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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET MEJ(.‘ .I UDED
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE 5!'.5. HM
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY
INFORMATION.

IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING !
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES

| AWARNING - Seizures

Some people (about 1 in 4000) may have seizures or black outs triggered by light flashes, such as while watching TV o
playing video games, even if they have never had a seizure before.

Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a
doctor before playing a video game.

Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have

any of the following symptoms:
Convulsions
Altered vision

Loss of awareness

Eye or muscle twitching
Disorientation

Involuntary movements

To reduce the likelihood of a seizure when playing video games:
1. Sit or stand as far from the screen as possible,
2. Play video games on the smallest available;television screen.
3. Do not play if you are tired or need sleep.
4. Play in a well-lit room,
5. Take a 10 to 15 minute break every hour.

| AWARNING - Repetitive Motion Injuries |

Playing video games can make your muscles, joints or skin hurt afler a fow hours, Follow these instructions to avoid
problems such as Tendonitis, Carpal Tunnel Syndrome or skin irritation:
« Take a 10 to 15 minute break every hour, even if you don't think you need it
* If your hands, wrists or arms become tired or sore while playing, slop and
rest them for several hours before playing again.
¢ If you continue to have sore hands, wrists or arms during or after play, stop
playing and see a doctor.

| AAWARNING - Battery Leakage |

) Leakage of baltery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs,

thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may
make popping sounds,
To avoid battery leakage:
« Do not mix used and new batteries (replace all batteries at the same time).
Do not mix alkaline and carbon zinc batteries.
Do not mix different brands of batteries.
Do not use nickel cadmium batteries.
Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may
become dim, the game sounds may become weak, or the display screen may be blank. When this happens,
promptly replace all used batteries with new batteries,
* Do not leave batteries in the Game Boy or accessory for long periods of non-use.
* Do not leave the power switch on after the batteries have lost their charge. When you finish using the
Game Boy, always slide the power switch OFF,
= Do not recharge the batteries.
* Do not put the batteries in backwards. Make sure that the positive (+) and negative (-} ends are facing in the
correct directions. Insert the negative end first. When removing batteries, remove the paositive end first.
* Do not dispose of batteries in a fire,
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Getting

Insert the Spyro 2: Season of Flame Game Pz
Game Boy® Advance and turn the system on. Pre [
on the title screen to begin the game. The Main M u
will give you four choices: New Game, Continue e A .
Game, Options, and Credits. Select New Game b Y : _ i3 [

to begin playing Spyro 2: Season of Flame. L F & i ) A Button
If you have a previously saved game, choose
Continue Game. Choose Options to

adjust input style and toggle through

the tutorials, music, sound effects, '
and speech effects.
: 'B Button
::!)v : . ’4 SELECT Button
S
- Menu Controls
g Start Game/Pause ................. START
* nghl_lght Menu Selection . ........... +Control Pad: Up, Down, Left, Right
By Confirm Selection . ................. A Button,
P # Return to Previous Selection ......... B Button
2
2/ - - N




) the Lraqon
-}

Move

Controls

+Control Pad
Flame ! .B Button
Jump.... ....A Button
Glide.... A Button (twice)
Glide and hover s A Button (three times)
Charge/Super Head Smash ablllty ...... R Button and +Control Pad
Look around... L Button and +Control Pad
Switch Breath abilities........cccccvvniinannne SELECT

Pause the game and bring
up the Pause Menu... =
Access Map (Spyro Ievels only}

RO T, it sessiii i s ammmnn s s s sugnnene

... START
.....3ELECT and L Button together

+Control Pad

Fire A wereeenensB OF B Button
Rotate Fire Left L Button
Rotate Fire Right ..cccccoeviiniicninniannns R Button

.fhei@-:ga".-fhe Kangaroo

~ Hop +Control Pad
~ Kick... ...B Button
.~ Jump. A Button
i Double JUuMp.....ceeiereiness ....Tap the A Button twice
Jump Smash.....ccueie «-enneDOUble jump, then press the B Button
pedgent 9: The Space Monkey
j MOVE....eoeeeeeecnrannenas +Control Pad
Enter Door.......cc.ccccecevineeea+Control Pad Up
Fire........ ......B Button
Jump A Button
Double Jump ....1ap the A Button twnce . :

Pressthe L Button = *



The Season of ?i&me

After a well-deserved vacation following the encounter with' Grendor and the
Season of Ice, Spyro returns to the Dragon Realms to discover that none of the
Dragon Elders are able to breathe fire anymore! In fact, not even Spyro can use
his flame breath any longer! It’s been turned icy cold! (Naturally, Hunter has
been frozen solid by this time.)

Someone, mysteriously, has stolen all the fireflies, the source of all fiery Dragon
Power. And it’s up to Spyro, Hunter, Bianca, and Sparx to find out why!
Freezing the Fireflies
Only the power of the fireflies will restore the fire breath of Spyro and the
Dragon Elders. Spyro can find them in many places—scurrying around in
wide-open spaces or hidden behind obstacles. Sometimes, Spyro will receive
them as rewards for doing tasks for citizens of the Dragon Realms. When
Spyro locates the fireflies, one quick shot of ice breath will freeze them in
their tracks o

i Home Worlds, Kealmys, Portals and Dungeons

! ':. Spyro begins his quest in Sunny Plains. From here, he will be able to access

| other worlds in the Realms through Portals. Some areas will open only after

*F..a ‘certain number of fireflies have been rescued. Spyro can also search for
S

pecial Challenge Areas that feature challenging puzzles.

Portals

Entering a Portal will transport Spyro to a
world where he will meet creatures troubled
and annoyed by the invading Rhynocs. By

i helping these creatures, you will make an
exit Portal appear, allowing Spyro to return
to the Home World. To enter a Portal, just
walk or fly into it, and Spyro will instantly

Country Farms
be transported to another realm. " %1

N\



Gems . Ag ent 9 i.a:.w.r;s.i_.s ' :

i ‘Are you ready for rip-roaring action, monkey-
style? Good, because Agent 9 kicks Rhynoc
tail with the best of them. In the Agent 9 levels;

You’ll want to gather as many gems as you can carry. Some are ;
hidden in baskets, vases, and a variety of containers. Charge ‘in‘to

t( containers or flame them to obtain the gems. / d speed, agility, and pure firepower are the tools
= Moneybags seems to be everywhere these days, and . of the trade, but watch your ammo and energy
% his rates are always going up. To afford his special meters if you want to survive. Luckily, refill
services, collect all the gems you can. = rooms can be found throughout the levels. But,
Press START to see how many gems you have. Your gem count be sure to time your moves just right or you’ll be nothing but Rhynoc fodder.

will be displayed at the top of the screen. To see how many gems
there are in the realm, open the Pause screen (press START) and
%\k look at the Atlas. Near the Gem icon, you'll see the number of
8 gems you've collected and the total number of gems in that realm.

Sheila Levels

Hop your way to victory with everyone’s
second-favorite Australian marsupial, Sheila
the Kangaroo. Sheila will encounter objectives,
obstacles, and a whole mess of Rhynocs as

Spyro’s best friend and constant companion has always been there to help ghawenturcs through challenginSNHRLiamENGW
protect him from danger. However, every now and then Sparx not only gives through unscathed, she’ll have to jump high and
advice on how to tackle particular challenges but also gives helpful hints on ' super-smash all,the of baddies along the way.
how to perform tasks. If you would rather not receive Sparx’s advice, you
can turn it off in the pause menu within the Options section.

Sparx s Advice

[z— arx -:u.‘ﬁ?
Collect all of the gems and fireflies to open up the super-secrel
Sparx Game!



The Friends W

The kindest fairy in all
of the Dragon

Realms, Zoe saves
Spyro’s progress
___and is always there
T to give moral
support and.
friendly advice.

Hunter

Hunter is Spyro’s
constant companion
and personal trainer.
Though his new
romance with Bianca
has made him later
than ever, Hunter is
always around for
some on-the-job
training if Spyro
needs it.

Bianca

Bianca is a powerful
sorceress with a heart
of gold. Her knowledge
of magic will help Spyro
regain his fire breath so
he can take on Ripto
and his minions.

Moneybags
Sheesh! Won't this
. bear ever get a real

. job? Moneybags spends
» his days charging the
denizens of the Dragon
Realms for passage to all manner of special areas, and he
socks away every penny he makes. While Moneybags can be
pushy, he always opens up new avenues for Spyro to explore
... for a small fee, of course. !

and Crush =
Ripto’s henchmen ma
not be bright, but they
sure do pack a wallop.

Gulp is a huge green
quadruped with a coupl
of rockets on his back.
Crush is a big blue
toothless winged
dinosaur who

carries a big clu

Ripto

This diminutive dinosaur has dealt with Spyro in the past. He'll never forget
his defeat in Avalar at the hands of that purple dragon. But this time his plan
is foolproof. What can a dragon do if he has no flame? Ripto aims to find out.




Spyro’s

Flame Breath
Spyro’s signature ability has been stolen by that e
regained only by catching the fireflies scattered thro

Spyro gets his flame back, watch out Rhynocs! 2

Glide
Spyro’s wings allow him to glide.
Press the A Button at the height of
Spyro’s jump to send him gliding in
the direction he’s facing.

lce Breath
A blast of freezing cold alr, this chilling ablhty -
can turn an enemy to ice and is really handy ’ l

when trying to catch fireflies. . J :

Hover _

Sometlmeﬁhe glide isn’t enough and Spyro
needs a little more height to reach his goal.
Press the A Button again at the end of the
glide to make Spyro hover.

e

Charge

Press the R Button, and Spyro

will lower his horns and charge.

His Charge ability is especially useful
against fireproof metal and for
breaking containers to reveal gems.




Power-ups

Super Flame Breath'
Spyro can perform a supercharged version
of his Flame abilities. This fiery wave has a
longer range and is great for flaming things
that are just out of reach.

Super lce Breath
Can the cold get colder? With the Super Ice

Breath ability, Spyro can spray a wide, thick _
torrent of frozen wind so intense thathe can
freeze special items and create frozen pathggﬁg.

- i, -
Super Electric Breath

This temporary ability packs more electric charge than a lightning bolt. Spyro
can use this power-up to recharge things like electric generators, and he can
also zap a few Rhynocs while he’s at it

i

J$/

Spyro s Health
at his side, Spyro'can sustain more damage than he can on his own.
cts as Spyro’s health meter. Spyro begins the garne with four hit points
nd four lives. He can be hit four times before he loses a life. Each time Spyro
is hit, Sparx loses one hit point and changes color accordingly. When Sparx
loses all his hit points, Spyro is on his own! However, if Spyro searches hard
enough, he just might find a way to make Sparx stronger.

Jparx Colors

NOHIES' i = - et Yellow ........ Feelin’ Fine
After1hit.......... Blhie. . ... . . .Danger, Spyro the Dragon
After 2 hits ......... Green ...... =Dragon Shores, we have a problem

After 3hits ......... Mayday!



Fodder

The Atlas

The Dragon Realms are vast, and Spyro could easily miss
a firefly. You can access the Atlas from the Start Menu.
This is where you can keep track of important details:

¢ Check your current fairy and gem count,
or see how many are left to find.

¢ See the worlds you have visited and the ones you
have yet to explore.

e Check the completion percentage for the worlds you
have visited.

Turn the page by pressing the +Control Pad Left or Right.

A5/

% =
AV

Sparx’s fodder is a healthy diet of butterflies.
Flame or charge those cute little bunnié‘a\at}g
sheep wandering the Realms to releaseeﬁ_
butterfly that will restore Sparx’s health by =
one point. Sometimes, you may find a full-life
butterfly, which will give Spyro an extra life.

Ly i o R S0 0 S
Sunny Plains
# 1/200 g6
Complete: 0.3%

e R T L SR
Realm Index
5 Sunhy Plains
172500 o
!

P 02000 @O/36

& 0/2500 ozl

The xM,ap

On Spyro’s quest to capture all the fireflies, he
will enter new worlds. He would certainly be
lost forever in the twists and turns of each if it
weren't for his trusty map. The map keeps
track of all the territory that Spyro covers on
each level and the areas he has yet to explore.

The Pause Menu
From the Pause screen ...

e o & & & @

See how many gems

you have collected so far
Continue the game

Open the Atlas

Save your game

Open the Options Menu
Exit a level

Quit the game




fwinq and Loadis ng Game Data Mty =
Leaving a world will automatically save your game. :

You can also save game data by selecting SAVE GAME from the PausewMenu.

Press START to pause the game. Select SAVE GAME and press the A Button. .

Your progress will automatically be saved. -

To load a saved game, choose Continue Game from the Main Menu screen.
You will begin your game from the beginning of the last level in which you
saved your game. Or you can erase a saved game and start over.

Log on to www.s
Spyro and his pals are up to, including:

ore Spyro?

Screenshots ......cccceeveeesenncnninne. Browser skins
Desktop wallpapers .......... ...Downloads
Tips and cheats..........c..cusveeueee..... SCreensavers

pyrothedragon.com now, and check out the cool things that”

Customer Support

‘Universal Interactive Technical Support can be reached in the following ways:

- Technical fupi‘bort
Phone: (Toll-Free) (866) 582-7063 (U.S./Canada only)

or (310) 649-8016 (outside U.S./Canada)
Fax: (310) 258-0755

World Wide Web: http://support.vugames.com

Customer Service
(8 a.m.=-5 p.m. PST Monday-Friday)
Phone: (Toll-Free) (866) 341-0879 (U.S./Canada only)
or (310) 649-8006 (outside U.S./Canada)

Mail
Vivendi Universal Interactive
4247 S. Minnewawa Ave,, Fresno, CA 93725
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LIMITED WARRANTY

F_ This software program, any printed materials, any on-line or electronic documentation (the “Program’) are the copy-
| tlghted work of Universal Interactive, Inc., or its licensors. All use of the Program is governed by the terms of the End
| User Ligeﬁ%'aﬁgreejnem which is provided below (‘License”). The Program is solely for use by end users according
L—-_w_shﬂerms, of the License Agreement. Any use, reproduction or redistribution of the Program not in accordance with

1 e tenms of the License Agreement is expressly prohibited.

—

-~

END USER LICENSE AGREEMENT

1, Limited Use License, Universal Interactive, Inc. (“UI") hereby grants, and by utilizing the Program you thereby
accapt, a limited, nonexclusive license and right to use one (1) copy of the Program for your use on a Nintendo
Game Boy® Advance game system.

¥ 2. Ownership. All title, ownership rights and intellectual property rights in and to the Program and any and all copies
thereof (including but not limited to any titles, computer code, themes, objects, characters, character names, sta-
ries, text, dialog, catch phrases, locations, concepts, artwork, animations, sounds, musical compositions, audio-
visual effects, methods of operation, moral rights, any related documentation, and “applets” incorporaled into the
Pragram) are owned by Ul or its licensors. The Program is protected by the copyright laws of the United States,
international copyright treaties and conventions and other laws. All rights are reserved, The Program may contain
certain licensed materials, and Ul's licensors may act to pretect their rights in the event of any violation of this
Agreement. -

3. Responsibilities of End User. A. Subject to the Limited Use License as sel forth above, you may nat, in whole
or in part, copy, photocopy, reproduce, translate, reverse engineer, derive source code from, modily, disassembla,
decompile, or create derivative works based on the Program, or remove any proprietary notices or labels on the
Program without the priorgonsent, in writing, of Ul {

B. You are entitled to use the Program for your own use, but you are not entitled to: sell, grant a security interest
in or transfer reproductions of the Program to other parties in any way, ner to rent, lease or license the Program
to others without the prior written consent of Ul; or exploit the Program or any of its parts for any com-

mercial purpose. &

05
e




O Termination. This L Iran.ya is ef?ectwe until termmated You m

4

Program Transfer. You may permanently transfer all of 6 other party all the costs, atiorneys’ fees and other expenses incurted by stich prevailing party in i1

agroan fo the terms of this License.

cense shall be deemed to have been.made and executed in the State of California, and

arising hereunder shall be resolved in accordance with the law of the State of California. This Licenso
amended only by an instrument in writing executed by both parties. This ernse consfitutes and contains
agreement between the parties with respect to the subject matter hereof and supersedes any prior oral
I agresments.

Limited Warranty. Ul EXPRESSLY DISCLAIMS ANY WARRANTY FOR THE P
FROGHAM ANED MANUAL(S) ARE PROVIDED *AS IS WITHOUT WARRAR ; :
EXPHESS ORIMPLIEDR, INCLUDING, WITHOUT LIMITATION, THE !MPL! = Y . . :
CHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, OR NONINFRINGEMENT. ANY WARRANTY Mail: Vivendi Universal Interactive

AGAINST INFRINGEMENT THAT MAY BE PROVIDED IN SECTION 2-312(3) OF THE UNIFORM COMMERGIAL Atin: Warranty Processing

CODE AND/OR IN ANY OTHER COMPARABLE STATE STATUTE IS EXPRESSLY-DISCLAIMED. The entire risk | 4247 S. Minnewawa Ave., Fresno, CA 93725
arising out of use or performance of the Program remains with You, however Ul warrants the cartr i

the Program is furnished, to be free from defects in materials and workmanship, Under normal use, for a period of Phone: (Toll-Free) (866) 341—0.379 (U.S./Canada only)
ninety (90) days from the date of delivery. Ul's sole liability in the event of a defective Game Pak shall be 10 give Or (310) 649-8006 (outside U.S./Canada)
You a replacement Game Pak. Some states do not allow the exclusion or limitation of incidental or consequential

damages, or allow limitations on how long an implied warranty lasts, so the above limitations may not apply.

L

. Limitation of Liability. NEITHER Ul, ITS PARENT, SUBSIDIARIES, AFFILIATES OR LICENSORS SHALL B

LIABLE IN ANY WAY FOR LOSS OR DAMAGE OF ANY KIND RESULTING FROM THE USE OF THE
GRAM INCLUDING, BUT NOT LIMITED TO, LOSS OF GOODWILL, WORK STOPPAGE, COMPUTER F
OR MALFUNCTION, OR ANY AND ALL OTHER COMMERCIAL DAMAGES OR LOSSES. Some stales do nm.
allow the exclusion or limitation of incidental or consequential damages, or allow limitatiens on how long an
implied warranty lasts, so the above limitations may not apply to you.

. Equitable Remedies. You hereby agree that Ul would be irreparably damaged if the terms of this License were

not specifically enforced, and therefore you agree that Wl shall be entitled, without bond, other security, or proot
of damages, to appropriate eguitable remedies with respect to breaches of this License, in addition to such other
remedies as Ul may otherwise have available to it under applicable laws. In the event any litigation is brought by
either party in connection with this License Agreement, the prevailing party in such litigation shall be entitied to

26,4
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