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SETTING UP

QEL Up your

* INSCTUCtLOnNS I s

Instruction Manual. Make sure the power is
compact disc. Insert the MEDIEVIL* 11 disc an

same controller and MEMOQRY CARD(S) and turn ON the PlaySration gamie

€ Inserting or remaving a

DiseCover. Insert a

"I',"--li' }':-|3-".\' [}".\' OR=SCTCen INstructions at '.l':\ Il‘nli_ Jcreen to |".':.!||1

= s e B e

e

Controller
Port 1

| :
I Disc
Cover

Reset
Button

PuaySiatin

Power

Upun
Button

Button

Power
Indicator

Memory
Card Slot 1

WARNING: Do not insert or remove the MEMORY CARD(S) once the power
is turned ON. Make sure there are enough free blocks on vour

MEMORY CARD before commencing play

GETTING STARTED
MAIN MENU
...-I:I.ll' |.'.\I-.; ‘ rl'l _ n
Press e 1O SLOJ
Menu. ||\.'|'L'
y I..:ai'; lnli v :u ure
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INTRODUCTION |

. .. There are, of course, many stories of mass hallucinations

and collective delusions. One example is the incident t

hey

came to be known by the lugubrious title “T
Aurumn of Death’ in 1886. D

murders in London’s White Chapel ar

y d ul}‘-l to Il‘u' recent

1, the local

constabulary began fo suffer a spate
commoners. Though the statements were at best fanciful,
they do contain many aspects that can be cross-referenced,

such as a number of sightings « ONStrous creature

emerging from the Great Museu ithers claimed ro have

hr -||‘.:]| the streets and a

:ceased rglatives lumbe

mng

SCC
few even claimed to have witnessed a medieval knight
fighting his way through hoards of nightmarish beasts.
Scientists have now proven that these events never took

place, and that most of the claims were merely the result of

a high level of disease prevalent in the capital at the time.

However; one mystery of the time remains unresolved, that
of the disappearance of the industrialist and socialite, Lord

Palethorn of Shoreditch...” 5

ot |-.I£||\ claims from the

THE CHARACTERS oF MEDIEVIL I

SIR DANIEL FORTESQUE

Hailing from the lost land of Gallowmere, Sir Daniel
].'-\'l'!'\'."-'\]ﬂl' was |'§|“L'i| imna ]‘.l”lt' against 7:”'\"\'. an mmsane
wizard, way back in the 13th Century. Some time after
Sir Dan’s death, Zarok discovered a book of
Black Magic and used an ancient spell to
make the dead rise from their graves

to form a legion of zombie warriors.

A side effect of this was that Sir Dan
il.l.\\‘ IL’“JI’T'LL".} ITom ]1].\ "t'[&.'rT‘.;l] -"L'hT.“
Quickly realizing that something was wrong,
""‘![' 1} 18 ('”'ll".l["\'\'\] ona l]‘il"‘[ o \1(.'.““'“‘\' Z.]Ti '|'\
once and forall. Having put everything right
again, Sir Dan returned to his crypt and died.

500 years later, however, the book falls into
the hands of another megalomaniac and Sir

Dan finds himself oncemore in the land of
the living.
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PROFESSOR HAMILTON KIFT

Mad inventor, keen amateur magician and self-styled “m:
the occult,” Professor Kift has dedicated his life to science in the

ter of

he pe I]L:L! hx‘ rm-_:]ul }1L-|g| mankind achieve a ]”L‘LLL'I existence
Responding quickly to the crisis in' London, the Professor
summoned a ledfehost and dispatched him to the Great Museum to
tind SirDan. As the Profi
the crisis; he'll need Sir Dan to do some of the leg-work for him,

fessor will be busy trying to find a solution to

fetching items and facing some hideous monsters in the PrOcess.

The Professor is an old-fashioned figure; he believes in honor, gentlemanly

conduct and respect for all. He can, however, be a little single-minded, focusing
on the ‘big picture’ to the total exclusion of all other factors. However, he is a
decent chap, and as he's now in his mid-fifries and not the strongest of men, he's
eternally grareful that Sir Dan has been revived to help in rhe figl
Palethorn’s evil plans.

against

WINSTON, THE HELP GHOST

Winston Chapelmount was a cheeky cockney boy of about
10 years old before he crossed over to the spirit world.
Charming and enthusiastic, he can brighten even the
darkest room with his cheery, sweet nature. Unfortunately,
he's also a ghost, which limits his involvement in
proceedings somewhat. But Winston is all roo happy to
help and eagerly joins in with the advenrture whenever he
feels he can be of use.

PRINCESS KIYA

At the age of 19, Kiya was selected by the Pharaoh Ramesses to
be one of his 200 wives. Fortunately for her, he was very old
and died before he was able to consummate the marriage.
Unfortunately, she was selected to accompany him on his

journey to the afterlife as his bride through eternity.

In 1817, many of Ramesses' possessions, including the contents
of Kiya's tomb, were recovered-from a Tomb at Abu Simbel and
brought to Europe, where they were eventually placed in the Great
Museum, When she awakes, Kiya is a little startled to discover
she’s dead, t'l‘.uw—;h she cheers up when she realizes that the removal
of her internal organs as part of the mummification process has
given her the most amazingly trim waistline.

his hand tolanythi

WEApons ..

THE SPIV

An old cockney rerm fora petty crook who can tum

. fora price.

as longas it doesn't involve hard

work. Though he's an unsavory character, The Spiv is
auseful contact — he can ger you ammunition: for your

i



LORD PALETHORN

A suacesstul industrialist, Palethorn embiaces the ethies of
the Victorian age: He has exploired every opportunity and
is hungry for wealth and social acceptance — he even
changed his name from Reggfe Pallthrop and hought a

title to make him scem mdfe part of the establishment.
Unfortunately for him, he still has a strong London
*Cockney" accent, and in times of stress his accent becomes
stronger and more noticeable. Palethorn believes thar Black Magic may be
the key to power and wealth, and in his research he has “acquired” an
ancient book of sorcery... a hook that Sir Dan is all-too familiar with.

| DOGMAN AND MANDER

Whereas Dogman is a working class thug, employed for his strength

and fierce disposition, Mander was educarted at the best schools in

England — what better place to learn every dirty trick in the
book? Loyal to Palethorn out of stupidity and fear rather than

duty, these two men are exploited and bullied by Palethorn to do

his bidding. As a side effect of the spell cast by Palethorn, both men have

mutared into creatures thar reveal their primal natures: one grew a furry pelt

and dog-like fearures; the other became more reptilian, developing scales
and a sibilant hissing voice: To Cc!mp];lm to their master about this would
have meanr certain death!

They are motivated by greed and self-preservation, and support Palethomn
only because nobody else can offer them what he does — which, strangely

enough, is relatively nothing. £ S

SOOI e T
CONTROLS

If you are using a DUALSHOCK™ analog controller, this game can be played 4
using the directional buttons or the left stick. When using the lefr stick, ensure "l

the ANALOG mode switch is on (the LED will light
up Red). Throughout this manual, the symbols
1.4 &= .0d™ e used to denote the
direcrion you should press the difegtional
buttons or left stick. A




BASIC CONTROLS

These are the default controls, 1,
which are used throughour
T]]]\ ['I)iE'['l!l.l]. .'\[TL‘TT'I:”E‘,'('

configurations are 1\'.1i|.l_ii}.' in
the CONTROL OPTIGNS menu.

Hold to motate camera left

Swap berween HeadlessTan

d DanHand

(L1 O]

onidary weapon

Left stick/directional buttons

oif Danmo r

double-tay

MENU CONTROLS

' Lefe stick | Directional burtona, { ght | change options

Hold to rotate camen right.

[R1 [ R R

Hold R1 and use the directional buttons/]

stick in relation to the direction o

{8 facing to make him strafe left or right, ot

forwards or backwards

Defend (with shield)/Duck (without shield)

When running: Daring dast
when running torward

®

Jump.

>

Primary attackfaction button

i taps = combo swipe

Interact with certain char
such as Winston and The

®

condnry arrack (Press and
hold to charge up super attack)

START

Pause game

Analog Mode Switch

To tum the An

Right stick
Conrrol Camera (look around).

1, ppess the anal

h®athar the LED

lights up ed.




PEAYING AS DANHAND = -

Though this ability isn't available from the start, Sir Dan evenrually

learns that he can remove his hollow skull and put it to good use.

You might have seen some spare hands scampering about the place.
Guide Sir Dggweowards a hand and wair until a glowing aura

@. Sir Dan will

DanHand that you can use to explore every nook and cranny for hidden treasure
and imporgnt items. You can also use Sir Dan's headless body and the DanFHand

independently of each other. While DanHand is off exploring,

Sir Dan’s body can

nore strenuous tasks. Cool, huh?

continue fighting off enemies and perform

Onee you have the ability, if youwhave seen a hand earlier in the same you may
want to go back and see if you can use the DanHand ability on them to access

SCCICT areas.

Lefe stk [ Drrectional butions 2

Right stick !

= S R ikisiad
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PLAYING AS DAN-KENSTEIN

Without wishing to spoil the surprise, you should know that circumsrances bring

Sir Dan face-to-skull with the famous metal mauler the “IRON SLUGGER."

The Professor builds Sir Dan a new body, designed to withstand the might of this

fierce new adversary. Understaridably, moving about in a new body takes a little

gefring used to, but luckily, the Protessor has provided Sir Dan with the instructions: j

_TE.H-_L.’!'I?

|

<J=}= SR

Try out a few smart moves on the Iron Slugger to

ﬁf

improve your chances:
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MEMORY CARDS - SAVING
AND LOADING woe
A lript I_.__I.‘) @_

SA\/lNG YOUR GAME '

i | as youl’
=Alt certain points 4
! mn |I1i. gFame, you I

\\'iH EL P ‘ll]l‘[t !li\ save

your progress. When this happens,
select H‘wh save, then press

t or ‘ to select a save file
(A, B or C) and press o complete the save.
To switch to the MEMORY CARD in
MEMORY CARD slot 2, press @, then select

your save file as above.

LOADING SAVED GAMES

_oad in a previously saved game from the
; Main Menu. See tht\ LO¢ \] ) GAME section
under ‘GETTING STARTED' at the beginning

of this manual.

o o R —— N e
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THE GAME SCREEN q

. Life Bottle(s)

Current. -
Weapon
Current
Coin
Secondary Pile
Weapon .
Head Swap
Shield Enabled |
Strength
Chalice of
Life Bar Souls
|_, .
. I il ek
A\ %

/A
s, 2 | N
s A
N __? -




S : -
¥ 5 - T bring up the Pause Menu during
. = 2 1 : ’. - 3 A

gameplay, press Onee the Pause Menu

: < a IS press 1‘ to hig
b = then press 6 to select:

light an option,

. .

=As you progress through the adventure,
you will find many useful items. Once

collecred, these are automarically stored

ir Dan’s inventory. To use them, p

L open the Invent £ i]EL']] PEESS il\tf

directional buttons to highlight an object,
and press @ to select it.
Weaporn, ]'li'.il ;i_‘_’|‘:[ one of the two Wedpon
slots and press €3 a second time, to exit
the inventory press M or (A}

equip a

Use £ or & tomove to

other levels of items. W

and shields are found on the
firse two lines, with other items
below. Some irems are only
usable at certain points in the

game. If you are attempting to

. 1
LSE an liemm in the wrong |‘l:’.L'L'.

a ‘clunking' sound will play.




WEAPONS HAMMER

o Reputed to have been fashioned by Thor, God of Thunder,
As Sir Dan starts his quest the only weapon available to him is his own arm, this weapon can give enemies a really bad headache.
| which e can rip off to defend himself. Elsewhere in the museum are a sword ‘
| and a pistol, which will come in handy when attacking enemies from afar. As
Sir Dan progresses through the game, the Professor will build him new
| | weapons that, in certainsftiations, can be used to better effect than his
sword. Once you have two or more weapons, you can store them close to AXE
hand and togele between them during battle (this is especially useful when Another heavy-duty weapon, the axe can cleave enemies
it facing enemies whose weaknesses are only temporarily open to attack). i (Al EOF pive thert A nasty tamnrcht
(L :
Select two weapons from your inventory, then hold down and tap @),
l You can do this at any time, even when running away from the enemy ... not
[} that a brave warrior,ever runs away, you understand.
| i Here are some of the many weapons you might find during your adventure: PISTOL ;;
| . Handy for attacking enemies while keeping your distance.
! Ammunition: Standard bullets, 200 capacity
! ARM = @ 30 gold pieces for 50
[N Sir Dan can remove his arm and use it as a club, or throw it
! at enemies. A weak attack, this should only be used when all 1
else fails. {
|
| CROSSBOW
CANE STICK \n itherlong-distance m..ugl;. = isshow fires m-.u'. ArTows
4 . \ right at the enemy. A variation of this weapon can be found
As the Professor say’s, “No modern Knight should be seen which fires burtiing arrows.
without ‘\m'_"_r Experiment with its power-up attack for Ammunition: Standard bolts, 200 eapacity @ 50 gold
maximum effect. pieces for 50.
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GATLING GUN

A good weapon for ‘mowing’ down multiple enemies.
Ammunirion: Standard bullets, 999 capacity

@ 40 gold pieces for 50.

y

Should, for any reason, Sir Dan lose his weapons, he will improvise by tearing off

his arm and using it as a club. You don't want tostay like this for too long '.h-._w_']'l.

Ity to “re-arm” yourself as quickly as possible.

SHIELDS

Shields can be found here and there in
certain 11:\'(:]'\. T|'u_'\ uﬂ-L‘I' SOIME n.!c{"l:nw.
but they do wear down and will need to be
replaced every now and again. Keep an eye
on the Shield icon at the

tap of the screen
1
progress through the game you might need stronger

and Iy o |-;(‘.v[‘- It at maximum Str _,'1]'|. As you

defense. Have a chat with the Professor and he'll ry

th make sure you're looked after.

'S
A
\

o= .

THE LEGENDARY CHALICE i
OF SOULS

In certain locations you will see a golden chalice floating in
the air. At first you will not be able to touch the chalice,
As enemies are defeated, rhe chalice fills a little more
with the souls of the vanguished adversaries. Once the
Chalice is full
to the labaratory and give it to the Professor. Having

it is yours to.collect. Bring it with you

studied the occult for many years, the Professor has
learned how to tap the power .ol the undead and
convert it into a useful source of energy. With this
he'll be able to build you bigger and better weapons

O use 1n your quest.




THE PROFESSOR'S LABORATORY

When you first enter the Professor’s Lab, you will see three different areas:
The Professor’s Desk, the Invention Bench, and the Projector. Step on the

flashing floor-plates in front of each area to let the Professor know you're

ft‘rl\[@ o hi'l'-i'- to him.

4. THE INVENTION BENCH

ESSOR'S DESK

irst arrive at the Laboratory,

for the desk in the middle of the room.

Winston will introduce you to the Profes

]_

y find him. The Professor will be able

and in subsequent visits, this is where you

to share with yvou any information he's picked
up or keep you up to date with how well the

GuUest s g

If you have collected enough souls AND
remembered to collect the Chalice, then
the Professor will reward you with a new

weapon or accessory. Take the Chalice up
to the Invention Bench and the Professor

]
will give you your new weapon.

3. THE PROJECTOR
The projector shows images of different
locations across London, Here, the
Professor will brief you on your next mission:
'.‘;1\'[‘ Qo1 l[l\' ':]-I- l-[‘l;l!L" []IL'H Press @ to
hear the hriefing, @ to Begin the mission
@ to cancel the w'lu'rl\-:l and return to
the lab. Press 4= or ™t choose from the

locations available to vou. O

€ youve

made vour selection, you will be offered

the chance to save
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BEGINNING YOUR QUEST THE SPIV '
o 4 = Y .
A few things you might need to know. To buy items from The Spiv, walk up to him
Lml[ll\w@ \nurm\u”n}tn- [nv- | i
8' y select PROVISION )
ENERGY LEVELS ANDLIFEBOTTLES B s
At the top of:the game screen you'll see a green bar. This is Sir enchanred sword, SERVICES),

Dan’s eneffry meter. When this becomes empty, Sir Dan will die, then select the irem you require |
However, if kept stocked up, energy bottles will automatically by pressing 1‘ or .‘ to l,,_[l ioht !
restore him to full health. You can refill both your life bar it, ther o5 B Dross €9

'i and any empty life bottles at Health Springs, which you'll Jgain to continue to purchase -!
see through your travels. Simply step into the green eruptions iteins until vou have eithe

of the fountain and wair until you've either filled your life bar as ANy as you want to
and hottles, or the fountain’s natural source of power has been buy, can carry or you have run

| exhausted, You might also find small vials containing lite energy, out of coins. t

| which vou can use as a top-up measure. Once the energy bar and _ |
all your life bottles are empry it’s “GAME OVER When you encounter boss

.| enemies, you'll see that they I

{ tho have an energy bar |

I - : You must try to deplete it before they kill you. |

i WINSTON, THE HELP GHOST It’s up to you to work out which weapons work il

Winston has been sent by the Professor to help you. best, hut as a general rule, projectile weapons work better on enemies you |

. Whenever you see his specrral trail (a glowing can't reach. |

cloud of particles), walk up ro it and press <3 y |

b . o - n 5 al On the sc TEen, you w Ii[ See dn 1con or an iem \ill_l [l‘!(.' Hllll]]"l_'l ol 1tems l_'[. f}].il
\\'!H:-[lll.l \\!“ ofter you .|\]‘.‘lLL' Or Warn you about

i ' type you can buy, and another number to the right of it, indicating how much it i
1!11[‘L‘Thi111',:\|| om. He'’s an enthusiastic little |L_[|_‘1. Y[ U C '.1| Ly Ii INOLNET NUMDEr [} 1€ Tig { C i I.I L..I
will cost. Note that you can only purchase the given amount of that item — for
r pistol, you will still be charged 30
coins for 30 shots. The amount you already

but take heed - he can often be a lictle crypric,

| i tnstanc®df vou wish to buy 30 shots for y
so his advice may not be as straight-forward as it 1SEANCE A 1 0 by h {

. own of the given item will be
st seems.

displayed in the bottom border
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TREASURE CREDITS }

Any treasure that you find will go into your meney pile ar the
You can then use this to buy items from The Sony COMPUTER
though you can ENTERTAINVENT

top of the screen.

Spiv. Learn to spend wi 1ere may be item

] ger for free thar will cost you dearly if bought from The Spiv... o AMERICA qusee Maelar

; PROCUCER SeneoR LEAD ANALYST
{ g Poter Clar |
i 1

gy g 1
JOIMNE areas can only be accessed 1o you | Ve I'|il' COrTect Key or

combination of keys. Look around as kevs can often be found in hSaieg 1 Jalbess cee ¥

hidden areas or might even he ¢ ibout by enemies. Ir,I S by =
TREASURE CHESTS Rk ,

Qceasionally you'll see treasure chests scattered about various

{ locations. Bash rhese open to remeve their contents. You might F Sony COMPUTER
| find something useful Or even ('?'Z]"!- sive! ENTERTAINMENT

~ : EuRoRE, CAMBRIDGE N
I8 ! ST 1
| . M
R BOOKS - |

Seattered around the museum you'll find books resting on

gcterns, Some are history books, relling the story of the exhibits

ome offer advice and hints designed to heélp with your guest.

Whenever vou see a book, stand in front of it, then press 8

If necessary, use the " ‘ to scroll through the text.
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Guide at your local software okbook retailer.] W
To order by mail, send a check or money of su.sé
ﬂ-mm-ﬂhulum

Dimension Publishing

P.O. Box 6570, Folsom, CA 945796570 ‘ b

mmﬂsll)u‘umm V
checks take 2-3 weeks to clear. Money ﬁ.
orders are shipped the same day. Allow one /]
week for delivery.

To order via phone, call:

m=m 916-989-0171
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