

Note: Ghaliangas differ dep&ndmg on the Di‘ﬂ"m}.ﬂty Lev&i
- selected.

cup r:lr'-r:mt
Select a Cup and
wmpete in a sernes
of races consisting of
best two out of three

o r 1mmmﬂmmrr.
STIEE paasmensansiy

- the fastest racer. In
order to successfully
complete a circuit, you must win more races than your
rival. ;

e



" wnreiess piay i i
Play agamst a friend umng ;he PSP&E systam 3 mm&ess )

capabilities. Gonnect to a nearby fnentlthmugh AdHoc |

Mode and choose. fmm Single, BUB G:rcmt. aad Gard
__;Trade Modes.

 Note: Whgnattempt‘ing teﬂanneci wrrélessly ta anﬂ‘thﬁr
PSP® system. you can press © to cancel the mnnecﬁnn N
: and retufn to ﬂ"IB Mulhp&ayer Manu ' .

48 JIJII'III"IQ a EE!TIE! .

To join @ game, press the directional huﬂms tand$to

# select a game in progress fr;:lm the game host window on

. the right side éf'the screen and press X to confirm your
‘choice. Once you've chosen a game o join, select your

. character and outfit, then wager a Card {if this option was

. chosen tay the Host). The race will then begin.

y, Note: In order to play a game through the PSP®
" system’s Ad Hoe Mode, you must make sure the WLAN
switch is switched on.




¥ ponent for a chance

)
:
!
>
r
;n»
g

3 EFE‘BEII}I} HL‘_;}EITIE TV
. Tocreate and hosta, g
 game, select

 Play option (Single
. Race, Cup Circuit and

: buttons to select a mé:édar ‘outfit {Qfaﬂnna]} and Stage
1 Cup, then choose whether I’.ar not you want o Wagtefr

'press X to start the r&ﬂ&

choose to wager

CREATE and then ol GGty
ﬂhbﬂﬁﬁ!--_ﬁ_{-]‘.{}m}gss i ; 1 _ -

Card ?rada] NBXE
use the dlrﬂct:ﬂnal

Cards. When you're ready, press X' to search for other
nearby players. Once a piayar naa imned ynurgame

WREGER CHEDS
In Wireless Play
Mode, you can

your unlocked Cards
against your op-

to win his cards. The | e Lol gung
host can set this : SRR
ﬂphﬂn when creating a game, When awager is p&aoaﬁ
if you win the race, you get to keep the Card the other
player has wagered. If you lose, yuur ‘opponent gets to.
kee-p yuurs'

card Trade
Trade your unlocked
Cards with your
friends via the PSP®
system’'s Ad Hoc
Mode.

For more informa-
tion, see Card
Collection, pg. 17.




 Sonic™ Rivals'
‘stages are played out
in Zones and Acts.
% There are a total of
" six Zones, with three
 Acts for each Zone".

\ zones and acts

In typical Sonic The
Hedgehog fashion,

t FGEES’{ Faiis Don't ia’{ the lush smnary; grassy platforms,
" and cascading waterfalls fool you. Forest Falls is brim-
ming w:th danger, {ndudlng steep drop oifs, large loops,
" and plenty of Eggman's robot minions.

¥ Colosseum Highway: Amid the majestic columns and

. pillars this perilous track is littered with pitfalls, traps, and

" steep hills, Twisting corkscrews and Boost hoops provide
. a non-stop white-knuckle experience.

. Sky Park: This theme park gone wild is comprised of a

' thrill-a-minute rollercoaster, complete with twists, turns,

. loops, drops, and even stuffed teddy bears designed to

¥ slow your racer down. Use springs, dash panels, and the
: stmﬂgman platform to propel your character through the

_ atmosphere while staying one 9pe¢d boost ahead of the

‘competition.

Gz"yst{:d Mp«,_:r‘;tain: ley erystals, snow banks, slippery

tracks, and freezing waters comprise this winter won-

derland. If the blizzards don't slow your racer down, the
brittle ice barriers will. Make sure to hop in the bobsled to
barrel down the track at death defying speeds.

Deatn Yard: Death Yard is a dry, deserted wasteland filled
with razor sharp spike beds, corkscrews, gaping pits, and
Boost hoops that must be navigated correctly to stay in

“the game. These tracks have so many dips, twists, turns,

and loops, that dizzy doesn't even begin to describe what
your racer will be feeling when he reaches the finish line.

Meteor Base: Not much is known about Dr. Eggman’s

top-secret base hidden deep within a meteor shower, but
you can bet it's filled with hot, bubbling molten lava and
some of Eggman's fiercest robot goons.

* Except for Zone 3.




: Snmet;mes Bﬁﬂsﬁng isn't enough tﬂ stayr in ﬁ-nni nf your
rival. When push comes to shove, angage in some old

and then nress % agam:ﬁqr

Although ﬁnfshiﬁg first is the ultimate geai in Sonrcf”

SR

fashioned attacking! Attacking will temporarily knock your
nppam-mm the ground or stun them, causing them i;x ;
iose Rings while allowing you fo get ahead or jumpto
new heights. To aftack, get ﬁgﬂrﬂ ha’l'ﬁné yburrﬁ*ﬁlm e
press © for a shove, or jump ab -ﬁ‘lﬁrm byfafmmg@ b

STHILNISS3 BN:i":i*He_l_

rings

Rivals, making sure you have at least ona ring is critical
to Staymg alive and avoiding respawn dﬂiays A targﬂ
collection of Rings provides score bonuses and gpgﬂtal

awarcfg




_ boosts

. Boosting can give you extra speed. distance, andfor air

. by interacting with special environmental objects — such
. as !ogs rocks, pulefﬁ and more — and allow you io gain ,
. the upper hand on your rival. Oftentimes, correctly per- @
~ forming a Boost leads fo special Power-Ups or shortculs.
. When aB_:;cast opportunity presents itself, a context-sensi- 8
- tive button icon will appear over the environmental object.

A In order to successfully pull off a Boost maneuver, you P

\ an object, pressing X at
' the precise time allows

Boost into the air and reach

- must quickly press a Boost button before the opportunity
s lost. There are two types of Boosts: Air and Speed, and
= the context-sensitive buttnn will help tell you which is the ™
& Destonetfouse. - o

b Note: You are nut.fei:;ﬁi_red to match the context-sensitive
% button displayed for each Boost — it just gives tips!

Air Boost: When the %0

button icon appears over

- your character to vertically

N ; plaﬁorms and areas that are c-thermse unattainable.

. the precise time allows your

\ chance to pass, stay ahead, or catch up to your rival.

Speed Boost: When tha
\ bution icon appears ﬁn.fer
~ an object, pressing © at

character to horizontally
. Boost along the track for a
temporary burst of speed. Speed Boosts can give you the

Note: Some Boosts opportunities will have a “7" icon
over them. When this icon appears, you can choose
either Boost without worry.

bosses

After every two Acts”, Sonic
and his rivals will have to
face one of Eggman's
mechanical bosses. To fell

- these huge beasts, you
must locate their weak spots

and attack them multiple times. Of course, your rival will N
be attempting the same thing. The character to get the i
predetermined number of hits first, wins! -J_

* Except for Zone 3. s



pnﬁer-t.lps

'Pick up Power-Ups as you s -
speed across the track and | R
use them to tempnranlj.r o o Syl
stop your rival in his tracks. ﬁ# lﬁ#‘ "
Power-Ups canbe found NG

. hovering in the air. To pick
upa Power- -Up, s;mpiy rut. uvér i‘l

Each Power-Up has two Uses: Offenswe and Defensive.
If you are ahead of your fival, the Pﬂwb*ruﬂp will be used
defensively. If you are behind your rival, it will be used 4
offensively. Offensive Power-Ups are generally used as
projectile weapons that shoot down the track until the*_n,r
- hit your rival or an obstruction. Defensive F’ower«-l.}ps are
- generally used as dmppeﬂ weapons 'll‘lat sit on the mack
until your. rwai runs into mem e

Offensive Eﬂ‘-ﬂcl 5 efnsi\re Eﬁett

Firey Ruolling Firehall Fira Shield All
lce Snow Blast lce Cube All
Mine Floating Homing Mine | Slationary Mine 3+
| Lighining Electric Shock Decoy Zapper Rings | 2+
Wind.. ) Shoot Tomado Drop Tormado 3+
Ring Magnet Rling Magnet Ring Magnet aF
Start Signature Move Signature Move All

Each racer also has a Signature Move Power-Up, which

is represented by a Star icon. Sonic has “Sonic Boom,”

Knuckies has “Hammer Punch.” Shadow has “Chaos
Control” and Silver has “Psychic Control.”

card collection

Collect Trading Cards by
winning races, getting high
scores and trading/wagering
them against your friends

via the PSP& system'’s Ad
Hoc Mode. Choose CARD
COLLECTION from the Main
Menu to view how many Cards
you've won and coflected.
Use the analog stick or directional buttons 4= and =% to
cycle through the Card categories and press X to select
a category. Once a category has been selected, use the
analog stick or directional buttons #= and = to cycle
through the cards and view them. Pressing @ will pull
up & Summary Window, which displays a breakdown of
the Cards you've aiready collected. Press © to exit and
return to the previous menu.
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et Assmtam Team Lﬁad

Teﬂél“s
| Leon Stuart
. Kasim Rehmn
Jam‘ie Eaii&y

Mar&ﬁaht S i i-l=.;: TR

‘Lee Heir A

. Michael Hushands i
Standards l:abrﬂ‘ﬁamf

Mﬁhammaf} Ajaib

Assistant Sta ndafﬂ_ﬂ ﬁﬂbrd?natm

Justin Amore
Mike Hanley
Standards Testers
Peter Leung
S:!maﬁdlan
; Nicky Kﬁ_-tz,e
| Language Coordinators
. Jean Baptiste-Bagot
Sven Wittmaack
Language Testers
Stephane Ramael
Joe Hellman
Juan Perez

Special Thanks to
David Allen
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. Producer
' Tarylnr Miller

i Assamate Fmﬂucer i

; ..Asmsmnt Pmdut:er
.Jarett Metcalfe :

. Lead Engineer

" Peter Phillips

B Technical Manager

Greg Wilson

Engineers

. Aaron Koenig
. Brian P_rcwmclaﬁp
Ghuck Chow

: "Clirﬁun Blackmore

~ Devin Murnane
Francois Labefge .

: ;.',:J'Em -

~ Kelvin Tang

. Luke Huang

- Melina Eby

_ Richard Orth

- EmwinTang

e

. Pete Thompson

' L Dubigoor

, Tyler Sigman

~ Benior Designer
. Derek Tam

Lead Level Designer
Eric Emery

y. Designers

Cory Hasselbach

Josh Zisserson

Kyle Mohammed

Michael K. Donovan

Nick Letizia

Richard Knight
Lead Artist

Chris Bourassa

Lead Level Artist
Mabel Chan

Eﬂects_-ﬁnﬂ Animation
Gﬂﬂfdmainr
- Daniel Lam

G Techn ical Artmt

 Eric Ronay

o Artists

- Aaron Parrott
Beth Dewhirst
Brent Kirby
Erik Larsson:
John Mah
Kate Freeman
Kim Sawula
Shane Holmes -

Lead Animator

Karen Matskiw-ﬁodnguez
. Animators

Chun Sin Loh
DuncanLin

{1 Eront Exd Antist

Mark Pearce

" Studio Quality Assurance

- Tom “MrLuigi® McGarry

. Music Composer

Chris Rezanson

Sound Effects Design
OMNI Interactive Audio
Alistair Hirst
Robert Ridihalgh
Daylon Walden
Tom Smurdon
Chase Combs
Lisa Elliott Cobb

Senior Producer
lvan Allan

Studio Head
Joe Bonar

Technical Director
George Phillips

Creative Director
Trent Ward

Art Director
Ryan Slemko

Business Development
Jim Sink




4 Kids
produchtion, inc.

Voice Cast
Jason Griffith
Dan Green
Pete Capella
Mike Pollock
Amy Palant
Lisa Ortiz
Kathleen Delaney

Vaice Directars
Christopher Collet
Julie Rath

Production Coordinator
Salvatore Oppedisana

Recording Engineers
suzy Goldish
Paul Grassini
Mike Knoblauch
Alon Mamdar
Questar Welsh

special Thanks

The Reaper and Core Design Team
Beejey Enriquez

Mina Provonsha

Aya Takeuchi

Sonic Committee
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